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PREFACE

------------------‘--
: K

—————— ]

The Star League era, dating from 2571 to 2751, marks the
Golden Age of Humankind. In this era, all of qccupied space
hecame united under a single political, economic, and military
aegis—a feat that almost defies the imagination. For most of the
period, peace ruled the Inner Sphere as well as the distant
Penphery worlds, allowing science and technology to reach
unsurpassed heights, The League was doomed, however. With
its collapse, Humanity entered the period of continuous warfare
that we know as the Succession Wars.

This volume is the most complate and accurate sourcebook
ever compiled on the rise and fall of the Star League. Commis-
sioned ten years ago by the First Circuit, this recently completed
study represents the work of more than 250 histonans, research-
ers, writers, and editors. Though much documentation has been
lost in the centuries of war that followed the collapse of the Star
Leagua, CamStar is probably the only contempaorary agency with
the resources to piece together the history of the League.

Though we could not hope to include every fact uncovered,
this volume does provide a thorough introduction to the most
impartant people, places, and events. In particular, many will find
new infarmation in the account of how and why lan Cameron went
about making his dream of a united Humanity come true, how
Stefan Amaris managed to become powerful encugh to bring
down tha First Lord, and why General Aleksandr Kerensky did not
sgize power for himself after Amaris's death. The section an the
Star League military is also the first presentation of what made the
Star League Defense Forces the most powerful military in the
universe, Also included are sections on the League’s economy,
political structure, culture, important pianets, and celebrated
personalities. We have also attempied to resolve contradictions
or errors of fact that have crept into previous volumes.

Though we try 1o avoid editorializing, the careful reader will
be able ta draw his own conclusions about the many factors that
eontributed to the collapse of Cameron's noble experiment. His
own motives for founding the League were a curious mixture of
lofty dreams and a desire for power, as were the motives tha
persuaded most of the other member states 1o join. Idealism and
ambition make for strange bedfellows, and the contradictions
hetween them would aventually bring down the dream of peace
and prosperity known as the Star League.

—MNonda Toolippi, Adept X1X-delta

Merie Jimmus, Adept XV-sigma

George Spelvin, Adept I-omega.

Research Team Maximus, Star League Project,
ComStar Archives, Terra

4 Cotober 3028
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if the star league had survived, ['d have worn the uniform proudly.
—in Honor of the Pasl R.R. Andrews, Comstar hustonan and Gollector, ConStar Press, Terra, 3024
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HISTORY

INTRODUCTION

If written accurately, history is always a ternble disappoint-
ment for the idealistic, the romantic, and the opportunistic.

—From Histary and Culture, by James Dugan, University of
Washington Press, 2031

Mere mention of the Star League is enough to transport the
average citizen on a dreamy, romantic journey composed of white
starships, miraculous machines, and wealth beyond comprehen-
sion. In these fantasies. the men and women of the Star League
seem larger than life—smarter, wiser, and more beautiful than
ordinary mortals. Even war becomes a more heraic, tidy affair in
such a seeming golden age. Instead of cenjuring images of lost
ives and smoking ruins, one imagines Star League warrnors
basking in glory and the losers dying politely out of sight. These
fantasies are. of course, more a testament to the entertainment
media’s ability to distort reality than to actual fact.

Another common misconception about the Star League is
that it sprang fully formed from the mind of lan Cameron, the
legendary figure who made the League a political reality. Itis true
that he was a brilliant and charismatic visionary, but the roots of
the Star League trace even further back to Terra, when the
omeworld had become a battlefield of nations armed with
bBarbaric nuclear weapons.

. FT F1 Bl 1 BL BL Bt B B B0 P F0 BT BT BT OB B1 FLOBL
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The Star League's most distant ancestor is the Western
Alliance. Faunded in the 21st century, the Alliance was the first
successful attempt to mold whole nations, each with its own
personal aims, inta a single political entity. Next came the Terran
Alliance, followed by the Terran Hegemony, each conlributing to
the eventual birth of the Star League. |tis essential to understand
how the early successes and failures of these forerunners influ-
enced the Star League's creation and operation. This chronicle
would also be incomplete if it did not give considerable space 1o
the Camerons and others whose actions—for better or worse—
shaped the Star League.

ROOTS

Long before the Keamny-Fuchida hyperdrive made inter-
planetary travel an everyday occurrence, Terra lay on the brink of
total ruin. Two major superpowers, the United States of America
and the Union of Soviet Socialist Republics, vied for domination
of the planet, with each willing to risk almost anything short of all-
out war for therr goals. Though the two sides claimed to represant
different political ideologies, both suffered from chronic corruption
and internal conflicts.

In 2011, a Moslem assassin killed Oleg Tikonov, Premier of
the USSR, initiating an internal power struggle within the Soviet
government. One faction was loyal to Premier Tikonov's liberal
policies: the other believed in a more conservative COMIMUNISM.
The internal fighting soon became so violent that it spread to other
nations under Soviet control. When the Poles staged an unsuc-
cessful attempt to overthrow their longtime oppressors, the Sovi-
ets brutally stamped out the rebellion. The Western nations’
sympathy for the Poles quickly turned to panic about their own
safety when the massive Soviet military split into two evenly
matched political factions fighting for control of the nation's
nuclear arsenal.

With the fale of the world hanging in the balance, leaders of
the West felt compelled to intervene. After liberating Czechoslo-
vakia and Poland, the military forces of the North Atlantic Treaty
Organization launched a daring invasion of the Soviet Union by
way of the newly independent Latvian port of Riga. Their oppo-
nents were fa :itical Soviet conservatives willing to die to the man.
The liberal facuon became allies because they were more inter-
ested in defecting the conservatives than fighting the NATO
forces.

With the victory of the Soviet liberals, peace was restored. -

' The costs were heavy, however, including the chemical destruc-

tion of Biga v a Conservative Soviet Army division. The United
States now stood unopposed as the strongest nation in the world,
Accustomed to having the USSR as its arch-nemesis, the USA
was suddenly uncertain of its role. When the Prime Minister of
Britain called for “a new alliance of Western nations," the best
minds of Europe and America met to formulate the basic outline
for what would eventually become the Western Alliance.



How much power a member-nation had in the new
government depe nded on a formula based on a nation's
resources, industrial output, and patential for develop-
ment. The arrangement was similar 1o the way conglom-
erates organize their many divisions, and most members
viewed it as the mast equitable way 1o combine devel-
oped and undeveloped economies. The poor nations
were aspecially supportive of the plan.

Many leaders from the United States of America wera initially
reluctant to join. fearing that the new alliance would result in aloss
of the nation's power and prestige. [t was anly after the fledgling
Western Alliance threatened a boycott of all American products
and resources that the superpower agreed 1o join. Certain na-
tigns. such as the seven new ones created out of the breakup of
the USSR, eventually joined the Aliance as iull members after a
probationary pericd.

One of the first acts of the new government was the creation
of the Western Alliance Armed Forces, & military that would differ
from previous multinational armies. The WAAF was conceived as
a single military under a single cammand structure and supphed
with standard weapons and eguipment praduced by all member-
nations. Though the economic advantages of this arrangement
wera abvious, many people doubted whether a truly multinational
torce could fight efficiently. In 2023, the WAAF proved itself by
areventing the Chinese from farcing Japan to join their own
varsion of the Alliance, which they called the Asian Co-Prosperity
Sphere.

It was not long before more and mare NANONS began to seek
the important benefits of membership in the Westarn Aliance.
Because this was an era of relalive peace, résources ware being
noured into seientific research to improve the quality of lite rather
than into production of bigger and betier weapons. Under the
Alliance treaties. science and lechnolegy was shared among
member-nations, leading to the quick and democratic spread of
new ideas and equipment. One of this period's most important
nventions was an efficient fusion reactor that not anly provided
inexpensive and almos! unlimited power, but st the stage for 3
future, even more radical discovery.

= Sy

TERRAN AL

LIANC

By 2086, more than 120 nations. representing some
80 percent of the planet’s population, had joined the
Western Alliance. In recognition of its global status, the Al-
liance changed its name to the Terran Alliance. At about
the same time. it cas! off most of its previously ben evolent
attitude.

At this point in tistory, Alliance farmulas for admitting and
governing nations had evalved into a mass of incredibly complex
equations. Those formulas left poorer member-slales feeling
shighted. overburdened. and victimized because they were paying
woo much for 100 lithe in raturn. Strikes and violence became
commaon as the people of ihe poorers nations struggled with the
rich nations for social and economic equalty Despite this chromc
situation, the Terran Media was more concerned with stones of
amazing new scientific discoveres than with news of ruinous
wars.

The mass production of fusion reactors one-tenth the size of
previous reactors made possible many important technical ad-
vancements. Operating costs had also been drastically cut.
making alomic power very inaxpensive. After scientists discov-
cred ‘techniques for cleaning up Tera's fouled enviranment,
anvironmental engineers lurned their attention taward transform-
ing Mars and Venus into habitable worlds.

All of these scientific discoveries paled in significance with
the rediscovery of Kearny-Fuchida Pan-Dimensional Gravita- -
sional Mathematics in 2102, This hreakthrough in Einsteinian
physics seemed to suggest that if a hyperspatial field could be
created around an object possessing mass, that object could
iravel instantaneously to a distant location. Through an intensive,

. top-priority research effort known as the Deimos Project, Alliance

zoientists developed the firstfaster-than-light space ship powered
by the Kearny-Fuchida Stardrive. On December 5, 2108, the TAS
Pathfinder successfully made the round-trip voyage between
Tarra and the Tau Cet system.

After this triumph, Aliance shipyards tooled up 1o mass-
produce colony and exploration shups in large numbers. Thaugh
there was considerable wrangiing and even violence among
member-nations aver how to pay for these new JumpShips and
wha should be able to use them. most agreed thal they should be
built.

The Kearny-Fuchida drive freed a long-buried urge to explo-
ration amang the people of Terra. Now thatit was possible o leave
1he homeworld and the entire Sol system for unse&n worlds and
uncharted lands, thousands, then millions, began 1o leap at the
chance.

The first interstellar colony was established in 2116 on Tau
Ceti |V, also known as New Earth. In 21 72, the First Grand Survey
reported that there were more than 100 Human-colonized worlds
spread across a sphere B0 light years in diameter, Just 63 years

later, the Fourth Grand Survey recorded more than 600 colonies.




s # H:* SR F_’.-.'f;.ﬂ e

:m .:' T e S ; LR e '{"r': . g ‘-ﬂ

—Ghmm the Hong I{urlu Gdle::hva an:lm
cently combined Korean States announce their i A
tention to form the Asian Co-Prosperity Spher #‘*
This action is seen as a direct threat to the 'HM

s with the
. dmﬂmmmﬁummmm

Layalistforcas. - - i B e Alliance. Both sides actively court Japan, the one .

: .—Tmmﬂmwﬂ HATﬂrwmhagninmw - ; country that could make the ACPS a rival to thE

aut of Russia. o i e gt Alliance. International tensions escalate. .

i —Lnadnfadﬂuvarmus Wnsmwaﬁnyuhm 2023

newly reunited Mmmmmumﬁmw i Jmm—mnﬂFﬁammanavm blockade nrdapmﬂ "E
" call for. "a new alianca of Western nafions.” ~ +~ - to "batter present its case o the Japanese people, free from .

< ,Q—ﬁ.&'m,_mmml:aw !.ﬁarhw e dis- theinfluence of Western venom-spreaders.” Thnhuﬂuypa&b
iy of th %‘ hsmufﬁnmﬂhu#mmdnddanuim@t,‘%ﬁ

Lo Jem R s s e —ﬂﬂl"ﬂsaﬁﬂmﬂrﬂhadmm

i mmm&mh@ah L Chinese cruiser-iron Flower runs over a surfa
" © . TheConfederation of Free Orient Peoples. - Mmhﬁmmﬁn&hﬂﬁﬁhﬂnmmm e
_ -—-'I"haamn mmampmbahunaqpqm relief convoy. msmﬂ-bﬁﬂm M =
aMﬂmWMMchmw mirngriham - allrnndu_ gy e 3Tl et B S
macgbiersd W BE i L Rk R W s -—mwmmmw ense
m; seSeaP gl S0 (Pl C0 s LATLT mﬁmbﬂ-ﬂMMﬁ
Wwwiuﬂm;m ﬂ&ta:m Flower and order it to surrender. The Chinese 5
University, - Professors.. Thomas- Keamy. and - Takayoeshi M&thwmhmwm oy
Fuchida nofice anomalies inconsistent with known laws of the iron Flower, but not before the Akagiis sunk: =~
physics. The two sgientists publish-"What Happened to the - —WEWWWMEMA

: ummmmmmmm ﬂuEW&athMFthﬂﬁ
g rules of engagement. The JOF begins Mwm

g actions against the blockading ships of the ACPS... A, 1,,.
L 2l —Thareﬁefmnyrmmhﬂm e5te i
; _annernrnumumeﬁhnﬁmsmmmﬂ 3 mamk
.s;ﬂasutlnmnmplamdmwmﬂn PR SR
| —ﬁmmmmw muaw hm#ﬁv
; tmﬁhmdiplnma'hnm -.ﬁ._.;ﬁw Fpl 440 ol

o e Whﬂrﬂmls ca ﬂr.m
mmmmmm nﬁmm

mainﬁm mmmmsuum nembel

45 el PTmmFudﬂ-hﬁw#'
work, ré :

mmmmmm:ﬁ

L

Hmwsmlhumw' ot T
ﬁ 'Jm A R ﬁ?'-“: 2T
Skl Emmwmm&;

_:'I#"‘fr" "F e 'i'".? wald ol -\.. ol ,ﬁﬂi:"_::
1 ¥




POLITICS OF COLONIZATION

If the urge to explore new lands and see new sights
called men and women to wander far from Terra, the
growing political chaos within the Terran Alliance was the
force pushing at them from behind. The Terran Alliance,
which was unprepared for the discovery or ramifications
of the Keamy-Fuchida drive, was equally unprepared 10
govern people light years away from the mathar planet. At first,
there was not much prablem, The early colonists were usually
small groups so totally dependent on Terra for technical support
that they willingly complied with any Alliance government de-
mands.

As the colonies began to swell in size, it was inevitable that
many became self-sufficient. This led to tensions between the
colonies and the Alliance government over the issue of local
authority versus allegiance to the power of the motherworld. The
Alliance was victorious in the first skirmishes, mainly because it
still controlled the colonists’ water supply.

That situation changed in 2177 with the formation of the Ryan
Cartel and its fleet of iceberg-toting JumpShips. With a reliable
source of water, frontier worlds could now support many maore
people and so quickly become independent of Terra. The tension
and distrust between Terra and her colonies increased measura-

bly.

In the Alliance capital of Geneva, the struggle even-
tually polarized an already weak governing body into twa
main political parties, the Expansionists and the Liberals,
each claiming moral superiority for their position.

The Expansionists believed in the authority of the
State over everyone, including men and women light
years away. The development of the hyperdrive had
swept their party into the Prime Ministry in the early 22nd century,
and they had remained in power ever since. The Expansionists
had no gualms about using force to achieve their aims and had
aften sent in the Alliance military to put down unrest in rebellious
Terran nations.

The Liberals. on the other hand, were earning the reputation
for being saints with horns. With every year spent out of power,
they seemed to become more radical. Though they claimed to
believe in the goodness of every individual, the Liberals gradually
adopted the tough tactics of the Expansionists (o regain power.

Opportunity knocked in 2236 when a coalition of colonies at
the far edge of Human expansion declared their indépendence
fram the Alliance. The Expansionists wanted to severely punish
the coalition, but unfortunately for them, the Alliance Global Militia
was less an army than a heavily armed police. Only the Colonial
Marines, a small branch of the Militia, was equipped with the
resources for a journey to the rebellious worlds.

SWAMP FEVER

I'm just a ferry pilot for the Ryan Cartel. | take my iceship,
the Loving Woman, and load up on pieces of ice that workers
in mules break off from the main chunk that the JumpShip
brings in. The iceis stored inmy shipand | ferry it to the planet.

This trip. my landing point was Mucka Flats, the largest
calony on Proserpina. | was a bit concerned that we still had
not made contact with the planet by the time my ship was
hitting the planet's atmosphere. Most ports would at least
come on and say hello before you started your reentry.
Common courtesy, you know?

The landing itself was routine enough. The automatic
pilot meshed well with the port's automatic navigation sys-
tems and my ship hardly shuddered as it touched down. But
then nothing. No cne came with the cool-down tanks. No ane
came to begin unloading procedures. Nothing but silence...

We were walking close to the swamp's edge, wondering
what the hell had happened to the port crew when Michaels
suddenly went ashen and pointed at something in the
swamp. Itwas asthough the swamp had begunto reacttoour
presence. The waters gurgled and bubbled, while vague
masses under the muck began to move toward us.

The first one was huge, about two meters in diameter. As
its broad, chitinous back broke the water, the creature’s black
shiny skin glinted dimly in the cloud-blocked sun, As it
continued to rise above the surface, | saw three pairs of eyas
reflecting a sick purple light, three armored and sagmented
legs, and three pairs of claws tipped with what looked to me
like hypodermic needles meant for elephants,

My crew and | started to run toward the control tower.
These things, whose shapes somehow reminded me of
Terran limpets, began chasing us, but the big one's size kept
it stumbling in the mud. This didn't stap the smaller ones.
though. They had no problem speeding over the ooze and
then over the tarmac of the port.

" world is myself and those creatures, which are still clanking

Mitehell, always the brave one, stopped and began
taking shots at the little limpets with his pistol. Soon the
limpets were all around him, and after a few moments one
caught hold of his leg and began crawling up. Mitchell, try as
he might, couldn't shake it off, and soon others were latching
onto his leg.

Though small, those limpets had steel-strong mouth
parts. Within an instant, Mitchell was howling in pain as they
sunk their needie mouths into his legs. Mitchell began run-
ning toward the rest of us, who were now in the control tower
watching in horror. He barely made it in before the rest of
those horrors caught up with fim.

Mitchell was pallid. Three limpets were still attached 1o
his legs and it took three of us to tear each one off. We killed
the devils with the business end of a nine-kilo wrench we had
found in ane of the control room lockers.

At first we believed that Mitchell had been poisoned by
the limpets, but by sunset of the fourth day, Yolers, Bassers,
and Johnson were suffering from the same hideous blotches,
delirium, and retching.

Mow | knew why there was no one in Mucka Flats.
Everyone had either died of this swamp fever or taken to the
hills in panic. | guess the only thing living in this part of the

and erawling around this building.

limagine that after a few days the smell of fresh blood or
the sight of body heat, or whatever it is these devils go for, will
disappear. They'll crawl back and sink back into thal swamp.
At least they'll do that without my blood in their bodies,
because from the fever and the nausea | feel, it looks like I've
got the fever, too.

—From an account left by Captain Henry Devillers,
quoted in Staries of the Frontier, compiled by Richard Stur-
gis, Alliance Press, 2399




Undaunted, the Expansionists dispatched the Ma-
rines fram Terra to punish the colonial rebels and to
reestablish the Alliance's dominance. Confident that the
~ Marines could handle a few disgruntled rebels, the Ex-
pansionist government was staking all its credibility on the
venture. Denebaola, a distant colony that had been the first
to declare its independence, was the first target on a long
list of worlds that the Marines were to force back into the fold.

Eighteen months later, the Colonial Marines returned to
Terra in disgrace. Where they had expected 1o find only a few
disgruntled rebels, they had been met by large. highly mativated
armies instead. Though not well-equipped. the rebel forces out-
numbered and cutmaneuvered the Marines, who often arrived at
the rebel worlds without proper maps or other reconnaissance.
Losses were high on both sides. but the Marines lacked the
means to transport reinforcements or adequate supplies from
Terra. Faced with the prospect of ignominious defeat. they
withdrew.

The Liberals made the most of this catastrophic Expansionist
failure by condemning their cpponents’ foreign policy and chal-
lenging their right to rule, The Liberals quickly gained the support
of other dissident groups and formed a coalition to take power

away from the Expansionists.
Lntil now, the public had been apathetic about colonal

events. Except for people who had relatives on the frontier, the
colonies were of little interest except as a source of sensational
stories about bizarre new lifeforms. That attitude changed quickly
when the Liberal party made public a secret Expansionist memo
revealing the government's intention to severely restrict emigra-
tion 1o the colonies.

A few months earlier, most citizens had never even consid-
ered leaving Terra. Now many were fnightened and angry that the
government wanted to deprive them of the nght. Many suddenly
switched their support to the Liberals who now enoyed an
unprecedented majority.

The Liberals swept the elections of 2237. Thoughthe Expan-
sionist Prime Minister was not obligated to step down, the oppo-
sition was so overwhelming that she had little choice but to resign.
For the first time in decades, the Liberals were in power.

They wasted little time in changing the direction of Alliance
governmental policies. First, they granted independence 1o all
worlds beyond a small sphere of space radiating out from Terra.
The problem was that the party leaders did not stop 1o inguire
whether many of these colonies actually wanted independerice.
Some Liberals falt a sense of righteousness almost akin to the
abolition af slavery in earlier centuries, while others believed that
the colonies should be responsible for their own well-being. By
2242, the borders of the Alliance had shrunk to a sphere with a
radius of only 30 light years.

CHAOS
ltwas not long before the Liberals' isolationism put them once

more out of public faver. In giving independence to the colonies
and freeing them from the oppressive regulations of the Expan-
sionists, the Liberals had replaced repression with total disinter-
est. Despite eftorts by major Alliance conglomerates to assist the
abandoned colonies, the people of the frontier suffered so se-
verely that their compatriots on Terra grew sympathetic to their
plight. Demonstrations against the Alliance government became
commaon, as the citizens of the homeworld grew increasingly
angry at the government's obsession with transforming Terra,
Mars, and Venus into space-Edens while the distant colomies
starved. When the Terrans learned that one colony had starved
to death because of a lack of food supplies, serious rioting
erupted.

Seeing the growing discontent, the Expansionists
fanned the flames of discontent and soon regained
enough public support to rise to power In the general
elections of 2242, This pattern of revolving governments
continued for the next six decades, with the public becom-
ing ever mare apathetic. Election tampernng was so
rampant that even those who voted conceded that their
votes counted for little. Indeed, the people's votes were bought
and sold in the back rooms of the Alliance Parliament. Without any
restraint from the body politic, political fighting between the two
major parties escalated to physical ighting and rumors of political
murder..

The situation was so unstable that it set off a huge flood of
emigration from Terra and other crowded Alliance planets during
the latter halt of the 23rd century, Later known as the Exodus, this
mass movement was made possible by the earlier open-door
emigration policies of the Liberals. Millions of disgruntled citizens
seized the opportunity to leave all the chaos and misery of Terra
behind.

The large conglomerates' efforts to transport these colonists
while trying to supply the colonies with adeguate food and water
was creating an economic strain. Scientific research suftered as
industries geared up to meet massive colonial demands. Scien-
tific research on many colony worlds became equally impossible,
for everyone was precccupied with just trying to stay alive. Even
research sponsored by the Alliance government was difficult
because the political fighting was all-consuming. Even universi-
ties and other research institutions were split into Liberal and Ex-
pansionist camps.

It was not long before political warfare between the Liberals
and Expansionists took its toll on Alliance society as awhole. The
gconomy slowed. Social welfare programs broke down. Even so
simple a procedure as obtaining a driver's license became a
nightmare of twisted laws and regulations

JAMES MCKENNA

The Alliance Global Militia, after its humihation by the rebel
colonies, decided to stay out of the political urmail. All that its
leaders wanted was enough financing to gradually upgrade the
force while remaining aloof from the political maelstrom. Hather
than risk the AGM's anger, the Liberals and Expansionists coop-
erated. Thus did the AGM grow steadily stronger over the next
decades, transforming itself into a true military once more.

During these years of Liberal-Expansionist political instabil-
ity, the AGM built the first true interstellar navy and developed
strategies and tactics that would become the basis of modern
warfare. The renewed organization and quiet confidence of the
AGM appealed to the public, who saw Militia service as a refuge
from the chaos of the time. So attractive was military service that
AGM recruiters were forced to turn away young male and female
applicants.

Fleet Admiral James McKenna was the most famous officer

- during the lastdays of the Terran Alliance. A Canadian officer who

had grown up in the wilds of the Yukon Territories, he would have
likely been as comfartable with the life of a lumberjack as that of
Admiral and empire-builder. Though McKenna did not begin
formal schooling until age 12, he soon showed a remarkable
aptitude for the sciences and history. He had never given much
thought to military service, though, notwithstanding his family's
long history of service to the Terran Alliance and to the Western
Alliance before that.



Wwhen tha AGM offered the young man a scholarship
1o Annapolis Naval Academy in the United States of
America, he decided, after some deliberation, 10 accept
the opportunity for @ fine education. During his years at
Annapolis, McKenna oesawed between winning honors
iar his exceptional academic ability and threats of expul-
sign for his many misadveniures.

McKenna eventually did graduate with nOnNors, but his early
carear in the Alliance MNavy was equally checkered. Though
unsurpassed in his ability to handle space vessels_his outspoken-
ness often led 10 trouble. In fis first ten years of service, McKenna
droppedin rank five times for bad conduct. Hefinally settied down.
but never lost his tenaency 1o guestion and challenge what
gveryone else took for granted.

After years spent gxpunging his former reputation, James
McKenna attained the rank of Admiral and took command of the

Alliance navy in 2295, With few superiors, he was able 10
undertake the canstruction of a lrue space navy. Until
then. the Alliance Navy had been pccupied mostly with
transporting roops to and from worlds. Fewinthe Alliance
foresaw either a need to build warships or a future thal
would encompass more than one interstellar power.
Adrmiral McKenna was one of those few, and he set about
developing the first and bast space navy for the Terran Alliance.

The first true combat warship. the TAS Dreadnought, was
launched in 2300 During the next 14 years, Fleet Admiral
McKenna launched six similar vessels, as well as 20 lesser
warships, from the shipyards orbiting Terra, Mars, and Venus.
Thoughmany assumed that these ships were costly playthings for
the charismatic Admiral, fate would call them into action soonar
than even McKenna himsell expected.

INTERVIEW WITH THE ADMIRAL

s | floated through the hatchway into the bridge, |
peered into the dimness but saw no silhouette that
matched James McKenna's frame. When | looked up
suddenly, | was startled to 5e€ the Fleet Admiral floating
just above my head in his Captain's chair. | had forgotten
that in Zero-G the "ceiling” was just another stretch of
deck to which chairs and instruments ware bolted. ltwas
logical but disorienting to see men and women sitting on
the ceiling working in struments while the Ad miral of the
Alliance looked down nlo my upturned face. With his
help, | floated up to him and strapped myselfinto a chair.

The Admiral was every bit as imposing as he ap-
peared in the holos. He was tall and muscular, with long,
unkempt blond hair that tended to float about him like a
halo in Zero-G. He was gregarious, but it was easy 10 5ee
the intelligence and calculation in his eyes.

naRTHADEANS: Admiral McKenna, this is the most impres-
cive vessel | have ever seen. But there are many people
:n the Alliance who wonder just why the Dreadnought
was built. Weapens are usually bu iltwith a specifictarget
or enemy in mind, Who or whal is the Dreadnoughts
target?

nckenna Well, ignorance for one. People used to believe
that it was beyond the abilities of man to build such a
massive ship. | believed otherwise, and | wanted to
prove it

neans Do you always act so farcefully on your beliefs?
woxenna. Of course. How will you ever know if what you
beligve is right unless you have to get out there and
prove it?

orans There are many whao say that's one of the reasons
the Alliance is in such a political snarl. They think that
tanatical belief in such things as political parties is the
cause of all mankind's pain.

mckenna, I'm inclined to agree. Believing in a political
party is not a sign of a person's intelligence, just his
willingness to be led aboul by the nose. Individual
conviction and decisive actions are the signs of true
intelligence.

neans: How do you balance your personal beliefs with
your duty 1o the Alliance?

ckensa [Tisn'teasy, and there are times when | seriously
consider chucking all this for the Canadian wilderness.

~ Leans What keeps you here. then?

wewenna - | Think the main reason for sticking around is N
case fate steps In 1o give me and these ships an
oppartunity for action, or 1o do something that would
improve life back on Terra and the other Alliance worlds.
seans: What would you do, given this opportunity?
wckenns. Now that depends on the situathion, don't you
think ?

__From Good Morning Canada, holonews broad-
cast, September 15, 2313




THE ZOLI AFFAIR
In 2310, a new political party was established in the
“ajjiance. Called the People's Independence Party. it
Jaimed to be the voice of the forgotten. With unprece-
dented swiftness, the party attracted an encrmous follow-
ing amaong the previously apathetic population. By stag-
ing elaborate rallies, the P|P drummed up both consider-
able attention and monetary support, which suited its founder ad-
mirably.

Grant Zoli was the leader of the People's Independence
Party. As the illegitimate child of a Kenyan mather and a New
Zealander father, his early life had been a desperate struggle to
stay aliveinthe urban <lums of New Zealand. While spending time
n prison for theft, the teenaged Zoli received an education and
discovered that he had a talent for writing and for manipulating
rules and regulations.

After prison, he fou nd a job in politics with a small local party
With astonishing rapidity, he used that party as a springboard to
hacome Prime Minister of New Zealand and the head of powerful
political machine. Still not content, Zeli then parlayed the People's
Independence Party into interplanetary politics. His true ambition
was to be rich, which was his only motive for founding the PIP and
entering the dangerous waters of large-scale politics.

The party's strong showing in the glections of 2310 made the
pIP amajor force and possibly the deciding factor in the upcoming
Alliance-wide Parliamentary elections of 2314, It was not lang
hefore both parties were offering Grant Zoli both power and
money for support. Hoping ta drive the ofters even higher, Zoliand
his cronies remained noncommittal. It was not until just before the
maijor elections that he made his dacision.

Documents recovered long after the events revealed that in
August 2314, Grant Zoli pledged the PIP to the Expansiomsts. A
month later, he had a change of hearl and switched his party's
allegiance to the Liberals. On September 5, 2314, just a month
nafore the elections, police found Grant Zoli dead in his New
Zealand mansion.

Mews of his death created an immediate uproar. The Liberal
and the Expansionist parties began to blame one another for the
cime. while the slain leader's more zealous supporters initiated
an assassins' war against both parties. The Parliament invoked
martial law on Terra and sent the AGM 1o put down the rebetlion
i New Zealand, where most of the trouble was taking place.

Meanwhile, the Liberals produced evidence that Grant Zali
had besn murdered by order of the Expansionist Party. The
charge later proved false, but the accu sations increased hatreds
1o a fever pitch that made the next events ingwvitable.

On September 30, guards of the leading Liberal boss left their
post and drove across Zurich 1o the headquarters of the Expan-
sionist Party. There, they stormedthe bu ilding and killed everyone
they found. The Expansionists retaliated, and soon battles be-
ween thugs of both parties were occurring all over the globe.
Then bath parties unleashed their secretly trained detachments of
utterly loyal soldiers. What had been a war of knives and pistols
escalated to a full-blown confrontation between two heavily
armed sides. Though they fought mainly with each other, many
thousands of civilians were killed.

A tew units of the Alliance Global Militia were persuaded to
join one side or the other, but most remained politically neutral.
\When asked by James McKenna to step in and stop the growing
violence. the ground forces of the AGM agreed. The Battle of
Zurich and the Battle of Bangkok stand out as two of their most
heroic efforts.

TIME FOR A CHANGE
Attention alt AGM members currently participating in

the barbarities. Cease all hostile actions and relurn o

your barracks or | will bombard you into oblivion.
—Communique from Admiral James McKenna to

IR 1M ground forces fighting on Terra, June 2. 23135

Upan learning that Terra was in flames and that othar worlds
were about ta erupt similarty, Admiral McKenna 1ss ued orders for
the Mavy's major warships and Marine troop carrners to rendez-
vous with his fleet currently orbiting Mars. No one knows whether
McKenna acted spontanecusly or whether he had planned his
actions in advance, Some have claimed that the curious Coinci-
dence of all major warships and troopships being on duty, the re-
voking of shore leaves a month before the war. and the storage
of extra ammo were all part of agrand plan devised by the Admiral.
Though McKenna had never made a secret of his dissatisfaction
with the government, certain facts, such as the collision between
the warships Wildcatand Yalu because of poor navigation, seem
to refute the claim of premeditation.

The real issue was that on June 2 a spectacular saries of
explosions pulverized and vaporized Strand Rock, a tiny island in
the Merth Sea near Scotland. At the same time, another island,
this one near Australia, was also being destroyed. These events
sent a wave of shock around the globe and put a temparary stop
to the fighting. Then came a message from Admiral James
Mckenna, that was broadcast worldwide:

"To the men and women of Humanity's cradle: attention. This
= Fleat Admiral James McKenna onboard the warship Dread-
nought. The destruction of theislands near Scotland and Australia
was accomplished by the combined fleets of the Alliance Global
Mavy. | gave the order to open fire and | am just as ready to give

'similar orders should anyone on Terra attempt to jam my message

to its people.

“You have all been suffering through a bitter war. Many,
mostly the innocent, have been injured or lost everything they own
in the fighting. Even the fortunate few who have gone unscathed
thus far must have some friend or loved one who has suffered.
Terra has been a dark place these past few weeks, wilh little hope
of getting brighter.

"| ask you now: what is the purpose of this suffering? Do you
believe that this war is a true and honorable one that will make
your lives any better? Do you honestly believe that it one side or
the other wins, it will benefit you?

"It is my view that all of us have been duped by the lies and
daceits of a few wily politicians. They have led you 10 believe that
this war will somehow end your, and the Alliance’s, problems once
and for all. They lie. They struggle for person al power and not for
your benefit,

“Itis time for change. The government is corrupt and must go.
Wi must bring back the voice of the people so thatitmay be heard.
| propose the founding of a new government to replace the

'Alliance, a strong government responsive to its people, yal

unburdened by constant and useless elections—a strong govern-
ment that will reestablish Terra as the proper center of Humanity.
Fellow Humans, it is time that we cease to behave in the violent
ways of Homo Sapiens and begin to behave in the ways of Homo
Stellaris, men and women of the stars.

“Those who share this view need only lay down their weap-
ans and return home to await further messages. Thosewno do not
agree to a change had best be warned. | intend to hunt every last
ane of you and feed you to the public that has been S0 badly
abused.”




The eftect of McKenna's words was like a shot heard
round the world. Almost every militia unit that had been
tighting on one side or the other returned to their barracks.
In many cities. citizens poured into the streets in support
af Admiral McKenna and his call for a new order.

The leaders of the two parties, as well as afew AGM
units, refused to surrender their right 1o kill one another
aver politics, however. True to his word, Fleet Admiral McKenna
unleashed the firepower af his ships on exposed targets. Against
those who hid from bombardmeant in cities, McKenna dispatched
the Colonial Marines to root them out, alive if possible, dead if not.

HEGEMONY

The dictionary defines hegemony as ‘preponderant influ-
ence or authority, especially of one nation over others. " In our own
Terran Hegemony—the name given to our shiny new govern-
ment—freadoms have been exchanged for “decisiveness” and
personal rights abrogated in favor of blindly following one chans-
matic rman.

—From The Terran Hegemany: Monumental Fraud, by Rich-

ard Thury, HBJ Press, 2321

The tew remaining officérs of the Liberal and the Expansion-
ist parties were, as McKenna had promised, turned aver to lacal
authorities. Though the captives might have hoped to be freed
when the furor died down, McKenna had correctly judged the
mood of the people toward those who had mismanaged the
nlanet's fate for the past six decades. Most of those former leaders
were imprisoned for leng terms, Twenty were execuled, and anly
five were released.

Survivors of the AGM units that had refused McKenna's
arders to return 1o their barracks might redeem themselves if they
accepted a reduction in rank and assignment to units soon 1o see
action. Most accepted the offer, and those who didn't were

imprisoned.

As the dust cleared after the sudden fall of the
Alliance, Admiral McKenna, still aboard his warship, 1s-
sued what came to be known as the Hegemony Charter,
The document outlined what McKenna called a "fair but
responsive gavernment free of all the vices and faulls of
the previous admirusfration.” The Hegemaony. as Me-
Kenna saw i, would dissolve the Alliance bureaucracy
and empower a new class of officials called Planetary Governors.
These governors would be appointed to rule in the Hegemony's
name, Ultimate authority would e with what McKenna euphem-
istically called "a single head of state chosen, but notruled. by the
people.” [twas clear that he viewed this head of state as justafew
notchas below the status of king. :

There is considerable debate about whether or not Admiral
McKenna wrote the Hegemony Charter. Most believe that he
lacked the educational background. Cther historians believe that
benaath the Admiral's brusque attitude and military orientation
there lurked a true intellect. McKenna was, they pointed out, a vor-
acious reader and passionate fan of educational programming.

Many books about the Star League clam that McKenna
declared himself leader of the new Terran Hegemony, but that is
not irue. He was elected as the Hegemony's first Director-General
and Lord Protector in February 2316, From all ewidence. the
election was fair, despite a ballot indicating that McKenna would
rule "until his death or veluntary retirement.”

That the people of the former Alliance would willingly elect
one man to rule over them without any legal recourse for remowving
him is remarkable. Perhaps the body politic was so tired of the old
ways thal they were willing to place their future in the hands of a
man they admired, though of whom they knew little. Perhaps it
was enough for them to know that the future would be different.

A NEW CHARTER

For the citizens who had elected and supported Direclor-
General McKenna. the new government would prove 1o be a
disappointment. On the surface, there was little to distinguish the
new bureaucracy from the old. National or continental leaders ran
their governments as they wished. On the global level, McKenna
commissioned the creation of Planetary Congresses 10 replace
the wvarious parliaments and assemblies favored by the old
Alliance. McKenna left enough latitude so that each world couid
alter the Planetary Congress as it saw fit. What the people did not
realize was that the fine print of the Hegemony Charter contained
a small provision that would authorize creation of a virtual nobility.

Director-General McKenna had blamed most of the Alli-
ance's corruplion on the ease with which paoliicians and govern-
menits could be averthrown. Because of this. most politicians wera
in constant fear for their political lives, with governments always
in danger of collapsing before being able ta accomplish their aims.

To prevent this frem reaccurring, McKenna had the Charter
specify that a Planetary Congressman would be elected for a two-
year probationary period. after which the people could grant him

. atull eight-year term in office. Planetary Governars served for 18

years. Congressmen could be impeached, but only if convicted by
a court of law and a referendum showing that a majonty of the
people wished 1o depose him.

The upper levels of the Hegemaony government were less
tamiliar to the people. At the pinnacie was the Director-General.
immediately below him was the High Coungil, nine of the most
qualified Planetary Governors chosen by the Diractor-General.
The High Councilors advised the Director-General on affairs of
state and served as watchdogs over the bureaucracy. High
Councilors served at the discretion of the Director-General or unti

voluntary retirement.

e |



FIRST PRESIDENT OF THE HEGEMONY
CONGRESS

A farmer lawyer, Sonya DukKirl was a member
ofthe Terran Alliance Parfiament in 2314, She was
one of the few Expansionists in the Liberal-con-

trolled Alliance Regional Parliament and one of the
few with the character to fight her political battles
fairly. She was considered something of a political dino-
saur, and her Parliamentary fellows tolerated her impas-
sioned speeches and legal maneuvering with amuse-
ment.

Early in 2314, the budget for Sinus, her homewaorld,
came before the Regional Parliament. The Liberal-domi-
nated government did not approve a budget anywhere
near what the planet needed, even though Sinus had just
suffered massive crop failures. M.P. DuKirl was desper-
ate to see the budget increased.

By now, Sonya DuKirl had gained a reputation as a
scrupulously honest, but extremely tough, political
fighter. Her constituents deeply appreciated her integrity,
as did some of her political opponents. This gave DukKirl
considerably more power than the normal member of Par-
iament, and many lesser politicians envied her unofficial
clout.

When DuKirl appealed to them for aid, these dishon-
est members of Parhament promised to back her cause
in exchange for deals that would have forced a compro-
mise of her political morals. She refused and managed to
use her legal abilities to maneuver the Congress into ap-
praving a budget increase for her planet. Unamused,
Sonya's enemies in government and in Parliament had
her thrown into jail for "highly suspect activities." The gov-
ernment then promptly forgot her. While the Expansion-
ists and the Liberals cast aside all civilized pretenses and
fought for control in the streets, Dukirl was in her cell,
guietly penning books on political morality.

When the shooting stopped and Admiral James
Mckenna declared the creation of the Terran Hegemony,
many of McKenna's followers were moved by Sonya
Dukirl's case and acquitted her. They also made sure her
story reached James McKenna. When he learned of
DuKirl's courage and integrity, the new Director-General
offered her a postin the government and DuKirl accepted.

The new government elected her the first President
of the Hegemony Congress. Througheut her 30 years as
President, DuKirl made McKenna's wishes for a strong
and moral government a reality and ruled with fairness
whenever the Director-General was absent. Toward the
end of her career, she had won so much respeact that the
Director-General, the High Council, and the government
willingly suspended the safeguards that protected the
government from greedy presidents. They knew that
President Dukirl could be trusted.

A year after she retired from her second term, Sonya
DuKirl returned to her homeworld, where she died three
years later, The Terran Hegemony erected a huge monu-
ment to honor her "dedication to integrity and honesty.”

—From Political Foundations of the Terran Hegem-
ony, by Precentor Nicholas Drasser, ComStar Press,
3011

immediately below the High Councilors in importance and
rank was the President of the Hegemony Congress. Elected by
the people of Terra, the President ran the Terran Congress. He
also served as the Director-General Pro Tem when Director-
General McKenna was away from the capital or otherwise unable
to fulfill his duties, which was often. Various safeguards, such as
requiring that all High Councilors and commanding officers of the
Hegemony Armed Forces agree on major bills and budgets, pre-
vented the Director-General Pro Tem from taking advantage of
his posihian.

The bureaucracy was decentralized. The headquarters of
the Hegemony's bureaucracy. called the Offices of Administra-
tion, moved from New York City on Terra to new quarters on Luna
and was built next to the huge dish antennae of the Crasos
Communication System. Taxes were at first reduced, but each
planet’'s service obligations, such as providing materiel and lands
for the military, were increased.

Certain political activities became illegal in the new realm.
Paolitical parties were banned entirely, though the Director-Gen-
eral allowed groups of like-minded politicians to form what he
called "Thought Groups.” Electronic voting was banned and
replaced with the old paper-ballot method. Though intinitely
slower, it prevented the rampant vote fraud that had plagued the
last few elections of the old Alliance.

TERRA'S ERRANT FLOCK
The reason the colomies broke from Terra was that the
previous government treated them with either indifference or
outright contempt. Now things are different and there is no longer
any reason for them to remain out there in the cold.
—Director-General James McKenna, as quoted in The First
Lord Protector, by Gregary Donn, HBJ Interplanetary Press, 2345

After ushering in the Hegemony Congress on Terra in early
2316, Director-General McKenna set about ensuring that all the
former Alliance worlds joined his Hegemony. Though mast plan-
ots joined gladly, a dozen more had to be convinced, usually
through political arm-twisting. It took military persuasion before
either Caph or Altair would join the Hegemaony.



Once the Diractor-General was sure of his support at
hame. he tumed his attention to worlds that lay just
autside the Hegemaony's boundaries. Using carrot-and-
sfick tactics. McKenna sought to enlarge his domain
through intensive political propaganda backed up by an
economic blitz of cheap consumer goods that he hoped
would create a dependence on Terra,

Though his etforts did have some early success, most worlds
had grown used to Terra's indifference and were content to keep
t that way. They realized, however, that to refuse the Director-
Genaral of the Hegemony was courting danger. Some attempted
to band together, others joined one of the other eslablished
realms, and most started to arm themselves. They had heard
James McKenna's call for a united Humanity and his promise 1o
punish "those fragmentists who believe thal Humanity is like a
sack of seeds to be scattered across the stars to live and grow n-
dependantly of one another.” Mckenna made no bones about the
tact that he did not intend to take no for an answer.

The Hegemony gave these colonies very little time to pre-
pare. In March 2318, Director-General McKenna left Terra with a
large fleet of warships bou nd for the wealthy independent worlds

BATTLE OF THORIN'S SHORES

The THS Momitor furled her sails and retracted the
slender ribs and delicate silver fabnc nto the ship's
interiors. Enemy activity had been reportedin the Thorin
araa and the Monitor, an Essex Class destroyer, had
been sent to inspect the situation.

Five days later, the Monitor arrived in the Thorin
system's asteroid field. Maneu vering betwean the huge
rocks, some encrustad with the metal huts and shacks
of mining setilements, the ship slowed to a crawl. The
gunners in the turrets squinted into their gun sights,
trying to discern whether the dark-pitted shadows slowly
tumbling by hid sleeker. more deadly forms.

The Captain of the Monitor resisted the urge to
launch his fighters to help him see. He knew thatinthese
tight quarters fighters would spend most of their time
desperately trying to avoid becoming squashed fly-
specks on some freight train of a rock. Better 1o keep his
pilots alert and rested for the fight, the Captain thought.
Still. it was the not knowing that ate at his guls.

Seven days. five hours, twenty-one minutes into the
mission, five twmbling shapes suddenly came culling in
toward the Monitor like sharks in a black sea. Their
angles of approach were well chosen. The Monitor's
Captain observed that each vessel's path was withinthe
arcs of fire of tis weapon turrets.

The firet accelerated and atternpted to rake the aft
and of the Monitorwith laser fire. Going past, the Captain
of the Monitor noted that it was a converted courier
vessal. Low on armar but fast and nimble. couriers were
ance interplanetary messenger ships and the playthings
of the ultra-rich. Mow the Outer Realms were arming
tem and turning tham into deadly tighters.

With a curse, Captain Michasl Cameron orderednis
fighters to launch and his destroyer to prepare for some
deadly maneuvenng.

—From A Child’s Biography of Michael Cameron.
by Jessica Cameron, Hegemany Press, 2498

of Cluentin. Errai, and Helen. These worlds had just
signed a defense pact among themselives. Though the
planetary leaders realized they had Iittle chance of pre-
venting the conquest of their worlds, they hoped to teach
the Direcior-General a lesson, To meetthe HAF Navy, the
three planets converted small fleets of cargostups and
interplanetary messenger ships into warships by adding
lasers and missile tubes. They also beefed up their ground
defenses by better equipping several divisions of trained militia
and backing them up with a large force of volunteers

Despite the dogged and sometimes fanatical determination
of the Errai, Quentin, and Helen colonists. HAF milinary might
prevailed. The fight to conguer these worlds was a itter one, but
the HAF used its lessons to devise an almost standard approach
to subduing other recalcitrant worlds.

The campaign for a planet usually began months before the
aciual fighting, with the gathering of all information available on
the target worlds. Once a tentative plan had been sketched out,
the necessary lroops were mustered and loaded aboard their
vessels for the jump into the combat zone. Twao large warships,
usually a CruiserClass or larger, and geveral smaller JumpShips
carrying aerospace fighters, would make the first jump. matenal-
izing at the syslem’s two jump points with their guns and missiles
at the ready. These ships made sure that the jump points were
free of enemy vessels before giving the all-clear a the vulnerable
JumpShips carrying the troops. The Director-General himself. in
his battlecruiser Black Lion, often led these efforts 10 secure the
enemy jump paints.

After the troopships and cargo vessels had arrived, attention
would finally focus on the target world. Because intelligence about
a world was often outdated, missing, or simply incorrect, the HAF
first conducted reconnaissance patrols. Escorted by warships,
special military survey vessels made runs toward the world to
make detailed maps of the planet. The citizens of a world often
vialently opposed these runs, which crew members referred to as
"naughty picture runs.”

Once the commanders had a detailed picture of the world,
they drew up and executed invasion plans. This usually included
a ewift run of troopships, escorted by warships, into orbit about the
planet, where they would let loose with their DropShips. The
targets of the DropShips were mast often major cities and indus-
irial canters. Water sources were also favorite targets, as mast
worlds were still extrernely water-poor. If all went well, the plane-
tary government would usually capitulate once it became clear
ihat HAF forces controlled its people, water, and industries.

During his “Campaigns of Persuasion, Director-General
McKenna acquired over 40 worlds in this way. The first campaign,
which began with the capture of Quentin, Errai, and Helen, ended
with the seizure of Towne in 2317. The second major campaign.
launched in 2320, ook Terra Firma and Capella, and eveniually
led to the capture of distant Nanking.

Despite the success of the offensives, certain problems and
shortcomings were becoming apparent in the military of the
Hegemaony, most of them related to the poor performance of
Hegemony equipment. The HAF did not have a true aerospace
fighter, for example. Those fighters that were effective in space
were terrible in an almosphere, and the Hegemony's best atmaos-
pheric fighters were pitiful in the vacuum of space. This often
made it almost impossible to provide complete protection for
DropShip landings, which enemy fighter pilots used to deadly
advantage. Compounded with other minor equipment problems,
HAF actions often were hampered by delays and postponements.




VICIOUSNESS ON INGRESS

I've been a Sergeant in the Colonial Marines
for over 20 malfing years. | served in the Alliance
Global Militia and then in the Hegemony Armed
Forces. I'm one of the best damn combat ser-

of our DropShips landed directly in the shallow
waters and began unloading hovercraft and gun-
boats, while other DropShips landed the fighters in
the large, flat valley that was to be our fighter base.

My troops and | strapped ourselves into

geants they've ever seen, which is why the brass

came to me and offered me a transfer into the first CAAN
regiment {Combined Armer, Air, and Maval Regiment). Pres-
tige and extra pay are two things I've never turned down, a
willing man being a third.

For the next year, | participated in the formation of the
regiment. Being a grunt Ma-
ring, most of my duties
were cantered on help-
ing create effective
tactics and proce-
dures to mesh with 23
all the tanks,. hover-
craft, and fighters the
regiment would have.

In 2316, the regi-
ment was all set for
action, and it was-  /
n't too long before f_}f
we got the word
to mobilizefora [/
new task force
satting out to
take Ingress.
Briefings de-
scriped the
world as rich,
with  many
natural re-
sources and
thriving indus-
trial develop- !
ment. What *a —
made the planet -
a perfect target |'
for a CAAN Regi- % ¥
ment was that most ﬁ"xh
of the planet's impor- N
tant cities were clus-
tered around one large,
deep sea.

I've never bean a fan of
JumpShips and travel through
nether-dimensions. It always
makes me sick, no matter how
many barf-pills | swallow. Get-
ling to Ingress put me into a pretty foul mood, which didn't get
much better when | could feel our ship suddenly accelerate
and shudder. Apparently the rebels at Ingress were better
armed than what Intelligence had led us to believe.

As it turned out, the First CAAN was among the first regi-
ments to make it onto the planet. Qur DropShips landed in
their assigned zones near the Ingress Sea, which had been
semi-secured by Marine Jump Troops dropped earlier. Some

our hovercraft and set off for our first combat
mission. Grand Port was a major city down the coast. Our
assignment was to attack the sloping beach and seize certain
key points along the waterfront so that the dogfaces could
land in their DropShips and take the rest of the city.

After we had sped along for an hour, our target became
visible. It was infantry with anti-tank grenades and missiles.
One white line of missile smoke became two, then three, then

a whole thickat of white smoke streams all aimed directly
atus. Most of the missiles were small heat-seek-

ars, easily avoided with our flares and heat
\\\ suppressars. Still, a few got through.
One hit the engine compartment
and control surfaces of the hov-
arcraft right next to us. The
craft gave a shudder,
then suddenly twifled
to port as the engine
detonated.

After the fight,
we discovered
that the enemy
on Ingress

somehow had
access to an-
cient blue-
prints of mis-

£3 sile weapons.
These things
were really an-
tiguas—some

{  of the plans
/ wereforamissile
=’ used by the mili-
tary of the old
United States of
America. All the enamy
had todowas retool a few
factories and they could

z start churning out weapons

! ike cheap toys. Though the

weapons were outdated, they were
- capable of causing considerable damage,
aspaclalry when used in combination with
sneaky guerrilla tactics.
The fight for Ingress was far from the peaceful persua-
gion the folks back home were led to believe. It was a war,
pure and simple. Qurweaponry, for allits high-tech glory, was
sh*t, considering all it took was some country bumpkin with
a handheld missile launcher to turn it into a pile of scrap
metal.

—From The High-Tech Toy Army, by Randi Fahner
(HAF retired), Terra Military Press, 2322




The poor performance of HAF technology farced
Nirector-General McKenna to reconsider his priornties.
He saw that his dream of uniting all mankind under one
flag would require a force vastly larger and more powerful
than the HAF. Yet, James Mckenna still devoully be-
lieved that Terra should become the center of all Human-
Iy

Meanwhile, worlds outside the Hegemony had found it nec-
essary or profitable to band toegether. The Marik Commonwealth.
tha Federation of Criente, the Dominion of Regulus, the Federa-
tion of Skye, the Protectorate of Donegal, the Tamar FPact, the
Crucis Pact. the Ozawa Mercantile Association, and the Capellan
Republic were just a few of the alliances created at this time. Many
had banded together for economic reasons: others hoped to
pratect one another from bands of marauding brigands. A few of
the assaciations consisted of worlds conquered by a particular
tamily bent an acquiring weaith and power.

By the 2330s, these asscciations had become large and
vigorous independent domains, each with its own private military,
Having already encountered a few of these militaries, Mckenna
wnow he could not conquer them all. Privately. he doubted he
ecould conguer even one withoul straining the Hegemany's re-
SOUFCESs.

Diplomacy suddenly became McKenna's most potent
weapaon. He began to tene down the rhetoric of his speeches. Mo
longer did he speak of one realm uniting all Humanity, but instead
described the Hegemony as the repository of all mankind's
knowledge and compassion. Within the Hegemony government,
McKenna also began to completely revamp the governmant's
Foreign Affairs Department. In this era, many imporiant diplo-
matic delegations traveled from the Hegemony to the worlds
neyond its borders to exchange ambassadaors and establish full
diplomatic relahons.

THE SYRMA AMBUSH

Despite improved relations between the Hegemony
and the various pacts and confederations argund it, there
were still quite a few unaffiliated worlds that Director-
General McKenna considered fair game. In 2335, he
launched his third, and last, major offensive to seize
certain worlds that he considered vital to the Hegemony's
continued growth.

Maost of these planets lay toward the Federation of Skye in
what would one day be the Lyran Commonwealth. Two worlds
Syrma and Galatea, became the focus of McKenna's plans.
Though beth planets were technically within the boundanes
claimed by the Federation of Skye, they were populated by an
anti-technology religious sect that had no wish to join any inter-
planetary realm. The Federation had tolerated the inhabitants’
wishes, but these resource and water-rich planets were too much
of a temptation tor Director-General McKenna.

The Terran Hegemony was initially successful. Drawing on
lessons from its two earlier offensives, the better-trained and
equipped HAF easily took Denebola, Milton, Alioth. Mizar, and
Lyons. Morale was tigh in the various strike forces. Though
technically in command, the Director-General had turned over
most of his authority to his son, Admiral Konrad McKenna, who
had his father's chansma and intelligence.

Since 2333. Konrad McKenna had commanded the HAF's
Navy, over 300 warships strong, with skill and panache. Though
he had yet to command in a heavy combat zone. everyong
expected Konrad to perform like a McKenna. Most also expected
that he would succeed his father as Director-General. When
James McKenna announced that duties and poor health were
forcing him to leave the strike force and return to Terra, Admiral
Konrad McKenna took over.

Approaching Galatea, one of the main objectives of the entire
offensive, Konrad McKenna broke with standard procedures by
striking at the world without the usual Naughty Picture Runs. He
claimed that there would be little resistance from the peaceful and
technologically backward inhabitants, who were unlikely to have
advanced weapons. Though the people of Galatea were indeed
believers in low technology, they were more than willing to arm
themselves with slug-throwing weapeons. They used their superior
knowledge of the planet to harass the HAF forces, many of whom
died in the effort to subdue the people of Galatea.

After this serious error, the rest of the Hegemaony strike force
commanders wera doubtiul about accepting McKenna's judg-
ments. Sensing this, McKenna began to blame them publicly for
the problems, which his tather would never have done. The Navy
High Command still believed in Konrad Mckenna, however, and
stayed out of the feud brewing between the Admiral and the army.

After a difficult, year-long battle, Galatea was finally won. The
Mavy was assembled at the system jump points for the leap over
to Syrma. when Admiral McKenna announced another, more
serious break with standard campaign procedures. He believed
that it was a waste of time for only the major warships to fight for
the jump points so that the troopships could safely make their
jumps. Instead, he wanted the cargo vessels and the troopships
to make the first jump simultaneously with the warships. The
Admiral reasoned that because Syrma was populated by the
same sort of anti-tech colonists as Galatea, there would be no
need to fight for the jump points. It would be more efficient for the
troopships to jump insystem and immediately accelerate toward
thewr target.




The aother commanders violently disagreed, with
even the Naval officers wary of such a nsky move. When
General Rebecca Danforth publicly branded the Admiral
afool, she was arrested and sent 1o the brig. The invasion
of Syrma, as planned by Admiral Konrad McKenna,
began on July 23, 2338.

What Adrmiral McKenna did not know. and his military
intelligence had faled to uncover. was that the inhabitants of
Syrma had struck a secret deal with the Federation of Skye after
receiving news of Galatea. Though the Federation had no wish
ruin good relations with the Hegemeny by actively defending
Syrma, they did not take kindly ta the McKennas seizing worlds so
close to Skye, capital of the Federation. Thus did the Federation
of Skye lake the extraordinary and expensive step of building and
spreading countless mines and Sleeper missiles at syrma’s main
jump points.

Many of the mines exploded the instant the HAF ships fully
materialized. There were even reports of some JumpShips actu-
ally matenalizing around mines. The heat and force of the explo-
sions activated the dormant Sleeper missiles, which fired up their
engines and sought out the survivors after the debris had floated
by.

The folly of Admiral McKenna's plan guickly became appar-
ent. The larger warships could withstand hits from many mines
and missiles, but the less massive troopships and cargo vessels
could not, Of thea 29 troopships that jumped into the Syrma system
with the first wave of the HAF. only two survived. Not only was this
a tremendous loss of life, but it also effectively stripped the strike
farce's ability to invade and seize a planet.

Things were going to get even worse, however. Admiral
McKenna's plan was for the second wave of ships to make the
jump without waiting for word from the first wave. This meant that
the survivors of the first wave now had to pick their way through
the remaining mines and the flcating hulks of destroyed vessels
as the ships of the second wave started to materialize around
them. Most managed to imp out of the way, but some could not,
and another six vessels were |ost.

Unfortunately for all concerned, Admiral McKenna's battle-
ship came through the jump without a scratch. Instead of seeing
the flaw in his planming, he blamed everything on the commander
of the first wave, Vice-Admiral Harris Cather, So incensed was
Admiral McKenna by the Vice-Admiral's supposed treasonous
neglect that he held a court-martial right there amid the hulks of
the many destroyed Hegemony ships.

The court-martial was a farce in which Admiral McKenna.
acting as prosecutor as well as judge, laid all blame at the feet of
Vice-Admiral Cather. As the trial dragged into its third week, the
survivars of the disaster began to shake off the numbness of
shock. At least len crews privately vowed to mutiny if the Vice-
Admiral were found guilty for Admiral McKenna's ineptness.

A day before the trial was finally to end, the Black Lion
appeared alongside Admiral Konrad McKenna's flagship. The
Director-General had left Terra as soon as news of the Syrma
Ambush reached him. Deeply ashamed of his son's behavior,
James McKenna apologized to the survivors and announced that
he was stripping his son of all ranks and privileges. Assuming
command of the remaining vessels. he ordered everyone back to
Terra.

The Black Lion paused in the Syrma system tor three hours
after the departure of ather Hegemony vessals. There has never
been any official explanation for why James McKenna remained
for so long among the twisted hulks of those lost Hegemony

trocpships.

DEATH OF JAMES MCKENNA
When details of the disaster at Syrma reached the

Hegemony public, they reacted with shock and outrage.

Public demonstrations and riots became widespread.

Die-hard supporters of the old Alliance and other
critics of the Director-General used the Syrma Ambush to
their advantage, blaming the disaster on the McKennas
and the government they had created. This inflamed passions
even further, as sireet demonstrations escalated fo dissatisfac-
tion with the Hegemony government itself.

Within the HAF, the Syrma disaster created a deep rift
between the Army and the Mavy. The Army, having lost two
divisions of men and equipment. blamed the Navy for not realizing
aarlier that Vice-Admiral McKenna was incompetent. Navy com-
manders pointed gut that the Army may have lost more in the
dizaster, but that the Navy had losses of 34 trained crews and as
many ships of its own. It anyone was to blame for not seeing
Konrad McKenna as a focl, the Admirals said to the Generals, it
was the man's own father.

Public and military tensions increased as the Director-Gen-
eral refused to allow his son o be prosecuted for incompetence.
This was further fuel for opponents of the Hegemony, and the
bravest among them called for the Director's impeachment.
Though technically impossible, the call to depose him almost
immediately divided the Hegemony into two camps, with the state
threatening to plunge into a chaos as destructive as that which
had brought down the Alliance.

It was at that moment that the Director-General made a
realm-wide broadcast to his people. With touching candor, he
explained that he knew his office demanded that he punish Vice-
Adrmiral Konrad McKenna for the Syrma fiasco. but he could not
forget that Konrad was his son. Torn between his sense of duty
and his desire to protect his son, the Director-General had
decided that it was time for huim to retire,

The announcement caught the entire Hegemaony by surprise.
Because of his truthfulness and humility, McKenna had once
maore won the people's support. Within ten days, however, he was
beyond politics. James McKenna died of cancer at age 64.




RISE OF THE CAMERONS

I've spent much of my life in the military. I'm used to
baing forced fo volunteer. | |
__Michael Cameron, as quoled in The Life of Mi-
chael Cameron, by Henrietta Vela, New Earth Books,

2399

Tha Hegemony. specifically the High Council, now faced the
1ask of finding someone to replace the irreplaceable James
McKenna, There was still enough public and political discord in
the Hegemony over the Syrma Ambush to give the High Council-
ors a sensa of urgency. Yet. they agreed that the next candidate
tor Director-General would need at least some of James Mc-
Kenna's qualities, if not his name.

James McKenna's only offspring. Konrad, was out of the
guestion, Disgraced and drummed out of the HAF, he had
retreated to his London home, where he was quietly going mad
among a jungle of house plants and 50 cats. Other close relatives,
such as McKenna's sister Katherine McKenna or cousin Uston
McKenna, were either too young, too uninterested, or 100 eager
for the j0D.

Expanding their search to include more distant relations of
the late Director-General, the Councilars eventually settled on
two candidates. Graham Nellas, a nephew of James McKenna,
represented the Pacific Northwest States of North Americain the
Tarran Congress. Forty-five years old, he had served in the HAF
as a Marine officer, winning a medal of valor for his actions in the
conquest of Addicks. The handsome Graham was politically
conservative and an axcellent orator.

Michael Cameraon, a third cousin to McKenna, was the other
candidate, though some Councilors believed he was less guali-
fied than Senator Graham Nellas. Only thirty, Michael was cur-
rently an officer in the Army Reserves. A scholarly man, all his life
ke had shown a marked distaste for politics or religion of any sor,
believing instead in what he called "heart's honor.”

One of the reasons the High Councilors were considering
Michael Cameron was his learning and interest in serous re-
search. He could discuss aimost any topic with a knowledge
equaled to or even greater than that of some experts. This led to
his laler becoming known as the first true Renaissance Man in
centuries, which Michael considered the highest of praise.

The other quality that attracted the High Councilors to Mi-
chaal Cameron was the passion he brought to everything he did.
Sameone ance said that when he was deeply involved in aproject,
Michael “got a strange air of doom about him, almost as though
you could hear the thunder of his mind and see the flashes of
lightning behind his eyes." Other stories described Michael
spending whole days and nights working on rasearch projects or
trying to solve various problems relating to his reserve unit.

Though some admired this quality of dogged determination,
others called it ohsessive behavior, perhaps even a sign of mental
imbalance. In person, though, Cameron deeply impressed the
Councilors with his honesty and intelligence.

MICHAEL VICTORIOUS

As the day for a decision drew nearer. the Councilors
remained split over whom 1o recommend as the next
Director-General, and the debate became more heated
and tense. On the day before thé announcement must be
made, the Councilors were still hanging fire. Because of
their inability to choose, they decided to submit the
names of Graham Nellas and Michael Cameron to the people for
consideration. Privately, many Councilors expected the public to
choose the more personable Graham Mellas, while others hoped
that they would appreciate Michael Cameron’s genius, despite his
unassuming demeanor,

According to political election rules laid down by Director-
General James McKenna, the two candidates had to run strictly
controlled political campaigns. The number and type of public
appearances they could make was severely limited, and adver-
tisements in the public media were banned. The late Director had
wanted to make sure that the days of the people electing a
photogenic person with a winning smile and vacuum between the
ears wera gone forever.

in place of a media blitz, the public witnessed frequent
debates between Michael Cameron and Graham Nellas, before
the holocameras as well as in the various print media. In the public
debates, Graham Nellas came across as suave and self-assured,
but perhaps too glib in expressing himsalf. Nellas also had actual
experience in the Terran Congress, a fact he mentioned as often
as possible. The public nevertheless voted for the senous and
brilliant Michael Cameron by a large margin, reassured by his air
of quiet competence. Incredible as was this upset. a total of three
official recounts requested by the High Councilors turned up na
evidence of vote tampering or changes in the results.

On January 17, 2340, Michael Cameron was sworn in as the
second Director-General and Lord Protector of the Terran He-
gemony.

GOVERNMENT AND SCIENCE

Michael Cameron spent his first few years as Director-
General becoming acquainted with the Hegemony government.
He also had to become accustomed to being in the spotlight, with
which he was uncomfortable. Nevertheless, he poured fearsome
concentration into his new job.

One of Cameron's first actions was to create the Hegemony
Research Alliance Department, so that all government research
projects, except military, could be centralized. Once this efficient
management system was in place, the number of research
projects funded by the Hegemony government quickly doubled.
As the new Director earmarked more and more money for
scientific research, other members of the government bagan to
grumble. Though many protested to funding for studies of whether
prophylactics could be made from paper. few could object to
research that led to invention of a portable fusion generator small
enough to be carried in a suitcase or to the discovery of cures for
nasty alien diseases.

Aside from creating the influential HRAD. Michael Gameron
initiated several more subtle governmental changes. Because of
his genius and love of knowledge, many government officials,
particularly those who reported directly to him, were stimulated to
redouble their efforts. With this new emphasis on intelligence
filtering throughout the bureaucracy, the government becams
unbelievably efficient.




FAMOUS CAMERONS
gir Ewen Cameron (1426-1511)—The

c.ameron family can confidently trace its origins
ta 15th-century Scotland and a Sir Ewen
cameron of Lochiel. Before that, Cameraons are

Sir David Young Cameron (1865-1945)—
A Scottish painter and etcher who was born in
Glasgow, Scotland, David Gamercn abruptly
changed from the study of accounting to the study
of art during his years as a university student in

mentioned in ancient Scottish writings, with mest
references relating to metal-working Camerens of the Scot-
iish Highlands. Sir Ewen Cameron received his title from
James Stuart IV, King of Scetland, in 1505. It was a reward
ior Ewen's participation in the battle of New Dryl Ford, aminor
skirmish between forces of Clan Stuart and brigands at-
tempting to steal food from the coastal town of New Dryl.
Richard Cameron (1648-1680)—A descendant of Sir
Ewen and a founder of the Reformed Presbytenan move-
ment, Richard Cameron objected to the alliance of Church
and State under King Charles Il. He and his followers
seceded from the official Kirk to form their own. When they
refused to take the official Oath of Allegiance in 1674, the
group lost many of its rights and were viewed with deep
suspicion by the government. After Richard Cameron died in
the Batfle at Aird's Maoss, King Charles persecuted his
followers severely in 1680.

—

Simon Cameron (1799-1889)—Simon Cameron was
an American who served as .S, President Abraham Lin-
coln's first Secretary of War. His early life was spent in
Pennsylvamia, where he made a fortune in railroads. bank-
ing, and newspapers. In 1824, he entered politics as a
supporter of Jehn C. Calhoun. In 1845, he was elected to
Congress, and in 1860, was a presidential candidate. Presi-
dent Lincoln was persuaded to appeint him as Secretary of
War. but within two years. Cameron's inefficiency compelled
the President to ask for his resignation. Simon Cameron went
on to serve as an Ambassador and a Senator until his
retirement in 1877.

Simon Cameron is regarded by many American histori-
ans as the first state boss in American politics. During his
political life, he faced numerous charges of corruption, but his
widespread influence kept him fram prosecution. Cameron
became involved in a national scandal when he mishandled
funds entrusted to him as a Commissioner for the Winnebago
Indians.

Glasgow. He later devoted his life to painting and
elching in a style that emphasized austere ine over emo-
tional expression.

Kevin Cameron (1921-1945)—Kevin Cameron was a
Scottish pilot in the Royal Air Force during the Second World
War. Before the war, he was a promising pianist. studying
with several famous teachers in Europe. He joined the RAF
in late 1938. He flew a Hawker Hurricane fighter in the Battle
of Britain, shooting down five enemy fighters. He himself was
shot down over France in 1944 and died in a German
prisoner-of-war camp in early 1945,

Jessica Cameron (1960-2012)—An Australian bio-
chemist, Jessica Cameron won the MNobel Prize in 2002 for
her research into various vaccinations against retroviruses.
She was also an ardent crusader for nuclear disarmament
and. pressed her government into declaring itself a neutral
nation in 2010. She died in an automobile accident in 2012,

Timothy Cameron (2204-2238}—The Cameron fam-
ily's only convicted murderer was bornin St. Vincel, Scotland,
and studied to become a colonial planetary engineer at the
University of Glasgow. He left Terrain 2227 and seftled down
on Beta Colony, Murphrid, where he was in charge of
managing the colony's meager plant and water resources,

In 2229, his wife, Bonnie DekKirk, gave birth to Mitchell
Cameron. A year later, Timothy Cameron found out that the
child's real father was Lymond Du Nong, a close family friend.
Lymond Du Nong was found dead of pistol wounds on March
5, 2230, Timothy Cameron was tried and found guilty for the
murder of Du Nong and spent the rest of his life in the Beta
Colony Corrections Center. While in prison, he published a
sgries of papers that would later lead to a revolutionary
approach to planetary resource management.

—From Cameron Family Tree, by Duke Richard
Frenser, Caph Genealogical Press, 2567




In the business arena, the Diractar-General was
adamant about upholding maorality He insisted on
strengthening government agencies that policed busi-
ness and economic activity. He also encouraged the
development of nontraditional economic systems on
some worlds. Though this upset a few economic nean-
derthals, alternative economic systems such as social-
ism proved more appropriate than cutthroat capitalism on certain
of the Hegemany's poorer planets.

THE NEW NOBILITY
The reason | have rreated the Peers List is not to reward

peaple who | feel are somehow “superior” to the rest. Nor will |
grant titles to peaple who follow some sort of approved religion, or
who are of a "proper” race or lifestyle, of wha blindly support my
rule. Ta da so would surely spell ruin for the Hegemony. No, the
reason | have reintroduced the concept of nobility is to reward
people who have done mare thanwhal was expected of them, and
have thus advanced all mankind's fortunes. It is a reward for
action, not attributes.

—From a speech Dy Director-General Michael Cameran
hafore the Terran Congress, January 1, 2351

In his speech before the assembled houses of the Terran
Congress on New Year's Day, 2351, the Lord Protector of the
Terran Hegemony dropped a cultural bombshell by announcing
the resurrection of the medieval nobility system. The system
would include six orders of titles patterned after the old English

ranking. They were, in descending arder of importance, Duke,

Marguess, Earl, Viscount, Baren. and Knight. Each title would
allow the holder certain privileges and respect as wellas a parcel
of land and money as a token of the Hegemony's gratitude. The
Director-General announced that the first Peer List would appear
in six months.

Why Michael Cameron chose 10 revive this particular class
system is too large aquestion toresolve here, but afew comments
are in order. First. itis important to note that Michael Cameron did
ot intend these titles 1o be passed on through inheritance. Right
1o the title died with the owner. At that time, the family of the
deceased nobleman reverted to its former status, keeping anly
their land and money. Though Michael Cameron's noles later
revealed that he had been tempted to allow the transfer of titles to
the nearest kin, ha decided that it would enly "creale a new class
of snobs, instead of encouraging the worthy 10 aim high.”

Second, one must remember that though titles were not used
before the reign of Michael Cameron, a kind of noble class did
existin the Terran Hegemany. Mast were rich industrialists, some
ware people with brilliant minds, and others were popular enter-
1ainers. Michael Cameron established a formal code of nobility
that recognized the special accomplishments at others.

Some people were instantly opposed to the new nobility,
claiming that Michael Cameron wanted to entrarich his own family
inia the Director-Generalship. Others felt that the nobility system
would rentroduce all the medieval avils, no matter what were
Michael Cameron's high ideals. Stll others believed that the
system would lead to distortions in social development, and that
the Hegemony should be moving toward a classless society, not
a hierarchical one. Most just decided 1o wait and see who became
the first noble.

Government officials were just as noncommittal, though
upper-level bureaucrats secretly rubbed their hands together in
anticipation of the maoney, land. and prestige they hoped to
acquire. Each, of course. was ceram that he was a candidate for
peerage. as did the upper-level members of the HAF.

o

When Cameron announced his Peer List, the upper-
echelons were disappointed, but the common cihizens
were pleased. The Director-General read the names of
the 31 men and women he considered worthy of titles.
Eighteen had no involvement with eiher the government
or the military, and not one was related to the Director-
General. ‘

Some of the first nobles are worth mentioning. Yumiko
Sakurma was a famed novelist from an obscure village on Thonn
and was Michael Cameron's favorite author. She had spent much
of her life writing abaut frontier life and cellecting stonas about the
various Exoduses. Besides the title of "Countess of the Arts" the
Director-General offered her a major island on Thorin and a
luxurious mansion. Sakuma refused graciously but regretfully

anothar of the first nobles was Professor Gregory Atlas. the
ieam leader of a top-secret HRAD research project at the Univer-
sity of Zimbabwe. Though the nature of Atlas's work was not
revealed when he received his title, it was later learned that he
was respansible for refining and redesigning the technology of
myomer bundles. He would eventually daesign one of the first
\WaorkMechs, and his work became the basis for BattleMechs.

LADY MARGARET CAMERON

Lord Michael Cameron served as Director-General for 27
years before retiring in 2367. By the end of his reign, the Hegam-
ony had enjoyed 15 years of unparalleled economic prosperity
and palitical stability and regained its importance as the center of
Humanity. The new nobility was a success, for many of the new
nobles had gone on to accomplish even greater deeds after
becoming titled.

Few will argue that Michael Cameron was a tar-seeing and
competent leader. |t is not surprising that he would seek 1o
strengthen the position of his heirs, which he did in the same year
that the nobility system was created. Because of his popularity,
there was little opposition to Cameron's Edict of 2351, In one
strake. he created the foundations of a ruling dynasty by making
it legal for his daughters to retain the Cameron name after
marriage. This meant that a temale successor would come fo
power as a Cameron and alsothat her offspring would legally bear
ihe name of the maternal line instead of the fathers surname.

When Michael Cameron decided to retire in his later years,
Lady Margaret Cameron. Michael's daughter, was the obvious
choice to carry on his policies. Forty-twa years old and a ten-year
vetaran of the HAF Navy, Margaret was almost as brilliant as her
tather. She was equally industrious and as intense, but more
outgoing. Though Michael Cameron had been admired and
respected, his seriousness always made him seem somawhat
aloof. Lady Margaret, on the other hand, had grown up in the
spotlight and enjoyed it.

In 2347, Lady Margaret married Alexander Ellis, a wealthy
industrialist. They had three children: Raymond, Brian, and Ju-
dith. Though she retired from the Navy 1o raise her children, she
remained active in the Hegemony government. it took only one
hour for the High Councilors 10 agree to submit her name to the
public. A month later, Lady Margaret Cameron was swom in as
the Hegemaony's third Director-General.

Within the first year of her rule, Margaret presented a contro-
versial bill to the government. The Military Recruitment and
Preparedness Bill called for every adult to be drafted into the HAF
as a member of his or her homeworld's militia. Every citizen would
=arve one month a year in military maneuvers until the age of 55.
On worlds bordering other realms, each citizen would be issued
a nfle to keep at home. This system would nol only triple the size
of the HAF. but also free professional zoldiers for extra-potent
urits.




Oddly enough, the loudest protests against the bill
were from high-ranking military and business leaders.
The HAF complained that this new system would dilute,

~ ather than strengthen, the military. They feared that the

new militia units would be weak and thus a liability in
hattle. The business sector complained about losing a
maonth's work from their employees, nor did they like the
implication that they must support the inevitable massive buildup
in equipment.

As for the public. those who objected morally could serve in
nonviclant ways, or even be excused entirely if their soul de-
manded it. Mos! average citizens, though a bit fearful abaut the
future, accepted their military duty tothe state and appreciated the
chance o earn exira money

Director Margaret threatened to bypassthe Terran Congress
and go directly to the people to pass her military reforms. Fearing
defeat and a political rift, the Congress relented and passed the
Military Recruitment and Preparedness Bill.

The HAF, meanwhile, continued to push the limits of military
lechnology. A new series of warships, the Aegis Class cruisers,
were built during Director Margaret's reign. These ships were
small, yet packed mare firepower than previous cruisers and
hattlecruisers. The HAF also began o experimant with what it

called "Drop Pallets,” bowl-shaped heat shields in which
the tank sat while a computer within the paliet performed
delicate maneuvering procedures with a series of jets.
Though the first few attempts, using deadweights, were
rousing failures, the HAF continued.

Lady Margaret Cameron also continued her father's
interest in the sciences. The first commercial WorkMechs
were praduced during her administration, as well as the develop-
ment of cheaper refinery technology for efficiently extracting
metals from rock. This eontinued technological boom stimulated
the economy and raised the standard of living in the Hegemony.

Infact, this technological acceleration forced the government
to consider limiting the spread of new inventions to other realms. -
In her heart, the Director believed that sharing the Hegemony's
superior technology would honor her father's and James Mc-
Kenna's desire to see the Hegermony shine as a beacon of Human
civilization. As the years passed, however, increasing tensions
between the other interstellar governments and the Hegemony
forced Director Margaret to agree, in 2380, to military and HRAD
demands for legal restrictions on the export of sensitive technal-
ogy. This policy became known as the Mother Doctrine, and
sensitive and secret technologies were specified on an official list.

EXPERIMENT 45-B, DECEMBER 21, 2350

resulting in uncontrollable and useless twitching.

myomer bundle.

nevers: Myomer bundle charge at 100 percent.
ates: Trethers, measuring instruments ready ?
TaETHERS: YES, Sir.

ong, discharge!

arLas: My God. Am | hallucinating?

aTLas: Which means what?
rreTHEAS: A pull of over one metric ton,
aTLas: | think it's time to get rip-snorting drunk, don't you?

OFFICIAL TRANSCRIPT OF OPERATION MUSCLEBOUND,

Experiment Summary: Professor Atlas and Team Musclebound—consisting
of five section leaders and 14 assistants—are testing a new type of myomer
nundie. smaller and requiring less motivating energy than previous models.
The new myomer bundle, dubbed "The Schwarzenegger Bicep,” was-a
callection of myomer strings interwoven with a new, electrically solyble nerve
circuitry. The team hoped this would solve a problem that had plagued them for
the past ten menths: the uncoordinated contraction of individual myomer fibers,

The myomer bundle, about two meters long and ten centimeters thick, was
attached 1o the test harness. which was little mare than a universal gym system
using lead weights from a local health spa. The myomer bundle was attached
with one end anchored 1o the concrete floor and the other to the pulley system
of the test harness so that, if the contractions succeeded, the strength of the
hundle could be measured by how much the bundle could lift,

a1Las: Is everything all set? Unauthorized personnel out?.. Everyona behind
the safety barriers?.. All right. Good luck, everyone. O.K. Devers, charge the

aras: Fine. lona. wrn on the cameras. Countdown from five, four, three, two,

[Professor Atlas pushed the discharge switch. Immediately, all the poten-
tial energy stored in the myomer bundle became one swift and powerful
contraction as the electric current traveled through it. The new myomer bundle
compasition of "Schwarzenegger's Bicep™ contracted into a mass one-lenth its
ariginal size. It ripped the thick metal tubing of the test hamness to shreads,
causing ten-kilogram lead weights to be tossed into the air like confetti. Some
of the scientists had to run for their lives to aveid the falling weights. ]

racTHers: Professor, the contraction was off the scale of my instruments!




MILITARY ODDITIES OF THE HAF
Corncob Cruisers

The Patemkin Class cruiser, designed and
built by Riga Interstellar Shipyards. may have
been the oddest ship ever to appear in the He-

The Wrong-Way Pack

The Starbird EVCMP (Extra-Vehicular
Combat Maneuvering Pack), eanufactured by
the Park-Mieldson Propulsion Systems company
of Altair, tested far beyond the expectations of all

gemony Navy. The basic hull was a thick cylinder

with major weapon systems on its nose and around the re-
tractable sails and the nozzles of the interplanetary engines,
along the sides of the cruiser were 25 DropShip docking
rings. Potemkin cruisers went into battle carrying 25 Drop-
Shigs, though the type carried depended upon the pa rticular
mission. The old Dictator Class vessel, the forerunner of the
Overlord, was used most frequently.

Potemkin Class cruisers performed well, but the
enormous fusl requirements of 25 DropShips made it neces-
sary for at least two fuel tankers to accompany each cruiser
into battle, defeating the Cameron doctrine of highly self-
reliant vessels. After participating in the liberation of Terra,
the last Potemkin Class cruiser, the Aiga, was decommis-
sioned by the Star League Defense Forcesin2781. The Higa
was recommissioned by General Kerensky in 2784, and
eventually participated in the Exodus of the Regular Army.
Goony-Bird

In 2380 Johnson-Aldis Weaponries announced the pro-
duction of a combat vehicle that would revolufionize the
hattiefield. Dubbed the Thorizer, after the Thorin flying preda-
tor, it was a cross between a large hovercraft and a jet fighter.
The Thorizerspent most of its time on its hovercraft skiris, but
hidden wings as well as concealed nozzles to provide jet pro-
pulsion would emerge if necessary. The Thaorizer would then
speed along the ground, gradually forcing more and more of
its engine's exhaust through the jetnoz2zles and away fromits
havercraft skirts as the wings lifted it off the ground.

As with most hybrid weapeons, the Thorizer could not
perfarm up to the standards of either of its parents. |t was a
poor hovercraft because it had no armor, and it was a poor
fighter that could fly at only half the speed of its slowest
airborna rival. The Thorizer, quickly dubbed the "Goony Bird”
by its crews, lasted only 20 years, mostly in militia units

abservers, The Starbird Flight Pack was 10 be
warn by maring infantrymen for maneuvering betweaen
spaceships during boarding and search-and-seizure opera-
tions. That meant it had to be lightweight, tough, reliable. and
equipped with advanced computer and navigation equip-
ment. Because the Starbird met all these requirements, it is
not surprising that. in 2399, the Marine Corps ordered more
than a hundred thousand.

A few months later. the Hegemony Marine Corps began
1o receive numerous raports of soldiers directing that the
flight pack go one way and having it suddenly accelerate in
the other direction. At first, the Marine Corps ignored the
reparts, blaming the flight pack's erratic performance on in-
exparienced soldiers. As the number of incidents increased
with time, reports reached the ears of the civilian govern-
ment, which began to investigate. After much public pres-
sure, the Marine Corps finally grounded all Starbird Flight
Packs and bagan its own investigation.

The root of the problem was that the computer chips in
the command maneuver center were poorly designed and
constructed, leaving them extremely sensitive o overheat-
ing. instead of completely failing, however, the chips would
create what computer experts call "a heat-induced comma nd
flip-flop." The chips would interpret any command entered by
the operator in its exact opposite form. |t took trillions of
dollars and nine months of redesign effort to get the Starbird
Flight Packs back into active service inthe Hegemony Marine
Corps.

—From ComStar HAesearch Bulletin No. 61283217,
"Weapons Research in the Star League Era’




THE AGE OF WAR

RAYMOND CAMERON

In February 2380, Margaret Cameron was diag-
nosed as having cervical cancer. Though the disease
went into remission two years later, she remained too
feeble to properly rule the Hegemony government. in
March 2382, she announced her retirement, suggesting her son
Raymond Camercn as a replacemeant.

Though only 34 years old, Lerd Raymond Cameron was not
in particularly good health, either. A decade earlier, as a young
pilot, he had been in a jet fighter accident that almost killed him.
The accident left his face horribly scarred and he also suffered
other injuries that continued to affect his health. Raymond was
also sterile, but the High Council nevertheless nominated him and
the public elected him as the fourth Director-General.

Raymond Cameron's wife was Katherine McQuiston, whose
family had formed the Federation of Skye and were among the
founders of the Lyran Commaonwealth. Up till now, relations
between the Hegemany and the heavily industrial Federation of
Skye had been cool because of the Mother Docirine restricting the
Hegemony from sharing technology. Businessmen on both sides
of the issue hoped that Lord Raymond's accession would heraid
mora profitable relations between the two realms.

It was not to be. Director-General Raymond was even more
protective and attentive of Hegemony trade secrets than of his
wife. Feeling neglected, Katherine began a romantic liaison with
Raymond's brother, Lard Brian. Meanwhile, Raymond was further
tightening restrictions on the list of secret technology.

In 2385, the planet Bryant voted that Director Raymond
should rescind or modify the laws requining the induction of every
able-bodied man and woman into the HAF . In reply, Raymond cut
off all government funds to Bryant and threatened military action
if the people did not withdraw their demand. The Bryants had no
choice bul to reverse their previous request.

Heavy-handed actions such as this earned Director Ray-
mond the animosity of the entire Hegemony. For the next two
years, both the Congress and the public became increasingly
hostile. No longer able to pass the laws he wanted, Raymond
Cameron began issuing "Emergency” and "Tempaorary” Direc-
tives.

I late 2387, Katherine McQuiston became pregnant, creat-
ing a menumental scandal and sending Director Raymond into a
rage. Brian Cameron was arrested. The entire realm braced itself
for a political crisis as Raymond publicly charged his brother with
treason, an offense punishable by death.

In an emergency meeting two days before the trial, the High
Council attempted to change the Director's mind. They were
unsuccessful. Shortly afterward, Raymond Cameron was found
dead in the cloakroom of the Halls of Justice.

BRIAN CAMERON

The coroner's reports showed conclusively that Raymond
Cameron had died of a coronary, brought on by medication he
was taking. Yet rumors of assassination spread throughout the
Hegemany, creating a spiit among the people. Many wanted all
charges dropped against Lord Brian so that he could accede to the
Director-Generalship. Others argued that even if Brian were
innocent of murder, he was an adulterer and therefore unfit for the
office of Director-General. When Katherine McQuiston gave birth
to Brian's son, whom she named Richard, the scandal and debate
rose to an even higher pitch,

It was up to the High Council to restore sanity. As
there were no other Cameron relatives of sufficient skill to
nominate, the Council decided to swear in Mitchell DuKirl,
Prasident of the Terran Congress and nephew of the late
Sonya DukKirl, as Director-Genetal Pro Tem. With some-
ane at the helm of state, the High Councilors were free to
prasecute the trial of Brian Cameron. This controversial
action was the only way the Councilors could imagine ending the
situation without giving the impression of a coverup, For two
manths, they attempted to piece together a case against Lord
Brian from the rambling diaries of the late Director. Then they
presented their evidence to the Supreme Court. As expected, the
Court threw out the case, and the High Councilors proceeded to
publish everything they had found.

Their scheme was successful. When confronted with the
insanely jealous words of Raymond Cameron, even the most
suspicious person had to admit that Brian Cameron’s greatest
crime was indiscretion. In September 2388, the High Councilors
nominated Brian as Director-General of the Terran Hagemany.
Though he won by only a slim majority, Brian Cameron became
the new leader.

During his 15 years in office, Director-General Brian
Cameron made two important conftributions to the Hegemony, the
first immediately after his accession. During his mother's reign, he
had served as Ambassador to the Draconis Combine. Even
though the Kurita realm was in a relatively peaceful period under
the lukewarm rule of Nihongi Kurita, Brian could not abide their
martial philosophy. He knew that once the gentle Nihongi was
gone, the belligerent Kurita blood would reassert itself. In prepa-
ration for renewed future tensions between the Hegemony and
the Combine, Director Brian announced a major boost in military
revenues in 2391.

Much of the new money would go toward the creation of huge
military complexes on all worlds bordering the Draconis Combine.
These complexes, which became known as Casties Brian, were
built not to prevent an enemy from landing on a world, but from
actually controlling it. Many of the Castles Brian were constructed
in mountains, underground, and even beneath seas. Most had
tunnels radiating from a central complex so that enemy attacks
could be launched from various locations. The expense was
enarmous, but no one even questionad Director Brian's decision.
Events in the Inner Sphere made it all too obvious that the
backbreaking effort was prudent.

Lord Brian's second major contribution was the introduction
of the Succession Bill of 2392, This bill set forth regulations by
which the High Council could choose "the correct candidate for
the Directorship,” should a Director die without naming a succes-
sor. Though couched in legal finery, the bill in effect introduced
heraditary succession. The bill's wording technically allowed for
election of a candidate from outside the Cameron family, but the
rest of the provisions made that almost impossible.

In 2399, Brian Cameron married Katherine McQuiston and
legally claimed Richard Cameron, then eleven years old, as his
500.



CAMERON

In 2403, Lord Brian Cameran went to Elbar, a world
that the Hegemany had recently acquired through a joint-
ownership arrangement with the Federated Suns. The
nlanet was once an and and inhospitable wasteland that
the Faderated Suns could do little to transform. When the
Hagemany provided assistance in the form of a water
purification plant the Elbarians were able to build a small city
surrounded by farms and ranches. Lord Brian had spent some of
the best years of his lite on a relative’s farm on Elbar. During mast
of his visitin 2403, he rekindled fond memaries by tounng the new
tarms and ranches.

Lady Judith Cameron. younger sister to Bnan,
wasted little time in informing the High Council that she
was the anly rightful candidate tor the Director-General-
ship. Dismayed by such sagerness so soon after her
brother's death. the High Councilora resisted passing her
name an 1o the public.

Lady Judith was the youngest of Margaret Cam-
sran's three children. Because Margaret had assumed that one of
her sons would continue the Cameron dynasty, Judith had not
heen trained and melded to be a future ruler of the Hegemony.
During a brief careerin the HAF . she had shown a remarkable lack
of Camaron briliance and an

Just before he arnived at -
a small cattle ranch, scme /
bared young men had begun
teasing the ranch's prize bull
By the time the Director-Gen-
eral's entourage of cars and
hovercraft arnved. the bull
was enraged. As Cameron
and his staft passed. the ani-
mal smashed through the
wooden bars of its corral as
though they were twigs. Be-
iore the Director-General's
guards could react. the bull
charged directly for Lord
Brian, slamming into him with
incredible force. and goring
nim severely. One of the
guards shot the bull. butitwas
(oo late.

While everyone crowded
araund, Lord Brian, who was
conscious and in pain. called
the ranch awner to fum. Fear-
ful of being blamed for the Di-
rector-General's injuries. the
man timorously approached.
When Lord Brian asked if the
bull had been important. the
rancher admitted that it was
his only bull and that his tor
tunes depended on thé an:-
mal. Though Lord Brian was
ghviously in pain. he told his
slaff pay the rancher for the
bull. When they asked why,
the Director said that an ani-
mal cannot be blamed for s
nature. nor should a rancher
be punished for a bull with re-
markable aim. He wanted
baoth umself and the bull to ba

remembered. Brian Cameron
died before he could be
maved 1o a place of care.

The ranch awner took Lord Brian's remark to heart. He had
the bull's head mounted and the harns. still smeared with the
blaod of Lord Brian, coated with plastic resin. By way of apology
he sant the meunted head to the Camerons an Terra. The family
accepted the gesture and had the bull's head placed high on a wall
i the main ballroom of Cameron Castle. just outside Glasgow,
Scotland.

.. almost viclent disregard for
™ autharity.

Based on her record, the
High Council decided to
search for another candi
date. When no other likely
prospect emerged, they re-
luctantly nominated Lady
Judith as the next Director-
General two months after her
brather's death. The public
showed their faith in Judith
Cameron by confirming her
appointment as the sixth Di-
rector-General.

Judith surprised many in
government by continuing
her brother's policy of military
build-up. She even re-
quested that the Castles
Brian, the series of fortresses
built on Hegemony worlds
facing the Draconis Com-
bine, be built on worlds bor-
dering the Free Worlds
Lleague and the Capellan
Confederation

The Age of War had just
bequn when Lady Judith
assumed control over the
Terran Hegemcny. Begin
ning with the clash of forces
of Houses Marik and Liac
over control of the Andurien
star system in 2398, that era
was one of almost unrelent-
ing viclence, with every major
realm fighting for control of
key border worlds, For the
Terran Hegemony, located
smack in the middle of all the
fighting. this was a period of
considerable tension. The
HAF might be able to defend
itself against one enemy, but it would not stand a chance against
two or more realms.

It was far this reasen that Judith Cameron was s0 keen an
expanding the construction of Castles Brian to border worlds
along the Free Worlds League and Capellan Confederation. She
felt that those two states. along with the ever-threatening Dra-
conis Combine, were most likely 1o tum their avaricious sights on
the Hegemony.

\




Directar Judith did not fear House Marsden {which
would become House Steiner upon the death of Alstair
Marsden and the accession of his wife in 2408). The ties
hetween the Hegemony and the Lyran Commonwealth
had always been close, and herbrother's marriage to one
af the Commanwealth's famous McQuistons had made
the bond even stronger. Relations were so good that the
Hegemony and the Commonwealth, through the system of the
joint-ownership of worlds, were carmrying out extensive economic
and industrial development of many marginal worlds in one
another's realms.

Ralations between the Terran Hegemony and the Federated
Suns were also good, with similar joint-ownership agreements for
several worlds, most recently Cartago. The Federated Suns had
by now come under the tyranny of Etien, Edward, and Edmund
Davion, whose ineptitude and callolisness were threatening to
tear apart the Federated Suns. Judith, who wanted to maintain
peaceful relations with House Davion, consoled herself with the
thought that if the Federated Suns should suddenly turn an the
Hegemony, it would be a short-term war. The people of House
Davion were already showing signs of rebellion against the
tyrants.

The HAF saw considerable military action during the Age of
War. The Draconis Combine, the Free Worlds League, and the
Capellan Confederation continually tested the Hegemony's
strength with "accidental” raids and "unintentional” strikes, but it
was not until 2407 that the HAF saw major action. Inthat year, the
Draconis Combine launched a full-scale offensive against the
Commonwealth. Though the Combine forces appeared to be
heading for the Commonwealth capital of Arcturus, the oftensive
suddenly veered away and began to force its way through the
Federation of Skye.

When the Combine's intentions became clear, Alstair
Marsden, Archon of the Commonwealth, asked Lady Judith for
help, but she refused to commit her troops to a Commonwealth
offensive against the Combine. Instead. she agreed to send HAF
forces to worlds jointly owned by the Commonwealth and the
Hegemony to assume complete defensive duties on those
worlds. Her decision, which meant the shipping of a dozen
divisions to such worlds as Blue Diamond, Lyens, and Nusakan,
freed Commonwealth units to participate in offensive achons
against the Draconis Combine.

The Hegemaony Armed Forces faced the Draconis Combine
Musterad Soldiery in only one major battle during this time. In
2408, the Third Assault Armored Division faced an equivalent
number of Kurita regiments on the planet Lyons. In this battle, the
Hegemaony used its superior warships in a coordinated space-
ground defense to achieve a major victory, The battle was very
costly in terms of casualties, however.

On the opposite side of the Hegemony, the HAF turned back
the forces of the Capellan Confederation. who attempted 1o take
Terra Firma in 2409. In that battle, Hegemony ground forces, led
oy the famed Black Charger Tank Division, stood their ground
against a superior number of Capellans and despite the presence
of enemy naval support. The Black Chargers held the planet for
two months before baing forced to withdraw. Itwas not long before
amajor Hegemony relief force, complete with warships, arrived to
retake the planet, however. The Chancellor of the Capellan Con-
federation, Aleisha Liao, eventually offered to make reparations
for the invasion, but the bitterness and violence of this costly battle
had created a deep rift between the two governments.

;
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JOINT-OWNERSHIP OF WORLDS

Lateinthe 24th century, the Camerons realized that
the limited number of worlds in the Terran Hegemaony
would eventually mean shortages of raw materials, the
breakdown of industry, and collapse of the economy.
Going to war to obtain new resources was ruled out
almostimmediately, however, Surrounded as it was, the
Hegemony was not sufficiently strong to embark on
congueast. Nor could it simply enter into a treaty agree-
ment with one of the surrounding realms, for any such
pact would most certainly require the Hegemony to
share its superior technology. The Camerons had to find
another way besides war to preserve their realm's tech-
nological lead and to obtain raw resources.

The answer came from David Ocrassa, a young
planetary engineer assigned by Director-General Mar-
garet Cameron to study the problem. He proposed that
the Hegemony negotiate agreements with neighboring
Houses to make previously uninhabitable worlds habit-
able. In return, the Hegemony would own half of the
planet's mineral resources and have some representa-
tion in the planet's government. Though this arrange-
ment would result in the loss of some closely guarded
technology, the benefits outweighed the disadvantages.

When Hegemony leaders proposed joint-owner-
ship ventures to the Lyran Commonwealth and the
Federated Suns, they eagerly accepted. By the begin-
ning of the 25th century, the Hegemony had transformed
20 such marginal worlds. As relations between realms
improved over time, the Draconis Combine, the Free
Worlds League. and the Capellan Confederation even-
tually made similar arrangements with the Hegemony.
By the next century, the Hegemony was joint owner of
more than 100 planets in the Inner Sphere.

—From Resource Management and Exploitation in
the Terran Hegemony, by Precentar Nicholas Ferhill,
ComStar Press, 2899




CIVILIZED WARFARE

Civilian deaths estimated at about a hundred thou-
sand Civilian casualties estimated about three times
that. The number of dead s only a rough estimale
because the threat of disease from the decomposing
bodies forces us fo bury the dead as quickly as humaniy
possible.

—Transmission by a member of the Interstellar Relief Force
concerning genocide in the Tintavel system in November, 2412

News of the incomprehensible butchery that occurred on the
planet Tintavel spread like a shock wave throughout the Inner
Sphere. Even those responsible for the atrocities would later
express regret and remorse for their actions. Despite this, every-
ona knew that the atrocities on Tintavel had begun as just another
battle. Though it was like the battles being fought on countless
worlds at that very moment, this one had been carried to ex-
tremes.

The revulsion that Chancellor Aleisha Liao, leader of the
Capellan Confederation, felt for this episode transtormed her from
being just another trigger-happy leader into a person deeply
committed to preventing future atrocities. Aleisha also had her
realm's best interests at heart. At that time, tha Capellan Confed-
eration had only a tenuous industrial base, which was anather
good reason for finding a way 10 protect her realm's resources,
industries, and trained personnel from the destruction of war.

After months of reflection and counsel with the best minds of
her realm. Chancellor Aleisha drew up an 80-page document
describing conditions for “civilized warfare.” The plan encouraged
battles based more on maneuvering and less on the use of
destructive force—battles in a planet's more desolate sections
and away from population centers. These pravisions would also
make wartare less expensive, which would be a relief to all the
parties, for every state’s supply situation was beginning 1o degen-
erate.

Chancellor Aleisha dispatched copies of her work to the
leaders of all the warnng realms, but expected only a lukewarm
response. Instead, most rulers immediately communicated their
wholehearted agreement. Only the twin despots of the Federated
Suns, Edmund and Edward Davion, scorned the plan. So encour-
aged was Aleisha Liao that she immediately suggested a summit
meeting on the Capellan world of Ares to further discuss and
afficially sign the Ares Convention.

[EDITOR'S NOTE: Many books place the signing of
the Ares Convention on the planet New Olympia. This is
incarrect. The Ares Convention was signed in the Grand
Hall in the city of New Olympia on Ares. The planet New
Olympia i1s in the Free Worlds League and nol the
Capeillan Confederation.]

Many leaders balked at this latter proposal. Though
all wished to discuss Aleisha's ideas, few were bold enough to
venture so far into a rival state without adequate protection.
Threatened with the collapse of her initiative, Chancellor Aleisha
wrned to Director-General Judith Cameren for help. She asked
the leader of the Hegemaony to pravide naval escort and troops 1o
safeguard the lives of the visiting dignitaries. The Chancellor
believed that guards from the Hegemony, the cradle of mankind,
would be the perfect symbol of the work the summit was called 10
do.

The people of the Hegemony were splitin their views. Many
still deeply resented the Capellans’ attempt to take the Hegemaony
world of Terra Firma and wanted little to do with Chancellor
Aleisha. Director Judith agreed to Chancellor Aleisha's request,
however, believing that Aleisha's war proposals would be to the
Hegemony's advantage and that to provide escorts and guards
for the dignitaries would bolster the Hegemony's image. Thus
were ten separate flotillas of Hegemony warships, hastily cleaned
and painted white for the occasion, dispatched to transport the
leaders of the great states to Ares. Members of the Hegemony's
Marine Corps protected these heads of state.

Once the Ares meeting was underway, the leaders of the six
Inner Sphere realms dominated the negotiations, which dashed
any hope for unanimous agreement. Because the six Inner
Sphere states were doing most of the fighting and most of the
suffering in the wars, they thought they should do most of the
talking. Unfortunately, they could not agree. Chancellor Aleisha
had the support of Director-General Judith Cameron and Archon
Katherine Steiner of the Lyran Commonwealth. On the other side
were Combine Coordinator Robert Kurita and Captain-General
Peter Marik of the Free Worlds League, who both believed that the
Ares rules "would transform warfare into a kind of pavane better
suited to ballerinas than to soldiers." Simon Davion, representing
the Faderated Suns for his cousin Edmund, was undecided.

Everyone was surprised when the Periphery outworlds also
came out against the Ares Conventions, calling them a shabby
Inner Sphere trick 1o force their proud people to lay down their
arms. Despite the fact that the Conventions did not technically
need majority approval, Chancellor Aleisha realized that if one
major leader refused to sign, the others would to do the same.

Both Simon Davion and Director Judith had remained rela-
tively quiet during the debate, voicing only occasional comments.
Mow the Chancellor of the Confederation focused her attention on
them. Itis a testament to her skill that she managed to win Simon
Davion's support after he had privately decided to vote against the
Conventions. With the announcement of the Federated Suns’
support, the Free Worlds League and the Draconis Combine also
agreed 1o sign the new rules of war. They realized that if they did
not, the other three Inner Sphere realms could unite against them.

Only two of the Periphery realms would sign the accords. For
the other two, the Age of War would be business as usual. On
June 13, 2412, the leaders of the eight signing stales appeared on
tne balcony of the Grand Hall before a throng of cheering citizens,
Mone was more pleased than Aleisha.Liao, who accomplished
what no one had thought possible.

Though hailed as an act of peace, the Ares Conventions
made war legal. It was not long before every state had embarked
an even maore campaigns, adhering to the letter of the Conven-

lions but totally missing the intention.



RICHARD CAMERON
Richard Cameron, the illicit child of Lord Brian and
.ady Katherine McQuiston, came to rule the Hegemony
~;hen Judith Cameron stepped down in 2419, Al the time -
af his aunt's retirement, Richard was a naval officer in
command of the Lola Class destroyer Beatrice. His nomi-
nation by the High Council and election by the Hegemony
public took place without difficulty.

Lard Richard is best remembered for his seizure of the
Kentares system from the Federated Suns in 2431. Two decades
earlier. relations between the two realms began to deteriorate
when the Hegemony claimed that the Federated Suns had
violated their joint-ownership agreement for the planet Cartago. In
responsae, citizens of the planet, mostioyaltothe Federated Suns,
allaged that the axygen-generating factories were stripping oxy-
gen from the air instead of adding to it in retaliation for recent
aconomic sanctions taken by the planet's government. Lives were
last in the clashes between the two groups, and the Hegemony
used this incident to take the planet permanently under its control,
The Federated Suns attempted to retake Cartago a month later,
but the HAF was too strong. After that, House Davion made

several more military and political attempts to win back
Cartago. and the tensions increased with each action.

Director-General Richard Cameron considered Ken-
tares to be an ideal site for a spearpoint thrust into the
Federated Suns, and so decided to take that world.
Though this was against the counsel of his advisors, he
ordered the HAF to take that world in early 2431. The
fighting lasted for six months, a long series of feints and maneu-
vering typical of warfare under the Ares Conventions. Though the
HAF had less combat experience than the Federated Suns
farces, its troops proved to be skilled at this near bloodless sport
and finally pushed the Davion forces off Kentares.

After the boost this victory gave to the Director-General's
popularity, he profited from the situation by revising the nomina-
tion laws in 2432. The law now stated that the Director-General
had the right to choose his or her successors without consulting
anyone. This further weakened the semi-democracy envisionad
by James McKenna and moved the Hegemony toward constitu-
tional monarchy. Though other states had long since adopted the
idea of a ruling nobility, there was still opposition within the
Hegemony.

CASTLE BRIAN FORTRESSES

"Well, cadets, the topic for today's discussion is defensive
fortifications, namely the Hegemony's Castles Brian. First,
wha can tell me how many there are? Cadet Jackson?"

"As of last year, there were mare than 120 Castle Brians.
The =ix on the world of Lambrecht represent the mast on any
single planet.”

“Very good, Cadet Jackson. Now, who can tell me the
average firepower and unit strength of a Castle Brian. Cadet
lvey ?"

"Each Castle Brian has a minimum of 20 heavily armed
wrrets carrying an assortment of weapons and missiles. In
addition to the 20 heavy turrets, there are at least 50 smaller
turrets and 100 smaller antipersonnel bunkers. Each castle
has an average of ten levels and enough garage space to
house a full tank regiment, which could exit from any one of at
least five separate and hidden exits. In addition tothese active
fortifications is the passive strength of the fortress itself, which
is usually built deep inside a mountain and is virtually impreg-
nable to anything but a full-scale nuclear blast.”

"Excellent. Now for the big question. What is the purpose
of a Castle Brian? Cadet Green?"

"To prevent the invasion and takeover of a Hegemony
planet?"

“Absolutely incorrect. It has always been a failing of
strateqists to believe that a fortress protects and prevents the
surrounding land from being taken over by an enemy. A
foriress could only do that if it was built completely around the
countryside it was to protect. Just look at what a mess the
Maginot Line caused the French. They thought that building a
huge network of fortresses would keep the Germans out.
Trouble was, they were so confident of their Line that they
didn't even bother to see it finished to the Atlantic coast. When
the Germans wanted to invade France. all they had to do was
run around the northern end of the Maginot Line into France.
The Franch were so sure of their fortifications that they hadn't
aven bothered to design Maginot Line turrets to swivel around
and fire into France. No, Castles Brian aren't meant to protect
anything but themselves. Cadet Gulliam?"

"A Castle Brian is meant to be permanent hindrance
against an enemy taking a planet.”

"Can you expand on that thought?”

"Castles Brian, with their stockpile of weapons, food,
and men, represent a permanent threat to any enemy at-
tempting to seize control of the planet. Because more than
one Castle Brian is on most border worlds, they représent a
major hidden force that can attack the enemy almost at will.
If an enemy really wanted to take a Hegemony world pro-
tected by Castles Brian, it would have to do so with a huge
force of men and equipment and would have to remain on that
planet for a very long time. It is a price most enamies are not
willing to pay."

"Excallent, Cadet Guilliam. It's good to see that some-
one studied the material."

—Mars Military Academy, 2423




JACOB CAMERON

Jaceh Cameron became the eighth Director-General after
hig father died of a massive heart attack while visiting a HRAD
facility deep in the Canadian Rocky Mountains on Terra. Like
James before him, Jacob was a Mavy Captain, in command of a
Vincent Class corvette, the Crowned Lion.

Jacob's doting father had spoiled him as a child, while his
mother, the class-conscious Duchess of Northwind, taught the
boy that he was socially and morally superior 1o others. Jacob
grew up to be a pompous, arrogant man who alienated all but the
most devoted sycophants.

It was purg ego on Jacob's part that he ardered the HAF to
embark on a campaign against both the Federated Suns and the
Capellan Confederation that culminated in the Battle of Tybalt in
2435, In that battle, Major Theodore Cameron distinguished him-
selt by assuming command of the 132nd Heavy Armor Regiment
after its commanding officer was mortally wounded. Though he
led the unit to victory, the HAF offensive was a minor success at
best, paid for with many Hegemony lives,

This campaign did not endear Lord Jacob to his pubhc, whom
he daily harangued for their supposed laziness, Several anti-
establishment movements sprang up during this time to fight
Jacob and his growing army of posturing minions. Some of these
underground movements were no more than groups of dis-
gruntled youths out for a night of rioting; others were hands of
nobles and politicians determined to remaove Jacob from power.

In February 2448, an unknown assassin slipped poison into
Lord Jacob's champagne. Though he became deathly ill, Jacab
had not ingested enough peison ta kill him. Upon recovering. the
Director ordered a blackout on news of the assassination attermpt.
Meanwhile, agents from the Hegemony Central Intelligence
Department undertook the largest manhunt in the realm’s history.
In charge of the investigation was the young and ambitious High
Councilor, Lady Terens Amaris.

Aftar the attempt on his life, Lord Jacob tended to be
less strident and aggressive. He even relented in his
attitude toward the lower classes with humanitanan acts
such as the establishment of the Cameron Mercy Hospi-
tals and Cameron Shelters for thie Poar.

Though his personality was not the most winning, Di-
rector Jacob would be fondly remembered by the HAF for
presiding at the birth of the BatileMech. Though research had
been going on for decades, it was Lord Jacob who realized that
the ‘Mech could become the dominant weapon of war, After the
first successful combat test of a prototype in February 2439, he
made sure that production of BattleMechs became the govern-
ment's numbar-one priority. For several years running, he de-
voted a significant portion of the realm’s budget to construchon of
BattleMech factories on Hegemony and jointly owned worlds.

In 2443, a lance of BattleMechs from the 801st Heavy
Armored Regiment met a company of Kurita tanks on Styx. Lord
Kurita, seeking to exploit any weakness in the Hegemony's
defenses, sent a heavily armed force to "test the Hegemony's
resolve.” The four 'Mechs easily trampled the entire company of
Kunta tanks, leaving one to scurry back to its DropShip. It was not
long before Lord Kurita received news of this tearsome new
weapon in the Hegemony's arsenal.

In 2461, Combine commandos stole BattieMech plans from
the Lyrans (who had themselves stolen plans from the Hegemony
in 2455). In reaction, Lord Jacob accelerated plans to maintain
and widen his military's technological edge. To accomplish this,
the Hegemony sacrificed other programs, including those for
navalwarships. Those ships, which had once been the pride of the
military, went a whole year without regular maintenance.

THE DECADENT CAMERONS

When Director-General Jacob died of a stroke in 2461, he left
behind a regime that was the strongest military power in the Inner
Sphere. This was due especially to the newest weapon in the
Hegemaony arsenal, the fearsome BattleMech. Yet Jacob had
almost brought the economy to a grinding halt to build his "Mech
force because so many industrial forces had 1o be siphoned away
from the civilian economy. As a result, the public now faced
shortages of basic goods, a situation that had not occurred since
the time of the old Alliance. At the time of Jacob's death, addiional
woes such as inflation and extended work days had stirred up the
people’s anger toward the government.

Jacob's son Theodore was his father's chosen successor.
Because of his experience as an HAF officer, the uneasy public
elected him as their ninth Director-General, hoping the new leader
would prove maorg responsive to their needs, However, more than
25 percent of the Hegemony's voting population showed their
distrust of the Camerons by voting against Theodore.

Instead, Theodore Cameron proved to be a half-hearted
ruler. On certain issues, such as the passage of a restructured tax
bill and the continuation of the HAF's buildup. he was very
decisive. On other pressing issues, he waffled and wavered.

Lord Theodore also had a taste for extravagance and high
living. He revived ancient customs such as lavish balls. horse
races, grand banquets, and richly ornamented finery. Though it
has never been proved, many of Theodore's wild parties were
sajd to rival famous debauches of myth and legend.

What most ocutraged the public was Theodore's blatant use
of Hegemony funds to build or restore palaces. He spent billions
of dollars renovating Louis XIV's palace at Versailles for his own
use. He also built Castle-by-the-Columbia, the Chicago Palaces,
and 20 mare on Terra and nearby Hegemony worlds.




FIRST COMBAT RUN

[EDITOR'S NOTE: On February 5. 2439, the first Baftle-
Mach received its baptism of fire on a desplate series of
steppes near the North American city of Yakima. The Battle-
Mech, a joint effort by more than 20 of the best weapons
manufacturers in the Hegemony, was tested against four
ancient Merkava heavy tanks specially fitted with remote
control devices. The commander of the BattleMech and the
first MechWarrior was Colonel Charles Kincaid.

The few people allowed to witness the first combat run
of the BattieMech were debriefed. What follows is a transcript
of a verbal report filed by Professor Htov Gbarleman, chief
research scientist for Karena's Fiber Qptics Intersteliar,
manufacturer of the BattleMech's sensor systems.]

Colonel Kincaid, with his usual impatience. rushed
through the pre-test warmup and nearly ripped apart one of
his umbilical connections trying to get the test started. As |
began to monitor the sensar output, | noticed that the Battle-
Mech's myomer-neural feedback circuits were faithfully
echoing Colonel Kincaid's brain wave patierns. ltwas eerie—
almost as though the 'Mech were technically alive and
Kincaid was its spark of divinity. The Colonel's howl of sheer
pleasure quickly cleared my head of that notion. He pushed
the Mackie forward in a trot straight into the test range whera
four tanks waited among low, rolling hills.

One of the tanks opened fire. Its shot was true and hitthe
'Mach just above the right hip. Everyone in the brightly lit
bunker seemed to hold his breath as all the readouts fuzzed
into snow at the blast interference. No damage! A piece of
steal no thicker than my finger, strengthened by radiation
casting techniques and impregnated with a sheet of woven
diamond fibers, had stopped cold an armor-piercing sheil.
That same shell would have gone straight through a third of
a meter of normal steel.

{1

The tracking cameras watched as the Colonel swiveled
his chest to bring his weapons to bear. Twenty years of my
life seemed 1o focus into a single action that would take no
mare than five seconds. | watched as Colenel Kincaid used
his sensors—my sensor—ito pick out the tank hidden behind
agroup of small trees and bushes. He fired both his PPC and
autocannon. Both shots were direct hits and the tank erupted
inte a ball of flame.

A thunderous cheer swept the bunker, while everyone
present began to slap me on the back. Instead of feeling
pleased at the 'Mech's performance, | felt increasingly sad.

| didr't realized why until Kincaid began to track down the
last tank. The tank operator was sitting at his remote control
panel nextto me. 'l never forget the exprés sion an the young
man's face.

Outside. Kincaid had disabled the last tank. As he stood
avar it. he raised the 'Mech's right foot and brought it crashing
down onto the tank. Before the hulk had a chance to explode.
Kincaid twisted the ‘Mech's foot deeper into the tank’s car-
cass. Naxt la me, the operator of the tank was trying so hard
not to show his fear that tears were streaming down his
cheeks. -

It hit me then that my colleagues and | had just tumed
loose one of the most powerful weapons ever conceived by
man, but we were celebrating like giddy children. While my
companions jumped up and down with glee, that poor boy
was trying to hide the fact that in the instant his screens went
black, he had wet his panis.

—From Terran Hegemony Document 0324610.04, He-
gemony Research and Development Department, Military
Weapon Systems Division, ComStar Archives, Terra




By July 2470, the public was ted up enough to stage
the first general strike in the history of the Hegemaony. It
beganin the small Terran city of San Antonio, onthe North
American continent, where Lord Theodore had demaol-
ishad a local landmark to build a "small Texas ranch” for
his use. Incensed, San Antonians crganized a complete
work stoppage the next day and took to the sireets. It did
not take long for the demonstration to become a riot. Within hours,
similar strikes and demonstrations erupted in neig hboring cities.
By the next day, the entire continent had shut down. By the end
of the third day, Terra was at a total standstill while her people
were shouting the slogan, "Remem ber the Alamo!” in dozens of
languages.

Realizing that this could turninto a full-fledged assault on the
government, the High Councilors apparently took Theodore aside
and persuaded him to apologize 1o the people of Terra and 1o
promise to rebuild the Alamo. Within six days, things had returned
to normal. Though Theodore never reformed completely, he
bacame more prudent after the Alame incident.

It was also during Lord Theodore's reign that relations
between the Terran Hegemony and the Free Worlds League
began to sour. The Marik family, particularly Carlos Marik, be-
lieved that the Hegemony's military build-up was only a preludeto
an invasion of their state. Thus did the Free Worlds League
embark on an expansion of its own military, focusing on a large
and madern fleet of warships.

Lord Theodore knew that under the right command, the Free
Worlds' new warships could pose a serious threat to the Hegam-
ony worlds near their shared border. Taking persanal command
of the Hegemony battlecruiser Kiev, Lord Theodore led a massive
naval assault against the Free Worlds fleet anchored at the
Oriente star system. Inthe largest fleet action yettaken, more than
20 major Free Worlds warships were destroyed, while the He-
gemony lost only two.

This created a political crisis within the Free Worlds League.
resulting in a bloodiess coup by Brian Marik against his older
brother, the paranciac Carlos. In 2478, Theodore Cameron
offared to negotiate a peace treaty with the new Captain-General,
which was signed in that year.

Theodore's fast lifestyle finally caught up with him in 2479,
when he died of pneumonia after a three-day party during the wel
season of the Thorin Monsoons. Succeeding him as tenth Direc-
1or-General, though by an even smaller margin of popular sup-
port, was his daughter. Elizabeth Cameron.

Though Elizabeth Cameron was anather lover of extrava-
gance, she was notas wild as her father. She showed little interest
n the fate of sither the military or the economy, and it was only the
intervention of her High Councilors that prevented a total callapse
of the Terran Hagemany.-

During Elizabeth's time, the HAF fought few battles. instead,
it continued to improve on its weapons, including lighter Battle-
Mech frames, better computer systems, and AeroSpace Fighters.
By the time Elizabeth died of New Earth Pox in 2501, the
Hegemaony was politically unstable. with the idea of dissolving the
government being openly discu ssed.

DEBORAH CAMERON

It's not Peace through Strength but Strength through
Paace that will be our motto.

—Director-General Deborah Camercn 10 as-
sembled nobles and political leaders, April 2509

Lady Deborah Cameron, daughter of Elizabeth
Cameron and Alexander Rimes, almost missed becoming the
eleventh Director-General of the Hegemony. Because the public
had been so unhappy with the reigns of Elizabeth and Theodore
Cameron, a shocking 46 percent voted against Deborah on
glaction day. Though illegal, political parties had sprung up on
many worlds, all of them with a definite anti-Cameron, anti-
Hegemeny slant. The leaders of these managed to occupy many
public posts, which led to a number of confrontations with the
more traditional bureaucrats. Many nobles felt especially threat-
ened by this anti-Hegemony sentiment, but Lady Deborah simply
allowed the political storm to swirl around her. She took no action
against even the most blatantly anti-Cameron agitators.

Lady Debarah finally assumed the Director-Generalship
after much of the initial furor died away. She further calmed the
realm by immediately proving that she would not be anaother
wasteful, ineffective leader like her mother. The public greeted a
series of measures aimed at repairing the damage caused by the
wasteful spending of her predecessors with cautious approval.

The new Director-General was a scholar whose intelligence
and seriousness soon led to comparisons with Michael Cameron.
After many years of study at prestigious universities such as
Oxford, the University of Washingten, and Olympic College, she
had become Professor of Interstellar Politics and Diplomatic
History at the Military Academy of Mars in 2433,

With all her knowledge of history, Lady Deborah understood
that the Age of War was seriously weakening the other siates of
Inner Sphere. As Director-General, she decided that the Hegem-
ony would be wisest to use ils superior military for defensive
purposes only. Instead, she intended 1o increase the Hegemony's
stability and stature through the peaceful means of trade and
interstellar politics.

The Terran Hegemany had gradually been taking on the role
of mediator even before Deborah's time. Seven times before her
sccession, other realms had looked to Terra to settle their
disputes. Though the parties did not always follow the Hegem-
ony's recommendations, no one had yet accused the Terrans of
favoring one side or the ather.

Lady Deborah hoped to expand this mediator role. In 2502,
she delivered a series of speeches and papers outlining what she
called her "Strategy of Aggressive Peacemaking.” This strategy
called for a policy of superior intelligence and diplomacy that
would contribute to the well-being of other realms. Instead of
waiting for other states to come 10 the Hegemaony with their
disputes, Lady Deborah would begin to offer mediating services
1 the ather Houses, asking for only a nominal fee and unrestricted
travel betweean enemy realms.

This emphasis on diplomacy and intelligence meant a com-
plete overhaul and substantial expansion of the Hegemony's
Central Intelligence Bureau (HCIB) and Depariment of Foreign
Relations (DFR). Until then, the HCIB had concentrated on
protecting and preventing technaology from leaking to other
raalms. Now, under the Strategy of Aggressive Peacemaking, the
agency would be responsible for learning all it could about every
foreign realm. Though idealistic, Lady Deborah was realist
anough to understand the value of secret information when
attempting 1o settle a dispute, and she expected the HCIB to dig
deep for dirty laundry.
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There was plenty of work for the DFR and the HCIB
under the new diplomatic doctrine. Though the Ares
Conventions saved lives and property, these rules ot war

‘=0 made it easier for combatants to fight to an inco nclu-
sive draw. Disagreements over who had won or lost a
planetwere oftenmore violent than the actual combat. As
aresult, dozens of worlds wereina kind of limbo because
two states claimed its awnership, Neither side would allow any ac-
tivity. not even farming. 10 take place untl the guestion was
settled, which could leave the local population seriously endan-
gered. Due 10 Lady Deborah's diplomatic strategy, contested
worlds began to welcome the sight of a Hegemony vessel
approaching.

Lady Deborah's policy
of Aggressive Peacemak-
ing was not without some
notable failures, but its
many successes out-
weighed them. As news
spread of the Commaon-
wealth-Combine Ceasefire
on Alrakis and the Phact
Peace of 2538, it encour-
aged other realms lo seek
out Hegemony mediation
By 2540, Lady Deborah and
her people considered the
Strategy of Aggressive
Peacemaking a resounding
SUCCESS.

Faor the Terran Hegem-
ny, the benefits were two-
fold. First, every dispute
settled between nearby
realms made it less likely
that the Hegemony would
hecome invalved in 4 war.
Second. Director Deborah,
by proving the reliability and
worth of her diplomalts. soon
had strong political es with
other realms. This, as the
Director had hoped, gave
Terra some influgnce over
its meighbors in the Dra-
conis Combineg and the
Federated Suns, who had been aggressive toward the Hegem-
ony in the past.

The genaral public was equally pleased. Though the Hegem-
ony had managed to stay clear of a major war, there was always
the fear of one in this era. The pecple of the bordar worlds felt the
strain most strongly and were relieved by apolicy that reduced the
threat of war.

It was the military that objected to Director Debeorah's strat-
eqy. A small minority within the H AF feared that her policies would
starve and whittle away the military. Though maost officers and
iroops were loyal, many career officers questioned what would
become of their already meager role in Hegemony pelitics.
Though they kept under wraps their resentment at being dowr-
graded in importance during Deborah’s reign. the seeds of discon-
tent had been planted and would one day sprout and bear fruit,
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HEGEMONY IN CRISIS

Whan Lady Deborah Cameron ratired in 2542 after
41 years n office, she chose her son Joseph as succes-
sor. Though notthe brightestof Lady Deborah’'s three chil-
dren. Lord Joseph was the eldest and most axperienced
in the ways of the government. He had spent his military
career as a combat officer in the Marine Corps. which had
cost him his right eye in a traning accident. When forced to
iransfer to a desk job in the Department of Foreign Relations, he
distinguished himself as a skilled neqatiator. At the time of his
mather's retirement, Lord Joseph was the Hegemaony ambassa-
dor 1o the Lyran Commonwealth.

Upon taking office as Director-General, the 35-year-old
Joseph Cameron promised 1o con-
tinue his mother's policies of funding
diplamatic efforts at the expense of
the military. Indeed, he publicly lion-
ized diplomats as being worthier than
soldiers. With this declaration of
support for the hated Aggressive
Peacemaking, the resentrent sim-
mering in the HAF began to bail
Secret warrior societies, or cabals,
formed among the various branches
of service. These groups vowed 10
force the new Director to reassert the
military's supremacy over the diplo-
mats.

Some have clamed thal the
HC IR failed to alert the Director to this
growing movement because the in-
telligence Bureau was in collusion
with the cabals. This seems unlikely,
because the HCIB did not share any
of the military's grievances. The
agency was, in fact, suffering from
overwork rather than lack of work.
Another possible explanation for the
HCIB's lapse was that in 2549 they
ware deeply involved in efforts to re-
infiltrate the Capellan Contedera-
tior's Maskirovka, which had purged
all HCIB agents 20 years earlier.

Whatever the reason, the HCIB
failed to recognize Marine Captain
Henry Green's growing influence as
an opponent of Lord Joseph and his policies. After a few manths
in a cabal. Green became disenchanted with the group's cau-
tiousness. He broke with them, vowing to take direct action.

Though Captain Green was litlle more than a bureaucratic
clerk in uniform, he still .iemembered how to use his laser rifle. On
the night of September 19, he climbed a tree outside the Diractor-
General's palace on Terra and patiently waited his chance. For 27
hours. he remained there, watching as the sun rose and then set.
Just a5 Green must have been wondering if fate had cheated him
of his chance, a string of limousines drove through the palace
gates. When they stopped in front of the palace's ornate doors.
Lord Joseph stepped out,

Captain Green's first shot missed, but his second caught the
Director-General before he could duck back into his lima. it is
iranic that he had only just removed a specially treated overcoat
that weuld have stopped any weapons fire, The twelith Director-
General of the Terran Hegemony died six days later, on Septem-
ber 26. 2549,
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SEPTEMBER REVOLT
if push comas to shove. Il push harder than you
could ever dream of shoving.
—Lord lan Cameron's warning 1o units participating
in the September Revolt, quoted I The Cameron Dy-
nasty, Volume X, by Ouke Brian Dekerny, 2899

MNews of the assassination of Joseph Cameron generated
various reactions. The general public expressed almos! universal
sadness. while the leaders of other states sent condolences ta the
Hegemaony but asked that Lord Joseph's death not interfere with
Terran diplomatic efforts. Shocked and shamed, the HCIB felt
responsible for Lord Joseph's death and began a vigorous cam-
paign to find and punish disloyal military persannel.

The military was rocked by the assassination. None of the
cabals had expected that one of their number would resort to su ch
a3 measure, With public support tor the HAF at an all-time low,
cabal members tried 1o conceal ther activities even more. This did
nat prevent the HCIB from discovenng two of the largest cabals
a week after the assassination.

While all this was happening, lan Cameron. Joseph's
younger brother, came forward on September 28, 2549 1o declare
himself the thirteenth Director-General without waiting for the
courtesy of a public confirmation vote. Though some demacrats
warried that the Hegemoeny had finally gone monarchist, most
understood that the seriousness of recent events probably justi-
fied Lord lan's actions.

The disgruntled soldiers within the HAF uzed this palitical
irregularity as a pretext for a desperate plan 1o seize control of the
government. On the night of September 28, elements of the Fifty-
First Dragoon Regiment—"The Green Devils"—seized control of
the Hegemany Congress. the Palace af the Director-General. and
key government buildings in and arcund the capital city of Geneva
on Terra.

Though the members of these units. all loyal to various
cabals, were only a small fraction of the HAF, they were now in
control of the governmant's nerve center. The new Director was
at his private residence in Mexico City at the time of the uprising.
When the news reached tum. lan Cameron ordered a regiment of
his Household Guard to seal off the capital oty with as little
violence as possible.

Lord lan then orderad that everyone in the military lake an
oath of loyalty to the Cameron family and the Hegemony. During
e week. he ordered in all loyal units to seize control of as much
of Geneva as possible He then cut off all power. water, and food
trom the rebelligus soldiers, while making sure that the rebel
demands were made public. He assumed that it was better not fo
generate curiosity and possibly even suppart for them.

After ten days. the resolve of the rebels broke and they began
ta fight among themselves. When loyal forces moved in 1o protect
some of the many citizens held hostage, a full-scale battle
erupted. For most of that day, downtown Genevabecame a ' Mech
hattiefield. Forces loyal to the Hegemony tried to restrain their fire
5o that stray shots would not damage the city, possibly harming
innacent civilians. The rebels. under no such restrictions, began
to take advantage of their opponents' hesitation. By mightfall,
however, the loyalists' superior numbers finally overcame the
rebels. and the battle ended. Surrounded and without hope. a
battalion of rebels surrendered.

AN UNWELCOME TRIP

I've always believed in the romance and
mystique of the military. My father was a ship's
Officer and my mother was a Marine Sergeant.
so you might say that the military was more of
less born into mMe.

When | was old enough, | chose the Army and
spent most of my life tollowing other people’s orders.
And | was pretty good at it | received a commendation
in 2540 for the way | handled my ‘Mech in the Caph
Incident, | was pretty certain that the miltary wouldbemy
home for the rest of my life. I'd be one of those grumbling
old vets in the NCO Club. bitching with the rest of the
gray-hairs about the stupidity of the young officers and
the general cruelty of fate that was slowing down our
bodies just when when our minds were getiing a clue as
to what life was all about.

Then, abaut a year ago, a couple of stern-faced
officers approached me with whispered stories of how
the government was going pacifist. As | istened to them,
| was tempted for amoment to join the "Royal Defenders
of the Hegemony,~ as they called their cabal. [ was no
more a fan of Lady Deborah's and Lord Joseph's plan
than any ather soldier. As | said before. | was born and
bred in the military and anything that diminished ifs value
raised my ire.

In the end, though, | turned down their offer to join
their secret society. For one thing, | didn't thunk my folks
would have held these two in very high esteem. My
father would have called them "know-nothings,” while
my mother would have warned me to keep track of my
wallet whenever they were around.

A year later, | found myself sweating buckets, with
my right arm twitching and bleeding uncontrollably in the
rags of my uniform while my computer screamed in my
ear. My 'Mech, a Phoenix Hawk Special. was in no better
shape. as the breeze coming through a ragged laser
hole in the cockpit wall told me. When | closed my eyes.
| could tell that the 'Mech's left leg was mostly scrap
metal and that somewhere deep n its gut, in among the
bundles of trunk myomers and control wires. a fire was
burning out of control.

| had always dreamed of wvisiting Geneva. the way
most of us barn on colony worlds do. Never inmy wildest
nightmares had | dreamed that | would be sitting here in
my battle-wasted ‘Mech while the sun sel blood-red
behind the ruins of the Senate Building and one of the
traitor ‘Mechs burned almaost as fiery red nearby. | was
sorry | had come to Geneva and | was so glad when | left
it. and the military, forever.

—From Tales of the September Revoll. edited by
Micholas Trenny. Bronski Books. 2555




ONE SPECIES, ONE REALM

The unification of all Humanity into one realm is an
pbvious path. What | don’t understandis why we broke up
" into petty realms in the first place.

—Lord lan Cameron to his High Advisors, quoted in
The Statesman of tha Stars, by Duke Torrence Ferl,
Belgrade Press, 2599

MAN WITH A DREAM

The September Revolt arld its aftermath held Lord lan's
attenhion for some months after the last rebels had surrendered.
The last stronghold of the soldier cabals, the Dresser Military
Base on Lipton, had been subdued a manth after the recapture of
Geneva. The rebels were a considerable problem for the Director-
Genaral and the government. Treated too harshly, thay would
have an air of martyrdom about them: treated too gently. they
would be free 1o rebel again.

Of the three thousand captured in the revolt, athousand were
condemned to death. The rest received life sentences, but most
of those were paroled within ten years. This seemed to meet with
the public's approval. much to Lord lan's relief.

Toassure the HAF that they were a strong and vital part of the
Hegemony, Lord lan reversed the trend of cutting the military
budget by granting the military a huge increase to reestablish the
HAF s technological edge over its neighbors. He also quietly, but
surely, retired generals and admirals he suspected of being
sympathetic to the cabals, replacing them with his own people. To
prevent the government from being caught off guard again, Lord
lan expanded the HCI8, adding a special Department of Military
Investigations (DMI) to ensure the full loyalty of the miliary. That
~as a big order, but Cameron realized it was vital to ruling as he,
and not the military, pleased.

Perhaps an even grealer threat to his rule was the economic
situation of the Terran Hegemony when lan Cameron came 1o
power in 2549. By now, most Hegemony worlds had been
depleted of natural resources. a situation that could bring the
realm’s technological achievements to a standstill. Cameron was
determined to find a solution to the Hegemony's rapidly shrinking
resources, for he was determined that Terra and her worlds would
never become dependent on imports from the other Houses of the
Inner Sphere, He believed that Terra was the heart of Human
space and that it should always stand taller than the rest in terms
of technical mastery and leadership.

It was hard-headed practicality as well as idealism that
prodded Lord lan to begin to act on a drearm he had cherished for
almeost as leng as he could remember: the complete and total
reunification of all Humanity. Considering that his maother was
Lady Deborah Cameron, originator of the Strategy of Aggressive
Peacemaking, it is not surprising that his determination naver
failed, even when all seemed lost.

After his stint as an HAF officer. lan Cameron had traveled
extensively throughout the wvarious interstellar realms as an
ambassador-al-larga, first for his mother and then for his brother.
He had visited all but one of the Inner Sphere states and met with
all but two leaders during that time. Though impressed with the
diversity of people, ways, and languages, lan came away beligv-
ing maore strongly than ever that all should be united—and that
Terra, the cradle of all mankind, qualified as leader,

First, Cameron had to lay the foundation. In addition to
revitalizing the HAF, he further expanded the Depariment of
Foreign Relations. He also began to fund several research
projects to improve interstellar communications, a step whose
ramifications would |ater became especially important.

In dacuments recovered recently on Terra, it has
been learned that Lord Cameron developed a long-term
plan that he hoped would result in the creation of a “Star
League.” Those documents indicate that he estimated it
would take 50 years to bring his dream to fruition. The first
tentative step., to tie together the five Houses of the Inner
Sphere by economic means, would be accomplished
after a decade of careful and meticulous preparation by the
diplomats of the Hegemony.

Then fate stepped in and Lord lan was given a chance to
accelerate his timetable by many years.

FATEFUL ANDURIEN

Why don't some maps show Andurien? Don't you know your
history, man? Andurien is where the Age of War started! Aimost
200 years of misery were lat loose there. It's not on the maps
because it's a place best forgotten. The land is cursed with lost
souls, the water polluted with the iron taste of blood. Andurien?
Friend, if's just Hell with jump points.

—~Captain Helen Redoar, quoted in An Informal History of the
Age of War, by Nicholas VanBurn, Tharkan Press, 2549

JIn 2398, the Age of War began when the forces of the Free
Worlds League and the Capellan Confederation clashed over
control of the much-disputed Andurien systems. After the Free
Worlds won control of these planets, the Capellans still did not
resign themselves to the fact. Meanwhile, the Andurien conflict
seemed to trigger battles and confrontations between every
power in the Inner Sphere in a chain reaction that lasted for more
than 150 years, The Capellans never lost their desire to retake
Andurien. though a century would pass before they made another
attempt.

In 2528, Chancellor Kalvin Liao launched the Second An-
durien War by sending ground and naval units against the
Andurien systems. Captain-General Albert Marik responded
immediately, and once more war consumed the whole region. The
devastating conflict lasted three years, with the Marik forces
ultimately defeating the Liao invaders, even though seriously
outnumbered. The war finally came to an end when Director-
General Deborah Cameron persuaded the two leaders to attend
a summit conference on New Delos in 2531. These peace
negotiations confirmed Marik control of Andurien, settled dozens
of ather Marik-Liao border disputes. and required that the Capel-
lans pay heavy war damages.

Though the Free Worlds League emerged victorious, Albert
Marik was so deeply shaken by the death and destruchion of the
Second Andurien War that he became dedicated to the ideal of
peace. In this, he was far ahead of lan Cameron, who was only a
boy of 17 in 2531. When fate finally did bring both men together,
they would combine their dreams of peace and unity to create the

. greatest axperiment that Mankind has ever known: the Star

League.

Twenty years later, in 2551, Andurien once again became the
focus of hostilities when Terrence Liao decided to attack the
Andurien syslems to prove that he was a strong male leader after
two decades of female Chancellors. When the Third Andurien
War broke outin that year, Albert Marik was 73 years old. Despite
his dedication to peace, he dutifully accepted reinstatement as
Captain-General and went forward 1o meet the enemy. Oncea
more, the Free Worlds forces battered the Liao troops, but it would
be five long years before Terrence would admit that he and his
army were exhausted by the struggle.



Itwas in 2551, the same year that the Third Andurien
\War broke out, that lan Cameren began the lang trail of
initiatives. talks, secret meetings, and negolialions that
he hoped would lead ultimately to tha realization of s
dream of a Star League. In that year, he attempted to
persuade Terrence Liao of the folly of the war against the
Free Worlds, but the Capellan Chancellor had his hear
set on making a name for himself. Though Terrence rejected
Cameron's peace initiatives, Alber Marik was interested in what
1an Cameron had to say. Cameron also contacted Craig Steiner,
then-Archon of the Lyran Commonwealth, in 2551, The two men
met in a series of ultra-secret talks, bul Cameron could not
persuade the Archon to commit the strong industrial base of the
Commanwealth to the plan for an interstellar govemment.

Cameron was not discouraged, however, By 2356, he again
proposed that the Liac Chancellor andthe Marik Captain-General
meet with him on Terra to negoltiate an end to the Andurien War.
By now, the Capellans’ poor showing in the war made Terrence
Liao mare than ready to accept the invitation.

The many weeks of treaty negotiations offered lan Cameran
a rare opportunity to earn the respect and frusi of the Liao
Chancellor and to further cement his relationship with Albert
Marik. Albart was. of course, already privy to the Terran leader's
dream of a government spanning the whole of Human space.
Tarrence, however, was dubious at first. Cameron patiently
explained that he wished to end the debilitating Age of War by
uniting the ten realms of the Inner Sphere and the Periphery under
one government, with each ona retaining its own identity, style,
and internal authority. Though Cameron was persuasive, Chan-
cellor Liao was not sure he could trust this new Star League 1o
keep out of the internal affairs of gach member-state.

What finally won Liao's cooperation was Cameron s promise
to extend to the Capellans “favored-nation” trade agreements,
financial assistance, and access to some of Terra's advanced
technology. It was Albert Marik who
executed the coup de grace when he
agreed to cede the long-disputed
Andunen systems to the Capellan
Confederation. With this concession,
Terrence Liao agreed to sign the
Clasped Hands Agreement, a secrel
subtreaty to the Andunen Peace
Treaty that officially ended the Third
Andurien War in March 2556.

This secret trade and non-ag-
gression pact laid the groundwork for
the Treaty of Geneva, which estab-
lished the intentions of creating the
Star League, with the Terran Hegem-
ony, the Capellan Confederation.
and the Free Worlds League as
tounding members. Signed secretly
an June 3, 2558, the Treaty of Ge-
nava spelled aut the basic terms for
the new interstellar government
Each state would maintain control
over its internal affairs. while the
eaders would meet in a High Council
to determing the outcome of impor-
tant interstellar questions. The
agreement named Terrence Liao
and Albert Marik {and their succes-
sors) as the rightful hereditary rulers

Onoe the Star League was fully in operation, it would
unite the economies of all its members into a single
structure., with a single currency, the Star League Dollar.
There would be a number of regional economic ex-
changes for trading in the shares of all major corporations.
Like Lady Deborah, lan Cameron believed that fow ties
were stranger than economic ones. Though every House
leader who eventually joined the League would be concerned that
their local industries would be swallowed up by foreign stockhold-
ers. the lure of buying into the immensely wealthy Hegemony
firms would always prove to be wresistible.

The Star League would also raise a joint defense force,
partially outfitted by member-slates but based on the advanced .
Hegemony Armed Forces military technology. The HAF had at
least a 30-year margin of technolegical superiority aver all ather
Inner Sphere militaries and a 50-year margin over the Periphery
realms. There was an even wider gap in certain key areas of
military hardware. For example, the "Mechs of the other House
armies could not effectively fight attacks from the air, but the HAF
could. aided by the Air Aggressor Fire Control Adjuster (AAFCA)
attached to their ‘Mech computers. Many a House MechWarrior
would have given their souls for an AAFCA. which Hegemony
warriors knew affectionately as "Auntie Antis.” Now here was lan
Cameron willing 1o give AAFCAS to any realm that joined him.

Inreturn, he seemed to ask ridiculously little. The other states
must agree to recognize Lord lan and his heirs as the only
legitimate First Lords of the Star League. They would also be
asked to contribute soldiers, equipment, and tracts of land for the
Star League Defense Forces, as well as pay a membership tax in
cash or raw materials.

This fateful document concluded with a statement that the
three signatary parties would "continue to serve Humanity and
Poace...with the eventual unification of all Humanity as our
dearest wish.”

of their realms.




SIGN OF THE TIMES

Late one mght in 2553, my lance was patroling
the southern edge of the Brighton Cliffs, on the
planet Cassias. After two months of heavy fighting,
there had been little action for two weeks.

It was almost dawn as | walked along a chalk
cliff, counting the minutes until | would be off duty.
Suddenly | felt the ground give way beneath my feet. Firing
my jump jets helped save me, but my 'Mech sustained
damage around the cockpit, particularly the communica-
tion equipment. That meant | couldn't call an my buddies
for help. Looking around with the few sensors left opera-
tignal, | could see that | was half-buried in rubble and that
one huge boulder had my right leg pinned behind me.

I'd only been sitting there, half-stunned, for a few min-
utes when a Kurita Archer appeared, followed by three
others. The Archer's hands were held up and the covers
to s missile tubes were down and locked. Confused, |
held my fire. The pilot opened the hatch 1o his cockpit and
poked oul his bare head. He continued his approach and
didn't seem too concerned when | pointed my laser
directly at him. He stopped a few metears in frant of me and
began 1o shout and gesture. Since | couldn’'t understand
and wasn't about to open my cockpit, | made the malfunc-
tion sign with my 'Mech’'s arm to signal that | couldn’t
communicate.

In response, the Archer's nght hand swung up and
seemed to be giving me a signal of its own. The first two
fingers of the ‘Mech's hand poked up, while the other two
curled to its palm with the thumb over them. The gesture
had no meaning to me. The Kunta warnor had by now
returned to his controls, and the 'Mech was in motion. |
allowed him to comea closer, but what other choice did a
Stinger have against four heavy 'Mechs?

The Kurita pilot lowered his 'Mech to its knees. As |
watched incredulously, the Archergrabbed huge fistfuls of
rock from around my ‘Mech. One of the other 'Mechs, a
Phoenix Hawk, moved forward and the two of them
pushed the boulder off my ‘Mech's leg. They helped me up
and held me while | tested my 'Mech. It was in amazingly
good condition, considering what it had been through.
Than the warrior pointed me south along the cliff face to
where | could make my way back to my unit. [twasn't until
| rejoined them that | found cut a cease-fire had been
declared.

| never met the Kurita warriors who helpad me out of
my predicament because | was soon transferred
offplanet, One thing that stayed with me was that Meach-
Warrior's strange hand gesture. | asked many other pilots
all the next year, but no one else recognized it, either.
Finally, | consulted an historian at the university near our
base. | showed him. half afraid it was something lewd. The
man only smiled, and began to rummage through some
old books, most filled with ancient, 20th-century photo-
graphs. Finally, he seemed to find what he was locking for
and handed me a book open to a photo of a young man
making the same gesture. The caption read, simply,
“Peace.”

—Captain Lessiva Toral (AFFS Ret.), quoted in
Ancedotes of the Age of War, edited by Duke Oscar Flyth,
Terran War Memorial Press, 2661

BIRTH OF THE STAR LEAGUE

Whila lan Camearon was slowly but surely laying the
groundwork for the Star League. he did not neglect
Terra's role as mediator. All the while he was wooing the
other major powers of the inner Sphere, he also contin-
ued Terra's important role as adjudicator of disputes. In
a number of these settlements, he was able to negotiate agree-
ments that allowed the dispuling governments o become co-
rulers of a world, with the Terran Hegemony as administrator of
the government. In exchange. the Hegemony received a percent-
age of the planet's gross income and was able to extend ils sphere
ofinfluence. By 2555, the Hegemany was part-owner of almost 30
such worlds, arranged in five ragged lines radiating out along the
borders of the Inner Sphere. These planets were almost all
resource-rich. While the Hegemony's cutin the planet’ s resources
seldom amounted 1o more than 10 percent of the planet’s total
gross product. that still added up to a substantial amount of
manufactured goods and raw rescources. Cameron had already
gone a long way to solving Terra's economic problems. The
creation of a Star League would complete the task.

The Hegemony's role as peacemaker was a greal SUCCess
publicly, and Director lan Cameron was hailed as the greatest
leader since James McKenna. Meanwhile, for the next 13 years,
he continued his relentless, but secret, campaign to persuade the
rest of the Inner Sphere to join with him in the Star League. It has
been said that he was a man with a golden tongue, a skilled and
charismatic negotiator. What few people know or wish to recog-
nize was that Cameron had a very special assistant in his guesi.
That man was Albert Marik, who was able to offer clandestine and
often devious assistance along the path that would eventually
lead mankind to the Star League.

Modern historians now date the end of the Age of War with
the signing of the Andurien Peace Treaty of 2556. Terrence Liao's
invasion of the Andurien system must have been a kind of last
gasp, for the people of the Inner Sphere had long since grown
weary of the continual stress of war. By 2566, interstellar manu-
facture and trade in consumer goods had already begun to pick
up because of the loosering of wartime priorities and trade
restrictions. Raw materials were flowing into the Hegemaony at an
unprecedented rate. creating a major expansion of heavy and
technical industries. The Hegemony was also doing a brisk
business selling their finished products to the other states. With
the general thaw, Cameron negotiated numerous trade and non-
aggression pacts that led to lowering of nearly all trade barriers in
the Inner Sphere and to a near-total cease-fire. No matter how
much other House leaders might hold out against the idea of a
Star League, Cameron and his secret ally Albert Marik knew that
it was just a matter of time.

The other realms were experiencing similar economic
booms, though the Lyran Commonwealth was having difficulty
meshing ite economy with the others. The Steiner government
was at first unprepared to regulate the sudden inflow of money
and resources. Whole planets were swallowed up by foreign
industmes while immigrants came pouring into the Common-
wealth in search of jobs. Archon Tracial Steiner was finally forced
to reimpose the trade barriers while her government rearranged,
enlarged, and strengthened its power to control business.

Politically, the treaties had brought near-peace 1o the Inner
Sphere. The remaining occasional outbreaks of violence were
mainly grudge matches between groups of soldiers on contested
planets. In the main, things had become so gquiet that a few Inner
Sphere leaders were considering agreements that would allow
them to stand down their militaries.




SECRET NEGOTIATIONS

A secrst is like keeping your virtue. You either feel
smugly pious keeping it or deficiously wicked losing if with
a friend.

__Grethella Dallas, infamous madam of "The Jade
Gates,” high-class brothels and escart services on Terra,
ca. 2560

Though lan Cameron wished to keep the Treaty of Geneava
2 secret so that it would not complicate negotiations with other
Houses. the enormity of the accomplishment was 1o much for
aven Lord lan's most trusted staff. Only a month after the sigring,
ihe entire Hegemany was abuzz with rumors of Lord lan's Star
League and what it would mean for Humanity. The vast majorty
of people wera in favor. Anything that might prevent violence like
that of the past century was worth trying. Though the Hegemony
had not suffered as heavily as other states, her pecple certainly
understood the tragic cost of war.

vat, even as the rumors flew, some pecple questioned how
the Star League could be effective unless all the interstellar
governments joined. Was Lord lan, in his effort to avoid war,
leading the Hegemony directly into one?

It was not too lang before rumors of the Treaty of Geneva had
spread beyond the Hegemony's borders into the other states of
the Inner Sphere, In the Capellan Confederation and the Free
Worlds League, corporations had begun to draw up plans to buy
into Terran companies and ordinary citizens began 10 anticipate
buying Hegemony products. Everyone looked forward to a boost
in their standard of living. Even the troops, who would no langer
be at war, were excited at the prospect of handling Hegemany
weapans. which were legendary among the Inner Sphere.

\When the other Houses of the Inner Sphere heard of the
Treaty of Geneva, however, shivers of paolitical panic shot through
them. Three united realms, led by the techmically superior Terran
Jagemony, would be an almost unstoppable force. Cameron
<new he could use these fears to his advantage, and so he and
Albert Marik began to put on more pressure, most of it through
clandestine activities. These included bribery and infiltration to
influence the Steiner government, and interference in the affairs
of the Federated Suns to precipitate that realm’s economic Crisis
of 2566.

Of the three remaining Inner Sphere realms, the Lyran
Commanwealth was by far the mostimportant to the nascent Star
League. The realm was ruled Dy House Steiner, which had
managed to build the realm into an economic force second only
to the Terran Hegemony. Though ils military was only barely
adequate, Cameron did not underestimate the Lyrans.

The Commonwealth was so crucial to Lord lan's plans that he
had been attempting since 2551 towin that state's participation in
the League. Leader of the Commonwealth at that time was
Archon Craig Steiner, awise and shrewd man then riding the cresl
of his popularity. Through careful manipulation of Lyran laws, he
had managed to stimulate a boom in the Commonwealth's
economy. This had atiracted many eager Hegemony in veslors
across the border to pour billions into Commonwealth corpora-
tigns. Many firms even opened factories within House Steiner.

The Lyran Commonwealth and the Terran Hegemaony had a
history of good relations. The Federation of Skye, the industrial
neart of the Commonwaealth, had been settled by men and women
who shared the Camerons' Scots ancestry. This cultural tie was
further strengthened when Lord Brian Cameron married Lady
Katherine McQuiston, a member of the Federation of Skye's
founding family, Craig Steiner heid out against lan Cameron's
persuasive arguments for joining the Star League because he

feared the Lyran economy would become absorbed by
the Star League. After Craig stepped down in favor of
Tracial Steiner in 2555. the new Archon decided it was in
the Commonwealth's interest to join the League.

When Cameron and Tracial Steiner finally agreed to
terms, the Archon knew that the Lyran military would
berefit from participation in the new Star League Defense
Forces. It would share up her forces, which were well-equipped
but lacking in proper leadership. Even more impartant, hwo new
Star League military academies would be built in the Common-
wealth. ane on Tharkad and one on Skye. This would give the
Lyrans legal access to the SLOF and at least some graduates
would go on to strengthen the LCAF. Cameron and Steiner alsa
negotiated a number of important military hardware contracts.
Archon Tracial Steiner and Lord lan Cameron signed the Tharkad
Accords in 2558, officially marking the Lyran Commonwealth's
intention of joining the Star League.

Lord lan could now turn his full attention to the last twao
holdouts of the Inner Sphere, the Federated Suns and the
Draconis Combine. The leaders of these realms each had his own
reason to resist becoming a member of the Star League. Hehiro
Kurita saw the benefits of membership, but he would need a
pawerful rationale to convince the Combine nobility 1o foreswear
the goal of Kurita supremacy in favor of a higher good. As for
Alexander Davion, his state had only recently emerged from a civil
war that had almost torn the Federated Suns apart. By mid-2550,
the Davion government was deeply involved in efforts o recon-
struct the ravages of war. Alexander had every intention of one
day joining the League, but not until the Federated Suns was well
on the way to recavery. He wanted the Federated Suns to join the
Star League from a position of strength rather than weakness.

PREAMBLE TO STAR LEAGUE ACCORDS

We. the Lords representative of the six Inner
Realms of the Human Sphere, in the name of Peace.
free Commerce, and our people, do hereby enter the
Covenant to be henceforth be known as the Star
League.

Wae do so in recognition of the greatness of each
member State, and of the qualities that made it great.

We do so willingly, in recogrition that itis in the bast
interests of our Realms, our Lands, our Resources, and
our people.

We do so with hearts open to Friendship with one
anaother's Realms, and look forward to an epoch of
Prosperity and Security.

After one and one-halt centuries of warfare, we are
ready to set aside the quarrels that have devastated our
Realms. No langer shall we be benighted by the evils
that have torn our worlds asunder, nor shall we waste
our Energy. Strength, Resources, or the lives of our
people in wartare and brutal conflict.

Instead, we greet a new Beginning, an Opportunity
unprecedented in the Human Sphere, an Opportunity
for every Realm to realize its full Potential for avery
Government to work together in Harmony and Under-
standing, forevery man, woman, and child to be safe,
secure, and prosperous.

\We pledge unto each other our Lives, our good
Faith, and our Sacred Haonor.

(signed):




By 2567. Alexander was ready to accept lan
Cameron's latest offer, which guaranteed that the Star
League would carry out preemphive sirikes against
—~ombine targets in the event of a Davion-Kurita war. He
knew that his realm's economy needed a boost, for it was
still suffering from the effects of war and many years of
secret tampering by Albent Mark's agents. The New
Avalon Accords, signed October 27. 2567 . formally declared the
Federated Suns membership in tha Star League,

Twao years |later, lan Cameron made the same promise of
military assistance 1o Hehiro Kurita, which gave the Dracoms
Coordinator an argument in favor of joining the Star League. The
Treaty of Vega, setting forth the terms of the Draconis Combine's
membership in the Star League, was signed August 15, 2569, At
lang last. the Star League was born.

INTERSTELLAR RELATIONS
Astrography and Astropolitics

While the shape of an interstellar realm is not as
crucial as the shape of a continent is to s citizens, it
does have a bearing on what its government can and
cannot do. For example. a sphere-shaped realm can
be far more aggressive in its interstellar relations
than a realm with an equal number of stars that is
drawn out into a leng, amorphous shape. You can't
be as aggressive when your star systems are hang-
ing out like ripe fruit on a low tree.

—Lord lan Cameron
Geography and Geopolitics

Anyone who says that geography doesn’t have
aplace ininterstellar relations should be sent 1o work
in the diamond mines on Fellarmn . There, they have
to tunnel 50 kilometers beneath the surface and risk
inhuman conditions to extract a few small diamonds
desperately needed for the planet's armor industry.
Yat, twelve light years away, on Sadalban, aworld of
the Dracoms Combine, gardeners can’t sink a spade
inta the ground without uncovering diamonds as big
as their thumbs.

—Lady Deborah Cameron
Economic Forces

| disagres violently with those economists who
insist that people should be considered as just one of
many different raw materials in a realm. That makes
the average citizen no better than a pile of iron ore.
Feople are both the cause and the solution to any
ecanamic problem.

—Lord lan Cameron
Intersteilarism

Interstellarism is thinking of Humanity made up
of people first and interstellar political realms sec-
ond. Once you begin to think that way, the differ-
ences between realms disappear and the universe
becomes a web of interconnacted economic and
social ties. We must never forget that no matter
wheare they were bom, all people have common,
basic needs.

—Lord lan Cameron

—Collected from various sources, ComSitar Ar-

chives, Terra

Over the next two years, the six leaders of the Inner
Sphere met in a series of conferences in Geneva to
hammer out exactly how the Star League would operate,
By summer 2571. they had drafted a 2,000-page docu-
ment known as the Star League Accords.

In an unprecedented moment of history, the six
rulers of the Inner Sphere appearaed on the floor of the
Hegemany Congress on July 9, 2571, Each solemnly read the
Preamble of the Star League Accords lo the large audience
gathered to witness the historic event. Each leader signed his or
her name to the document, then stepped aside, handing the quill
pen to the next. Coordinator Hehiro Kurita of the Draconis
Combine signed first, then Prince Alexander Davion of the Fed-
erated Suns, then Archon Viola Steiner-Dinesan. She was fol-
lowed by Chancellor Ursula Liao of the Capellan Confederation
and Captain-General Albert Marik of the Free Worlds League.

Last to sign was lan Cameron, deeply moved by the realiza-
tion of his dream. First he shook hands with each leader, thanking
him or her for leading their realms away from war and toward
peace. After reciting the Star League Preamble from memory in
a loud, clear voice, he, too. signed the document with a flourish.
According to legend, a tear fell from Cameron's eye .at that
moment, accounting for the small stain just below his large. bold
signature

LORD IAN AND LADY SHANDRA

Whentracing Star League roots, historians pay considerable
altention to Lord lan Cameron, Lady Deborah Cameron, and Lord
Michael Cameron. No one has yet studied the contribution of Lady
Shandra Moruff, who became lan's wife. She was instrumental in
the creation of the Star League, and many of her actions would be
crucial to its survival,

In 2533, Shandra Moruff, Baroness of Neuble Downs, New
Earth, was officially betrothed to young lan Camearon by her
father, the Duke of New Earth, and lan's mother, Lady Deborah.
Director-General of the Hegemony. This arranged marriage was
unprecedented in the Hegemony. whose people prided them-
selvas in honoring individual choice of marriage partners among
its upper classes. Inthe other states of the Inner Sphere, arranged
marriages for political purposas ware common,

The public greeted the news of Lord lan and Baroness
Shandra's betrothal with disapproval. Indeed, the most viclent
opposition came from the betrothed themselves. Lord lan, only
19, had just entered the HAF and was showing every sign of
becoming an excellent officer. Attractive, charming, and a firm
believer in sowing wild oats, he recoiled at the thought of having
Fis fate tied to a woman he had never met. He was so angry that
he refused to talk to his mother for a year, causing them both a
greal deal of pain,

Shandra was similar to lan in many ways. At 17, she was
preparing for her own military career and had no thought of

' pledging herself in marriage, particularly to a man she did not

know. Like lan, she broke off all contact with a parent, in this case,
her father. Unfortunately, the Duke of New Earth was killed
several months later in an aircraft accident before Shandra and he
could be reconciled.

The first official meeting between the betrothed couple was
not promising. After being introduced at a grand ball hostad by the
Duke of New Earth, they acknowledged each other sullenly, then
left the scene separately at the first opportunity. A bit shocked, the
couple's parents considered breaking the marriage contract. After
further discussion, the parents decided to make one more attempt
by forcing the two young people to write to one another.



The letters, preserved by an histonan of the Camer-
ons, have survived intact and are now in the archives of
our Blessed Order. What they reveal is the slow, almost
painful, development of affection that was, at its worst, a
clash of twa highly intelligent people with set ways and set
ideas. At their best, the letters express friendship and
even romance. At first, lan and Shandra did not realize
‘hat they were becoming increasingly attracted. but to the reader,
neir growing affection is as obvious as it is moving.

Two years later, the couple was married. On Apnl 12, 2535,
the wedding procession filed down fram the ancient kirk overlook-
ing Edinburgh, and the newlyweds were greeted by thousands of
wall-wishers and rose petals dropped from helicopters. Their
limousine was escorted by two 'Mechs bedecked with flowers and
colored streamers—one from Lady Shandra’s unit and one from
Lord lan's, '

This was not to be a fairy-tale marnage, however. lan and

“handra argued, separated, and often grated on one ancther s
irves. Yet, they always reconciled, either on long private vaca-
ons, or through many heart-felt letters during separations.

in 2536, Lady Shandra gave birth to Timothy Cameron,
Shortly afterward, the doctars informed the parents that Timothy
had an inoperable heart defect. Neglecting their duties, the couple
stood vigil over their infant for weeks until he died. Their grief was
ntense and some feared that the loss would split them apart
Mothing was farther from the truth. After two years of mourning,
the two reentered public life, seeming to express more affection
than ever. The public, who had loved the pair from the star,
seemed to adore tham more than ever after the tragedy. Shandra
went on to become Commander of the Hegemony Armed Forces,

THE NEW ORDER

FPeople everywhere greeted news of the Star League
with excitement and anticipation. Things would be chang-
ing, and any change was welcome after the long Age of
War. Even citizens of worlds little akected by the Star
League wanted the new order 1o succeed. First, however,
the Star League had to set up its government, which
required more than three years of intensive negotiations by the
leaders of all six reaims. During this time, the fragile nature of the
new aliance was threalened more than once.

The Star League High Council, composed of the heads of
the six member-states, was created almost immediately after the
signing of the Accords. To acknowledge lan Cameron's status, he
would be known as “First Lord.” Not anly was Cameron the pnme
maver behind craation of the Star League, but he was also the
ruler of Terra. the cradle of man. which lay, quite literally, at the
center of Human-occupied space. The High Council would be the
pinnacle of the Star League government as well as a communica-
tions nexus for the swift dissemination of information to all the
member-states.

The Star League capitol was located near the newly pristine
Puget Sound of the North American continent of Terra. Construc-
tion had actually begun years earlier on what would be known
afficially as the Court of the Star League, but unofficially as Unity
City. The city was to be huge. elaborate, and awe-inspiring, as
befit the center of Humarity. Materials from all member-states
were incorporated into its construction. Once built, the Court of the
Star League was hailed as an architectural marvel. One wisiting
architect called it a “a fairy-tale place. where parking garages are
as beautiful as the Taj Mahal.”

and in 2571, Lord lan ap-
pointed her Commander-in-
Chiet of the Star League De-
fense Forces.

Though Shandra did not
immediately become pregnant
again, Lord lan made no move
to appoint an heir. His only
reply when questioned was o
enigmatically call for patience.
As the years passed., the
people and public officials be-
came concerned about what
would happen if lan Cameron
died without an heir. Some
even made 5o bold as 1o sug-
gest that Cameron either take a
new wife or mistress in hopes
that a child would result.

On January 23. 2556, the
Palace of Cameron, Lord lan’s
residence near London, issued
a terse, two-line press release:
“The Cameron household is
proud to announce that Lady |°
Shandra MNoruff-Cameron ex- |
pects a child sometime in Sep-
tember. Lady Shandra is in the
best of health and spirits.” Lady
Cameron was 40 years old.
Mirs months later she gave
birth 10 a healthy son, whom the
Camerons named Nicholas.

At this time, the original
High Council of the Terran He-
gemony changed their name and
rank. From now on, they were
known as the First Lord’'s Adwvi-
sors and headed up major de-
partments within the Hegamaony
government in Geneva. Though
the scope of their work was tech-
mically limited to aiding the First
Lord govern the Hegemony, they
often provided unofficial counsel
on other matters.

Lord lan soon realized that
his duties as First Lord and the
current political situation made it
impossible to rule the Terran
Hegemony effectively. In 2572,
he assigned his Director-Gen-
eral responsibilities 1o either his
heir or to the President of the He-
gemony Congress. From that
day on, the Camerons would al-
ways consider themselves Star
League rulers first and Hegem-
ony Directors-General second,



THE STELLAR COURT

With the signing of the Star League Accords, the
Hegemony, and Terra in particular, became an impor-
tant center of activity. Embassies for League member-
states as well as branch offices of major foreign corpo-
rations were set up on every Hegemony warld. Toursm
boomed and passenger liners run by such major ship-
ping companies as White Dove Interstellar, the Red Ball
Express. and White Cloud Tounsm became a common
sight in Hegemony star systems.

Naturally, the Court of the Star League in Unity City
was the prime focus. The many Court buildings com-
tortably housed fully staffed diplomatic missions for all
membar-states, as well as representatives from all the
rmajor corporations. Within the complex of polished walls
was the headquarters of the Bureau of Star League Af-
fairs. Also within the Court, but separated and isolated
from the rest by a network of private gardens, high castle
walls. and tunnels. were the private quarters of the First
Lord and his farmly.

The interior of the Court of the Star League, which
soon became known informally as "the Stellar Court,”
was built from materials from every corner of Human
space. Silver filigree fram Niomede enhanced the glow
of Sadurni marble. Bharat teakwood, carved by the
skilled artisans of Tharkad, was encrusted with Blue Fire
Opals from Larsha. Everything had been chosen 1o
impress the viewer with the tact that this place was the
center of Humanity and not just the residence of the Star
League government.

It was not long before the nobles who came to the
Court responded to the beautiful surroundings by dress-
ing for the occasion. The High Council. which normally
met twice a year in the Court, attracted throngs of
attendant nobles dressed in their finest. Amid the huge
pillars of Kaifeng Shimmer Granite and in the filtered
light of stained glass windows, nobles mingled in the
Grand Hall. They awaited the appearance of the First
Lard, who would take his seat upon the Star League
Throne, which had been carved from white Suzano
ivary.

—Fram A Guide to the Eighth, Ninth, and Tenth
Marvels of Humanity, by Sandra Kinra, Tharkad Press,
2999

In 2573, the Bureau of Star League Affairs (BSLA)
was officially created. This heart and body of the Star
League government had six major departments: Social
Relations, Econemic Relations, Star League Revenue.
Department of Education and infdrmation, Star League
Attarney General, and Star League Administrators.

The Department of Administrators was the most im-
partant. It was run by five State Administrators appointed by the
First Lord and directly responsible for seeing that each member-
slate carred out the First Lord and the High Council's decisions.
Under each State Administrator were various Regional and
Planetary Administrators, who reported to their superiors and to
the government of the member-stale. '

The government of the new Star League was designed 1o be
a strong, yet flexible instrument to carry out the will of the First Lord
and the Lords of the High Council. First Lord Cameron appointed
more than three-fourths of the personnel to staff the BSLA's
bureaucratic posts, which gained him virtual dominance cver the
functioning of the Star League government. [EDITOR'S NOTE:
Future First Lords would take advantage of this power to water
down laws with which they disagreed.] As for First Lord Cameron,
he was circumspect in his use of this vast power. He often
consulted with the other Council Lords about his appointments
and tried where possible to find posts for anyone whom a
particular Lord wished to favor.

ORGANIZING THE MILITARY

First Lord Cameron appointed his wife, General Shandra
Moruff-Cameron, as Chief of Staff and Commander-in-Chief of the
yel-unformed Star League Defense Forces. To accomplish the
daunting task of creating a single military from the soldiers of six
separate armies, Shandra divided the SLDF into six separate
Military Regions, each corresponding to the borders of amem bar-
state. Each region had its own military contingent that would
include very few troops from that state. This precaution was
ntended to prevent an insurrection if the Star League should be
forced to act against that state. General Cameron was also not to
place too many soldiers from a state's rival into fts SLDF contin-
gent.

At the core of each region’s force were group divisions from
the Hegemony Armed Forces. Known as “Royal” divisions, these
units formed the backbone of each region's force. Royal regi-
ments and battalions were also scattered throughout other divi-
sions of mixed soldiers to enforce the proper execulion of orders.

Personality conflicts among the new SLOF officer corps were
at first an immediate problem. Enlisted men might setile their
difterences with fist fights that easily ended up with the combat-
ants buying one another drinks. Officers hid their rivalries under
a civilized veneer. They could usually find more devious and
destructive ways to express their competitivenass.

Because of these interstate and interservice rivalries, the
First Lord and the Commander-in-Chief decided to make a high
priority of recruiting and training officers specifically whose first
loyalty would be to the Star League Defense Forces. The First
Lord also won the right to recruit common citizens for SLDF
military service. Though this would ultimately create serious
tensions. it would also produce some of the Star League's
greatest military heroes.




ATTITUDE TOWARD THE PERIPHERY

The Periphery? It's like one big booby hatch. You
don't lock up that crazy guy walking around your city
screaming about God at the top of his lungs or exposing
himself to school girls. You just give him a ticke! to the
Periphery.

—Duke Mitchell Frenser of Caph, quoted in The
Periphery Mistake: A Exercise in Misconceptions. by Duchess
Bethella Ganis, Terran Press, 2811

In lan Cameron's dream of Humanity united under one.

government, he had always enwisicned the Taurian Cancordat.
the Magistracy of Canopus, the Rim Worlds Republic, and the
Outworlds Alliance, the four major Confederations of the Penph-
ery, as part of the Star League. Yet the fiercely independent
governments and people of the Periphery did not share that
dream. Those distant worlds had originally been settled by people
disenchanted either with life on the Terran homewerld or in what
became the five other states of the Inner Sphere. Why would they
seek to realign themselves with Terra or her offspring now?

As for the leaders of the Inner Sphere, they were avan more
suspicious and hostile in their attitude toward the Periphery than
they had always been toward one another. That did not prevent
the Lyrans. the Capellans, and the Mariks from trading with
Periphery governments when it was to their advantage. Truth be
tald, however, most people of the Inner Sphere looked down with
ill-concealed contempt on their Periphery counterparts, misper-
ceiving them as scoundrels, ne'er-do-wells, radicals, or savages.

The Cameron family had its own private hatred of the
Penphery because of an incident that occurred in 2489, In that
year, one Lieutenant John Cameron was a second officer aboard
the Orion, an unarmed survey vessel exploring a star system
beyond the Lyran Commonwealth. In the Orion's last message,
the ship reported being attacked by an unidentified vessel, When
in Hegemony searching party eventually located the survey
-assel, it was an empty hulk with not a trace of crew. Though no
conclusive proof ever turned up, some evidence indicated that a
Rim Worlds Republic warship had attacked the Crion. The
Camerons vowed that one day they would make those Feriphery
bandits pay dearly for the death of John Cameron.

PRELUDE TO WAR

We 've given a million men and women the knowl-
edge fo kill in new and exciting ways. then taken away
their weapons and toid them that they can't practice what

— ] — TR (]

—From a letter by General Shandra Camercn to
Lord lan Cameron, October 2569

Itis ironic that the Star League, whose stated purpose was
peace and good will among the stars, should have made war its
first major undertaking. Known as the Reunification War, this
conflict would claim mare lives in 20 years of brutal fighting than
had the Age of War, which lasted a century and a half. The
purpose of the Reunification War was to bring the major govern-
ments of the Periphery into the Star League by force of arms,

Within weeks after the signing of the Star League Accords,
lan Cameron sent copies of the Accords to each of the major
Periphery states, all of whom rejected the ofter within the year. In
public, the First Lord and his Council Lords expressed regret over
this refusal, but the Periphery leaders had played right into their
hands. Like nearly every powerful government that came before
or after it, the Star League suffered from the impenalist urge to
dominate. If they were no longer going to be warring with each
other, then they would go to war with the Periphery.

lan Cameron began to refer to the Perniphery as the "lost
worlds, " while instructing the Star League propaganda machine to
produce a vanety of materials portraying the outworiders as
averything from prodigal sons and daughters to the most murder-
ous Neanderthals. Cameron also kept Star League diplomals
Busy making such proposals to the Periphery leaders as a galactic
summit an Terra in 2572 (which every Periphery government
except the Rim Worlds refused to attend) or a "favored-nation”
trade package with the Taurian Concordat in 2573. The latter was
particularly specious, for the Taurians’ local products were supe-
rior to the exports the Star League was offering.

There was another, mora pressing reason for a war against
the proud and independent Periphery governments. Now that real
cooperation existed between the Great Houses of the Inner
Sphere, every government would have 1o significantly reduce is
standing army. Even with the troops being contributed to the Star
L eague Defense Forces, this would still leave hundreds of thou-
sands of battle-hardened veterans without work—and without
any other marketable skills.

The creation of the Star League Defense Forces took the
best soldiers from sach member-state, while the cream of the
remainder quickly rose in the ranks of the individual state militar-
ies. Yet even as the largest military force in mankind's history was
being created. the new era of peace sent many trained soldiers
back into civilian life. Many soldiers suddenly faced the unpleas-

. ant prospect of having to beat their sword into plowshares. Most

had joined the military as young men and women. |t was all they
knew, all they were trained to do. Now they were suddenly

expected 1o return to civilian life.
Many veterans found work as bodyguards for local nobles,

and others banded into fighting units that hired out to nobles and
governments to combat roving brigands. Some veterans, how-
ever, felt so lost that it was they who became the brigands preying
upan their former masters. One of the gravest questions dominat-
ing High Council meetings of this period was what to do about the
millions of unemployed soldiers roaming the Star League.



UNITED TRIUMPH MILITARY EXERCISES
inlate 2571, a band of brigands. composed mainly of
«gtarans from the Capellan military, attacked and razed a
- _roup of islands on the Capellan world of Milos. When the
Capellans responded by sending in a 'Mech regiment, the
soldiers recognized the brigands as former comrades
and refused to attack. In response, the Chancellor of the
Capellan Confederation asked the Star League for assistance
trom the Twenty-Second Royal BattleMech Regiment. Just as the
Twenty-Second was overrunning the brigands on Milos, the
Capellan regiment went to the rescue of their former comrades by
counterattacking the Star League unil. The Twenty-Second
managed to refreat without suffering too much damage. but news
of this turnabout persuaded the Council Lords that something had
to be done immediately.

Transcnipts from the High Council Spring Session of 2572
indicate that every Council Lord except Archon Viola Steiner
voted in favor of the resolution they placed befare First Lord
Cameron. If the wandering veterans could not be controlled, the
Council Lords said. then each Great House would have to retumn
its military to a war-time footing, a move that would threaten the
SLDF's numerical superiority and destabilize the fragile League.

After consulting with his advisors and Commander-in-Chief
Shandra, lan Cameron responded by ordering the staging of a
massive series of military exercises between the SLDF and the
state militaries. These exercises would create work for unem-
ployed soldiers, whom the League would hire as ersatz regiments
to hold certain unimportant worlds while the real regiments were
out participating in the exercises.

In fall 2572, the First Lord announced his plan for the United
Triumph Military Exercises. Thirteen SLDF divisions and ten

Juivalent House units participated in the largest military exer-
cises ever staged. Over 50 barren and lightly populated worlds
became the game board where the exercises were played out.
Most of these worlds were near the Periphery state borders.

Militarily, the exercises proved embarrassing for the Star
League. Though technically and logistically superior to all other
armies, the divisions of the new SLDF were still uncoordinated
and unsure of themselves. They suffered many clumsy defeats
and some outright disasters. One of these was the collision of the
SL5 Rickover, a Congress Class frigate, and the SLS Dawion's
Heart, a Davion Class destrayer on loan to the League, over the
Marik world of Vakarel.

The exercises were also embarrassing politically. The lead-
ers of the Periphery realms took special comfort in seeing the
much-vaunted SLDF bested by ordinary House units. Gaining
confidence that they could continue 1o resist Lord Cameron’s
demand that they join the League, some Periphery leadars bagan
to openly scorn the Star League and its apparently inept military.
Among the people, ribald songs and lurid caricatures of Lord lan
45 a doddering old man began to appear in the Outworlds Alliance
and the Magistracy of Canopus.

The only good salvaged from the United Triumph exercises
was passage of the Border Guards Agreement of 2572, which
allowed the SLDF to establish military bases throughout the Inner
Sphere, particularly in Periphery border areas. These bases
would soon become vital.

SPARKS OF SANTIAGO
A great Hlame follows a ittle spark.
—From “Paradiso," The Divine Comedy, by Dante
Alighierei ’

In2572, First Lord Cameron learned of the presence
of a regiment's worth of BattlieMechs in the Qutworlds Al-
liance. He had na idea from whom the Alliance had purchased the
‘Mechs, but believed that they were going to use them as models
for manufacture. In response, Cameron issued Directive 21,
which informed key worlds in the Outworlds Alliance that they
must accept SLOF units for their “mutual defense and protection
againsl the numerous bands of outlaws and pirates that have
infiltrated the region.” SLDF troops and units from the Draconis
Combine were immediately deployed into the Outworlds Alliance.

Though the Star League Regulars had explicit orders to
concentrate on searching for the location of the Alliance 'Mechs,
the Combine units were under no such orders. The Seventeenth
Galedon Regulars, a typical Combine BattleMech regiment, was
assignedto search Santiago City, a major metropolis and commu-
nications center of the Outworlds Alliance. With typical Draconian
arrogance, the Galedon Regulars destroyed buildings, ruined
businesses, and earned the animosity of every citizen in their
search for the elusive Alliance "Mechs.

Santiago civilians jeered and threw things at the Combine
‘Mechs as they lumbered past. The children of Santiago, known
locally as “sparks,” particularly enjoyed this sport. They thought
the worst thing that could happen was that a ‘Mech would swivel
its head 1o look at them while making deatening, unintelligible
noises over its loudspeakers.

On December 14, 2572, this "sport” became deadly. While a

‘lance of Galedon Regqulars proceeded through a poor neighbor-

hood, the local children taunted and jeersd, ran between the
‘Mechs’ legs, and pelted the soldiers with a barrage of snowballs,
stones, and other objects. Finally, one young warrior cracked
open the cockpit of her Locust and tossed a can of coolant at a
child running alongside her 'Mech. It is entirely possible that the
warrior was only trying to keep the youngster from running
between the legs of her'Mech, but the can missed the fleeing child
and struck the concrete before him. The can split open, exploding
coolant all over the boy.

An enraged crowd gathered around the screaming child and
the MechWarrior, whose lance had moved on. While trying to
escape, the her Locus('s legs tangled in the rusted-out shell of an
abandoned vehicle and the 'Mech toppled over, crushing several
people. The crowd attacked the fallen 'Mech with steel pipes,
wooden boards, and anything else they could find. Completely
panic-stricken, the young. Combine warrior began to blindly fire
her 'Mech's weapons. Twenty-seven Santiagans were killed and
anather 30 were wounded that day.

Repercussions of the Santiago Massacre were widespread.
Anti-Star League demonstrations broke out in all the Periphery
states. In 2573, the crisis grew 2ven deeper after the Combine
MechWarrior's court-marshal took place on Terra instead of in a
Santiago court. The people of the Periphery and their leaders
were thoroughly convinced that the Star League was as treach-
erous as it was deceitful,

[EDITOR'S NOTE: There have been many versions in the
telling of this incident. This account meshes several previous
reports and includes new research |




As a direct result of the Santiago Massacre, the ruler
of the Magistracy of Canopus broke off negotiations over
a border dispute with the Star League. In the Taurian
Concordat, Protector Mitchell Calderon ordered military
emergency measures to rapidly strengthen the Concor-
dat's defenses. It was also in this period that all the
Periphery governments but the Rim Worlds refused the
Star League's call for a galactic summit and the Taurians flathy
refused “favored-nation” trade with the League.

Though many BSLA diplomats counseled letling the furor
subside, the Council Lords retaliated. In 2574, they passed a
serigs of harsh trade restrictions and taxes intended to bring the
Pariphery to its knees. Though the new taxes brought about hard
sronomic times—even the threat of starvation—for the people of
those distant realms, their spirit of independence seemed to grow
even stronger. War was inevitable and everyone knew it.

MALAGROTTA CRISIS

This is the Grex-Dex Mining Station on Fontana in the
Malagrotta system. We will soon be under attack by five Taurian
Concordat naval vessels. Mitchell Hensley. our foreman and a
Navy veteran, tells me that the ships are a Winchester Class
cruiser. two Wagon Wheel frigates, and one Pinto corvefte, all
armead and headed this way. For the love of God, help us. We're
joyal to the Federated Suns and have no wish to end up as slaves
to a bunch of gun-happy hooligans.

—Dispatch from a Davion mining colony on Fontana to the
government of the Federated Suns, February 18, 2573

In 2499, huge deposits of titanium were discoverad just
beneath the sulphur-encrusted surface of the airless moon known
as Fontana. which orbited the gas giant DeeCee in the Malagrotta
star system. The discoverer of that moon, Grex-Dex Mining, had
offices in the Federated Suns and in the Taurian Concordat. Upon
learning of the discovery, both realms claimed the Malagrotia
system, which lay in the unclaimed area of space between the two
realms. Each side also dispalched military units to reinforce its
claim.

in one of the few instances of cooperation between an Inner
Sphere realm and a Periphery domain, the two sides reached a
diplomatic solution. In 2511, they negotiated the Omsol Accord,
which decreed that Fontana was so rich in titanium that there was
plenty for both. They formally agreed to operate Fontana as a joint
ventura. The most important provision of the treaty was the
pramise that neither state would establish a military presence in
the system.

In February 2573, the Omsol Accord was inadvertently
hraken. Five Taurian naval vessels, on maneuvers with a larger
fleat in the nearby Drexa star system, strayed into the Malagrotta
system because of navigational and communication failures.
Unaware of their incredible blunder and unable to communicate,
the five vessels calmly made their way to Fontana, hoping 1o
repair their equipment and then leave. They were complately
unaware that the panicked Davion miners on the planet had
issued several distress calls to the Federated Suns.

The Federated Suns dispatched ten vessels from its nearby
naval base to look into this “cowardly Taurian sneak attack.”
Arriving at Malagrotta, they discovered the Taurian vessels float-
ing above Fontana. The Davion commander im mediately ordered
his vessels to open fire on the Taurians. The battle lasted three
haurs and ended with all but one Taurian vessel captured or
destroyed. Only the Taurian cruiser, severely damaged, man-
aged to limp to the jump point and escape home.

\

Whaen the truth came out later, the Malagrotta crisis
might have blossomed into an interstellar incident. In-
stead, the Davion military covered up this officer's mis-
take while continuing to complain loudly about the Con-
cordat's act of war in the Fontaha system. The Armed
Forces of the Federated Suns geared up for war. Troops
were placed on full alertt along the Davion/Concordat
border and warships were moved in from the realm’s interior in
preparation for action. The Concordat, realizing that it was too late
ta let the truth speak for itself, placed its own sizeable military on
alert.

When Lord Alexander Davion finally learned the facts about
the Malagrotta crisis, he appealed to the First Lord to mediate the
dispute, though he did not reveal his officer's stupid misiake. The
Taurian Concordat flatly refused to deal with the First Lord,
however. They claimed that their grievance involved only the
Federated Suns and that the Star League had no business
meddling in their affairs. Enraged by the Taurians' refusal,
Cameron is reported to have said, “We have been compassionale
and prudent long enough. 'l be damned if I'm going to pull any
more punches.”

Publicly, he announced that the Federated Suns had acted
justifiably in response to unwarranted military attacks on civilian
settlements. in notes regarding his decision, Lord lan was appar-
ently in favor of the Federated Suns occupying the Malagrotta
system if the Concordat refused to pay reparations, but Archon
Viola talked him out of it. The other Council Lords were split on the
Malagrotta affair. The only thing all six could agree on was that
something would have to be done about the Periphery




LOSS OF FACE
| hereby swear my allegiance to the Rim Worlds Re-

-biic, ifs laws and its leaders. | also swear my heartfalt
_dmiration for the actions and ways of distant mother
Tarra. May her beauty never dim. May her light ever be
pur beacon.

__From the Loyalty Oath required of each citizen of
the Rim Worlds Republic, 2573

The only Periphery realm that did not inflame the animaosity
ar suspicion of the Inner Sphere was the Rim Worlds Republic.
Ruled by the Amaris family, whose ancestors had been high
afficials in the Terran Hegemony and who still retained Terran
citizenship, the Republic was considered the one “civilized"
domain amang the outworlds. Indeed, the Inner Sphere did
considerable business with the Rim Worlds. The other Periphery
govemments viewed it with contempt, however, and refused
amaris's offers to mediate between the Star League and the
Periphery.

The Amaris family controlled the Rim Worlds by force of
arms, and many citizens still pined for the days when they had
enjoyed a true republic. When Gregory Amaris invited a battalion
of Star League 'Mechs into the realm in 257 2—05ten sibly to train
his troops but actually to strengthen his political position—the
internal situation became even more unsettled.

In spring 2573, Rim Worlds dissidents dressed in Rift Repub-
lican Army uniforms stormed and seized a major prison for
political prisoners on the planet Apcllo. They were protesting the
Amaris government's sympathy with the Star League government
and the presence of a battalion of League 'Mechs on Apollo. After

eeing about 50 prisoners, the rebels killed the prison comman-
_ant and his senior staff. In their message to Gregory Amaris, they
threatened to blow up the facility unless all foreign forces were
withdrawn from Apollo.

Within half an hour after receiving this ultimatum, Amaris
ordared in the Fifth Amaris Fusiliers and the Amaris Republican
Guard. Later, he also sent in artillery units to raze the headquar-
ters compound. Amaris's private troops captured and killed any-
one who escaped the first two onslaughts. Whenthe people of the
Rim Republic learned that Amaris's own froops had mowed down
the rebels on Apollo, they were outraged. Viclent protesis broke
out all over the Fim Republic.

When the civilian disturbances did not subside, Amaris
instituted the Universal Act of Loyalty. This edict required that
avery citizen swear an oath of loyalty to both the Amarises andthe
Star League, or else-forfeit their rights and belongings. Amaris
aventually forced every Rim Worlder to take the oath, often by
means of starving rebellious groups such as the miners of
Lackhove into submission.

POLLUX PROCLAMATION

As | see it, you have two choices. you can join the
Star League, or you can join the Star League. Either way
you'll join, Whether you join as a full partner, sharing in the
benafits of the Leagua's wealth, or as beaten and bloody
slaves forever in chains, is a decision totally your own.

—Duke Gregory Webbson, Star League emissary 1o
the Taurian Concordat, 2575

The economic sanctions aimed at the Periphery created as
much economic disruption in the Inner Sphere as among the
outworlds, In the Lyran Commonwealth and the Free Worlds
League, Some major corporations were in danger of collapse
because of their dependence on unrestricted trade with the
Periphery. One of these was Far Star Traders, a huge shipping
firm based on the Lyran world of New India. Far Star lost so much
money during the first nine months of the sanctions that it went
bankrupt. That cost the Commonwealth over a million jobs and
plunged the entire Alarion Province into an aconomic tailspin.

When ather realms also began to feel the effects of the
sanctions, rumblings of discontent broke out among some of the
common citizens. At the same time, athers sympathized with the
plight.of the Periphery, and admired the independent spirit of its
people. These citizens objected to the economic sanctions and
began to campaign actively for a saner and more forgiving attitude
toward the stubborn outworlders.

In December 2574, lan Cameron summoned the Council
Lords to an emergency meeting on Pollux, a Hegemony waorld.
The debate over what the Star League's next action should be
lasted a whole month. Lords Hehiro Kurita and Alexander Davion
were in favor of war and argued that the League should send an
ultimatum to the Periphery governments. Davion knew that gear-
ing up for war would stimulate his state’s ailing economy as well
as help reconcile his people to membership in the League. The
Kuritans, militant to the core, welcomed war as ameans of proving
their superiority as warriors.

The Steiner Archon was also in favor, believing that war
would deflect the Lyrans' attention away from other, more domes-
tic, problems. Marion Marik, on the other hand, was worried that
tha Free Worlds would suffer a grave economic and social crisis
if trade with the Periphery were no longer possible. Chancellor
Ursula Liao was likewise more concerned with trying to solidify her
position as ruler.

As for lan Cameron, he did not need much coaxing. He had
not worked for more than 20 years 1o see “a handful of savages
and rabble-rousers” frustrate his vision of mankind unified under
one flag. Indeed, he believed war with the Periphery would
strengthen the bonds already forged with the other Great Houses
of the Inner Sphere as well as give their surplus military plenty to
do. Everyone believed that the Star League’s superior military
would subdue the Periphery in five years, at most. Cameron was
certain that the benefits of Star League mambership would erase
any last traces of resistance.

With the majority of the High Council in favor of war, First Lord
Cameron issued the Pollux Proclamation. Delivered to the Peri-
phery governments on January 2, 2575, this strongly worded
document stopped just short of a formal declaration of war. The
Lords of the Star League gave the Periphery governments three
months to respond.



The Independent States of the Periphery, as they
had bequn to call themselves, did not need that much
ime. On March 1, 2575, they presented the First Lord
with their scathing reply. The Star League might be the
mightiest foe any Human government had ever faced, but
the stubborn outworlders did not shrink from the task. Au-
tonomy was more important to them than any Star
League high-tech gadgetry or military “protection.” They would
fight before they would give in

immediately after the Proclamation was issued, First Lord
Cameron ordered the Bureau of Star League Affairs to create a
huge media campaign to whip up support for the inevitable war.
This obvipus propaganda action crealed considerable contro-
varsy among BSLA Staffers. Many believed it was against the
high moral purpose of the Star League to threaten war, and that
it was doubly shameful to coerce the people with lies. The
divisions within the BSLA became so bitter that the First Lord
publicly stnpped the Bureau's leader, Duke Mitchell DeGrason, of
his position and his titles for actions "unbecoming a member of the
Star League.” This action was all the more shocking because the
Duke was an old friend of Lord lan and had been best man at lan

and Shandra’'s wadding.

TEXT OF POLLUX PROCLAMATION, 2575

My Lords and Ladies:

We stand poised on the verge of a great era, a lime of
realized potential, of peace, security, and freedom for every
man and woman. We have taken sindes toward these goals
that are unprecedented in Human history by setting aside our
regional, parochial differences and forging a union vaster
and stronger than any previously devised,

In the course of this mighty achievement. we have struck
down many barriers to harmony and understanding. One
barrier that remains 15 the isolationism of certain areas that
refuse to join in with this union, and thereby jecpardize
everything for which it stands.

There is no good reason for the intransigence of people
whao will not recognize the greater good of laying down their
independence for the sake of joining our League. There is no
good reason for people to insist on resisting the superior
wisdom of those who have come befare them into the fold,
nor is there reason for them to continue to seek their own
lonely course far from the centers of culture and civilization.

This course of action is tempaorary. This course of action
is provincial,

Furthermore, in consideration of the commaon goals we
share, we must set aside our differences and pool our
resources for the common good, once and for all.

The Star League stands for a unified Humanity. As First
Lord of the Star League, it is my solemn responsibility to
protect the welfare of that Humanity wherever it may be
found, be it on Sian or Santigo, New Vandenberg or New
Avalon, Andurien or Apolle, Castor or Canopus. Throughme,
the Star League assumes the awesome task of safeguarding
the welfare of Humanity. It is a responsibility from which the
League will never shrink, a responsibility it shall never lay
down. The dark days of barbarism are over—we will not let
them return again.

The only way to ensure egual protection for all, the only
way to safequard the liberties of each individual, is for every
Human being to accept the benefits we offer, freely and
openly. So long as a solitary individual of the most distant
planat in the Peariphery ramains uneducated, impaverished,
or disadvantaged, all are equally stricken.

This situation is not now, nor shall it ever be, acceptable.
We intend to see that the majarity is not denied the benefits
of culture and progress at the hands of a minority of radical
isolationists. We intend to extend our benevolant protection
into every corner of Human-occupied space, whatever the
cost, until every man, woman, and child prospers and flour-
ishes. Let no one stand in the way of Human progress. The
time for reunification has come, but some have made the
grievous error of falling to heed the call. Instead, they chant.
jear, and jump about claiming independence, as if they wera
somehow beyond the grasp of their mother world, It is truly
sad, but it seems that the cost of a united Humanity will ba
paid in bleod.

To the poor people of the Periphery who live under the
thumb of isolatiorists, my message is as follows: Take heart!
The true light of Humanity will soon come your way and rip
away the darkness that has shackled your lives for so long.

To the isolationist governments of the Periphery, my
message 15 as follows: As you have shown by your uncivi-
lized refusal to negotiate in good faith for better relations
between us, | no longer restrain those of us who believe
purmshment is in order.

The purpose of the Star League is peace. The ideal of
the Star League is peace. The Star League 15 eternally
committed to the principles of peace. If the recalcitrant
leaders of the Periphery force our hand and require us to go
to war, the war will be total. No prisoners will be taken. No
holds will be barred. It the Star League is forced to fight for
peace, it will ba a fight to the death.




REUNIFICATION WAR

The Reunification War was in reality four separate
~ampaigns fought against the Taurian Concordat, the
Jagistracy of Canopus. the Qutworlds Alliance, and the
Rim Worlds Republic. Though the governments of the
Inner Sphere tended to lump tcgether thesa distant gov-
ernments, the Perniphery 15, of course, not a place with astrogra-
phical boundaries but merely the name for the vast space sur-
rounding the borders of the Inner Sphere.

Compared to the might of the Star League, or even 1o any of
the Great Houses that formed il the Periphery governments
seamed like relatively easy pickings. Yet, the armies of these
realms put up such a fierce struggle to retain their autonomy that
it took the SLOF mere than 20 years lo subdue them.

BATTLE PLANS
Most histories date the start of the Reunification War with the

Pollux Proclamation of 2575 and date the end with the establish-
ment of the Territorial States in 2597. The first campaign, against
tha Taurians, began in 2575, though war was not officially de-
clared until 2578.

By 2575, the Star League Defense Force was finally coalesc-
ing from a collection of uneasy allies into a unitied fighting force.
Cohesion and leadership were improving and the efforts of almost
constant war games had sharpened the army and navy's fighting
abilities. To build up the SLDF to a force capable of congquering
four distant Periphery realms, First Lord Cameron issued Direc-
tive 22 in late February. This edict commanded each member-
state to contribute troops from their House armies to the SLDF.
This force would be known as the Star League Expeditionary
~orce.

The command structure of the SLDF consisted of a Military
Operations Command, headed by General Shandra Cameron,
and four Regional Operations Commands (ROCs), each led by
the General respansible for seizing one of the Periphery states.
Within the ROCs were various Task Group Commands in charge
of the groupings of ground and naval forces being assembled for
use against Periphery forces.

DECLARATION OF INDEPENDENCE

At the request of the Independent States of the Pe-
riphery, | formally reply to your demand that we submit
to the Star League or else suffer the conseguences. My
reply is simply this: Restup, conserve your strength, and
Kiss your children goodbye because we have no inten-
tion of surrendering our soveraignty to a pack of politi-
cians who think they are important because they huddle
around Terra. Real men and women live free and
independent of any feeble ideas about "the birthplace of
Hurmanity” and other high-sounding drival,

Real men and women do not need Terra. and if nec-
essary, we are willing to give our lives to prave it.

—Grendel Roberts, Ambassador from the Inde-
pendent States of the Periphery, to Lord lan Cameron,
March 1, 2575

The SLDF had 270 regiments and over 500 capital
warships. Three regiments formed a brigade. Three bri-
gades formed a division, Three divisions plus auxiliary
and support units formed a corps.

Thanks to the United Triumph Military Exercises of
three years before, there existed a network of military
bases on worlds near the Periphery borders. In anticipa-
tion of war, Cameron had ordered that the bases be maintained
and secretly expanded.

The countless military transports slowly making their way to
the borders of the Star League created enormous disruptions in
normal activities. The SLOF virtually took over worlds along key
trade routes for months, even years, at a time, as military
transpors convoyed in from the interior, Warships of every
conceivable design crowded around jump points, their sails
fluttering idly in the solar wind. On the besieged worlds, military
transports ferrying supplies occupied every available spot in the
spacepors.

While these convoys were taking their places. along the way
appropnating everything they needed, the Commander of the
SLDF, the commanders of the four Regional Commands, and the
First Lord were planning their strategy. Star League forces would
drive straight toward the industrial heart and political center of
each Periphery state. The supplemental forces supplied by
League member-states would seal off the invasion route and cut
off enemy attempts to mount their own offensive. Thase troops
woukd also serve as a strategic resarve if the invasion force
needed halp.

The attacks against the four Periphery governments would
not occur simultaneously. however, The SLDF strategists hoped
that a successful, quick and dirty campaign against just one
Periphery realm would persuade the others to surrender peace-
fully to the Star League. Possibly because of Alexander Davion's
dislike of the Taurians, the Star League High Command selected
the Taurian Concordat as the target of their first offensive.

THE TAURIAN CAMPAIGN

Between March 2575 and December 2576, the Star League
ordered the deployment of the First. Third, Fourth, and Sixth
Corps to the Concordat border, Meanwhile, a large Federated
Suns auxiiary corps was placed along the Concordat border
between the planets As Samik and Naka Pabni. They expected
the campaign to last no more than six months.

As for the Taurians, Pratector Mitchell Calderon had begun
1o mobilize his military for war the day after receiving the Pollux
Proclamation. At the same time, the Concordat's industnes
geared up to produce arms and materiel. Of all the Periphery
governments, the Taurians were the best-prepared militarily.
This. along with the ferocious patrictism of the Concordat troops,
wrned the Star League's hopes for a "quick and dirty" military
success into a fierce campaign that lasted many years.

The Taurians knew that they would be vastly outnumbered
ance the full might of the SLDOF offensive task force was as-
sembled against them. Until then, however, the Star League
forces and the number of DropShips and JumpShips in the region
weare a mare fraction of their projected strength.



-

The advisors of Mitchell Calderen, ruler of the Tau-
rian Concordat, counseled the launching of & preemptive
offensive against the Davion auxiliary force betore the
four Star League Corps arrived in farce. This offensive did
not have any territorial objective. Rather, its aim was 1o
destroy as many enemy vessels as possible, particularly
troopships. In this way, the Taurians hoped to stall the
League's offensive long enough for the Concordat to integrale
rainforcements currently being trained in the Hyades Cluster.

The plan. code-named "Case Amber,” was adopled in fall
s£76. Under cover of lensions already existing bDetween the

Concordat and the Federated Suns, Mitchell Calderon’s
navy managed 1o sucker three-quarlers of the Davion
navy into launching anill-advised naval offensive in 2577,
Once the Davion warships were far from their own border,
the Taurians used another fleet of warships to cut tham
off. Desperately attempting to flee to the safety of the
Federated Suns, the Davion fleet ran into a much larger
fleat of Concordat vessels lying in wait in the Tentativa syslem.
When the battle was over, more than 20 Davion war ships ware de-
stroyed or captured while the Taurians lost only three vessels. It
was a stunning victory.

TENTATIVA

| don't remember climbing
inte the survival capsule. One
moment | was sitting there,
strapped into my gunnar's couch,
my fingers on the inggers. A
second later, | was watching my
ship. the FSS Sword's Foint,
slowly recede as the capsule's
small rockets pushed me clear.
The difference between those
rwo moments was marked by a
bleeding gash onmy arm and the
smell of my burned suit filling the
cockpit of the capsule

| was alone in a capsule that
was rated to hold 20. No other
iteboats from our ship seemedto
be about, nor could | liocale any
with the capsule’s equipment. By
looking autthe parthale, | maneu-
vered the capsule to where |
could watch the Sword's Point, Perhaps it would have been
better otherwise because | ended up seaing her last mo-
ments.

| looked at her hull. Just a month ago she had been
gleaming with a fresh coal of Davion red. Mow she was ugly
with laser rakes, missile craters, and cannon rips. Almos-
phere bled from her in countless places where the Taunans’
shots had compromised the hull's integrity. From a few of the
larger holes, | could see a speck being sucked out into the
vacuum: it would wriggle for a few moments, then grow still.

Suddenly one of her engines gave out. It wasn't an
explosion, but an implosion. My guessisthata Taurian laser
caught the engine in its reaction chamber, caoliapsing it and
forcing its reaction mass into the main engineering room of
the ship. The whole rear third of the ship began to cru mble like
a piece of tin foil. The force of the collapse tore open a seam
i the hull, expslling a huge plume of gas. Il glowed blue, a
sure sign of radipactivity.

Frem somewhere above and behind me, a salvo of
missiles raced toward the FSS Sword's Point. Most caught
her amidships. breaking her spine. Whatwas left of the ship's
atmosphere whooshed out. Debris began 10 spin about in all
directions, some of it entering orbit around one of Tentativa's
planets, some drifting out of the system and into the waste-
land of intersteliar space.

| passed under ona of the Taunan battlecruisers. For a
moment. | considered ramming her with the capsule, but
thought better of it. One little life boat couldn't do much more
than scuff the armor on a turret. Better to live than wastle my
lite making a few scratches an a warship. As | floated past, |
saw barely a scratch on the battle cruiser. Its turrets whipped
hack and torth like Krester Snakes, spitting missiles or lasers
at our ships.

Out of the corner of my eye, | sensed a flash. Turning the
capsule to face it, | saw the Eagle’s Eye, its bridge section
trailing debris and atmosphere as the ship tried to ram a
Taurian vessel. It missed, and the Taurians showed her no
mercy, pouring shot after shot into her. As the Eagle's Eye
drifted clear, it went completely dark; its power converters
had been hit. Unless they could be reconnected in an hour,
the crew would die as all heat drained from the ship. lwatched
it and counted the minutes, The lights never came back on.

| was eventually picked up by a Taurian cruiser. Tweanty
years later, most of them spent in a Taurian hard labor camp,
| was finally exchanged back to the Federated Suns. I'm an
old man whose memory has been failing recently. | forget the
good things and remember the bad. And when | remember
floating in that survival capsule, it's as though it had all
happened just yesterday.

— From Recollections of the Reunification War, edited
by Baroness Betheol Dryson, Star League Military Press,
2809




DESPERATE MEASURES
In May 2578, General Charles Mainstein Wexwaorth
responded to the Taurians by leading the four Star
ague corps inta the Hyades Cluster, hoping to capture
.. many Taurian industrial centers in an ever-tightening
net. Though the SLDF wen several important battles, the
Taurians always made them pay dearly for their wins. On
world after world, the SLDF would land with barely time to form up
pefore Concerdat Regulars began to starm the League ‘Mechs in
wave after suicidal wave. Perhaps because of this fierce resis-
tance, the Star League finally declared war officially in 2578,
Cameran and his High Council knew that now they would have the
popular support they needed. In making that announcement
public, First Lord Cameron stated that the Star League Defense
Forces would no longer be bound by the Ares Conventions, When
combating barbanans, he said, one must fight fire with fire.

By 2582, the Star League had captured more than a third of
the Taurian systems, with heavy losses on both sides, but the
Taurians had succeeded in tying down the majority of the Star
League’s best troops for four years instead of six months. The
Taunan troops would simply not give up.

Itwas in this same period that the atrocities began in earnest.
On Brussart, the Taunans revenged themsalves for the destruc-
tion of the cream of their navy at Robsart by intraducing slow-
acling poison inta the League's water supplies, On Weippe, they
torched the food stores that would have fed the Federated Suns
force for months, and on Pierce, they planted bombs in the sewer
system under the League forces base.

Two years later, General Amalthia Kincaid replaced
Wexworth after the elite Eighty-eighth Light Horse suffered 5,000
casualtes in the Battle of Corigan. It was Kincaid who master-

1ded the development of the striker regiment to respond to the
wnconventional tactics of the Taurian guerrillas, In 2583, the
indomitable Taurians launched Case Black, an elaborate plan
that got an assassin close enpugh to Admiral Kincaid to kill her
with a new weapon.

In summer 2584, General Amos Forlough was called in and
given a free hand. Because of Forlough's policy of creating
planetary blockades in orbit while his troops scorched every inch
of terrtory on the ground, Taurian worids again began to fall
before the SLDF. In response to Forlough's brutal tactics, the
Taurians aftacked the SLDF on Diefenbaker. It was the largest
Mech battle of the entire war and lasted for some five months.
Though Forlough broke the back of the Taurian navy in this battle,
the League lost many of its best warriors and the war dragged on
for another three years.

Winning was all that mattered to General Forlough, who next
sacked Hanseta, pillaged Victralla, and massacred civilians on
Carmichael. By 2588, the Taurians could claim anly a half dozan
scattered star systems outside the Hyades Cluster. When Star
League casualties rose to thousands in the seven-month-battle of
MNew Vandenburg, lan Cameren sent in Lord Damien Onaga to
replace Forlough. Beginning in January 2530, Onaga led the alite
Star Guards nearly unopposed through the last of the Taurian
worlds.

The fierce Taurians did not surrender until Septembaer 22,
2596, six years after New Vandenberg. The Taurian War was
finally over, though both sides were battered and bloadied, The
=axt morning, Taurian Protector Marantha Calderon committed

cida.

HORRORS OF WAR

General Shandra Cameron stepped down from her
post as Commander-in-Chief of the Star League Defense
Forces in November 2575 when she suffered a heart
attack. Replacing her was General Carlos Dangmar Lee.

General Lee had served for over 40 years in the Ha-
gemony Armed Forces before becoming the SLDF's
second Commander-in-Chief. After beginning his career as a
commaon trooper from Morthwind, he rose quickly in rank to
receive more demanding assignments. Before his promotion to
Commander-in-Chief of the SLDF, General Lee was head of the
SLDF's Strategic Simulations Departmeant, :

Once in command, General Lee was immediately beset with
the problems created by the Periphery military's victories. He
reacted by strengthening chains of command and severely pun-
ishing anyone lax in fellowing orders. Though this had little effect
on his own troops, his stern warnings and reproaches quickly
upset the allied units from the House militaries.

As the war moved beyond the opening surprises and settled
into the monotanous hell of a more common and less flashy
conflict, disturbing patterns were emerging. When First Lord
Cameron renounced the tenets of the Ares Conventions in 2579,
his enemies followed suit.

The most common horror was the massacre of civilians on
many Periphery worlds and the wholesale destruction of their
farmlands and industries. On the Periphery side, their desperate
response was the use of Human-wave tactics to slow down tech-
nologically superior Star League units. Concealed until the last
possible second, hundreds, sometimes even thousands of Pe-
riphery troops, most armed with only a laser rifle and a satchel
charge, would charge an advancing Star League force. Firing
their lasers, the soldiers would charge straight into the teeth of the
Star League force. If a soldier was shot down, another behind him
would grab his satchel charge and continue on. Though most of
these troops never reached their target, those who did were
numerous enough to cause many casualties among the SLDF.

In 2579, the Dog-Face Company of the 45th Royal Battle
Regiment was the target of a Human wave attack while fighting on
the small Concordat world of Werfer in 2579. Caught without
infantry support, the Dog-Face "Mechs could not prevent the
Taurian soldiers from reaching their position or from detonating
their explosives among the legs of the ‘Mechs in an effort to cripple
the machines. Some troopers tied a satchel charge onto a
BattleMech's ankle, or mere often, held the explosives to the
Mech's legin a suicidal hug. The Dog-Face Company lost the use
of ten 'Mechs. all with destroyed ankle joints. Four of the ten
MechWarriors piloting the 'Mechs were killed when Taurians
rushed the cockpit section of the fallen ‘"Mechs, opened them, and
tossed in explosives.




OUTWORLDS ALLIANCE WAR

The war against the Taurians kept the majority of the
Star League's Expeditionary Force busy from 2573 1o
2681 when Admiral Janissa Franklin broke the back of
the Taurian navy in a lwo-week long battle on Robsart.
Though the Taurians fought on for another 15 years. the
victory at Robsart allowed the League High Command to
begin their offensive against the Qutworlds Alliance.

Gnigon Avellar, President of the Qutworlds Alliance, had no
mare intention of joining the Star League than any other Periphery
leader. but he also knew that the Aliance military could never
hope to defeat the Star League in combat. His was a mosily
agrarian realm, with less than 120 light 'Mechs to defend it.
Indeed, many of these ‘Mechs were little more than beefed-up
AgroMechs,

A= elements of the Star League's Second and Fifth Corps
and auxiliary Draconis Combine troops began to deploy along the
Alliance border in June 2581, Avellar sent a secret delegation to
Lawrence Davion of the Federated Suns. He hoped 10 make a
deal that would keep his realm from being too badly damaged by
the fighting. Meanwhile, General Amos Forlough and the Second
Corps Regulars easily took the mining systems of Groveld and
Bryceland in July of that year. Not long after, the Fifth Corps and
a Draconis brigade made short work of Weissau, Schnmeck, and
Tabayama.

By early October, General Forlough was planning la drive
directly against Alpheratz, the Alliance capital. He did not expect
to meet serious resistance, What Forlough did not know, how-
ever. was that Lawrence Davion and Grigori Avellar had strucka
deal. In one of the strangest twists in history, Davion mabilized
three ragiments of his most elite and trusted Household Guards
to create a "special” unit. This unit was known as the Pitcairn
Legion, after Commanding Colanel Elias Pitcairn, and they would
fight secretly for the Quitworlds Alliance against the Star League.

How and why did such a strange turn of events occur? When
Alliance President Avellar approached Lawrence Davion in the
summer of 2581, he offerad the Federated Suns "protectorship”
of a dozen agricultural and water-rich worlds along the Dawion/
Alliance border when the war was over. At that moment, Law-
rence Davien felt betrayed by the League because it had not
provided enough financial assistance to bail out the Sung's ailing
economy and because the Star League had not yet honored its
promise to formally declare Davion ownership of the Chesterton
warlds. These and other political/economic considerations made
Davion receptive 1o the deal that Avellar offered.

Centrol over the rich Alliance border worlds would assist in
postwar recovery, and would also keep the Draconis Combine
from conquering these same planets. In exchange, Davion
pledged to work both covertly and overtly for an end to League
military aggression against the Outworlds Alliance.

In October 2581, Lawrence Davion dispatched the Pitcairn
Legion to the planet Sevon, where they encountered General
Forlough on his deep-space drive toward Alpheratz. Both sides
took heavy casualties. Because of that damage. Forlough was
forced to wait for reinforcements of Kunta Galedon Regulars
nefare he could resume his attack on Sevon. Though the SLDF
finally captured the planet. the Pitcairn Legion escaped offworld.

Just two days before Forlough's final thrust toward
Alpheratz, the League High Command called off the
offensive. After the defeat of the Federated Suns fleet off
the Taunan system of Tentativa earher that summer,
Lawrence Davion had demanded,that lan Cameron reas-
sign Star League units to the Concordat front. Because
Forlough's units were the only forces available, he had to
give up a third of his fleet to another frant.

Though no longer able to strike against the Alliance capitol,
Forlough and his Kurita auxiliaries took several more planets in
early 2582 These easy pickings ended when the Fourth Rasal-
hague Brigade lost out to the Pitcairn Lagion on Budigen. Frus-
trated and angry, the Combineg troops went berserk, destroying
property and massacring civilians, The brutal Forlough showed
no mercy, either. On at leas! a dozen Alliance worlds, he crdered
10 percent of all civilians executed as an example to those who
ppposed the Star League.

The Qutwarlders, who had not believed themselves strong
enough to ¢challenge the Star League, now wanted nathing more
than to fight these cruel invaders who murdered their people and
destroyed their lands. Thousands joined the Alliance militia. To
train these farmers and merchants in anti-'Mech warfare, Pitcairn
assigned Captain Joshua March. They learned fast, but still had
to depend on guile as much as military training.

Forlough was constantly frustrated by Lawrence Davion,
who sent troops to occupy several worlds that were part of
Forlaugh's attack plan, claiming they were under Federated Suns
protectarship. In some cases, Davion commanders even refused
Kurita units the right to land or resupply on certain of these
planets. In reaction, Hehiro Kurita ordered his commanders 1o
lake as much territory as possible, which often left Forlough
stranded.

While Davion and Kurita played out their own game of
conquest, the newly trained and courageous Outworlders began
to embarrass Forlough with their stiff resistance. Believing he
could starve the Outworlders into submission, he put the torch to
every world he encountered all through the spring and summer of
2583. Backed by Pitcairn's Legion, the Alliance forces responded
with an ambush of Forlough's force on Tellman V. In the day-long
battle, the Alliance troops took out more than 200 Star League
'Mechs, lasing about 100 of their awn recently acquired machines,
Meither side would ever fully recover from this Day of Vengeance.

The war against the Outworlds Alliance ended with a whim-
per rather than a bang. When General Kincaid was assassinated
on the Concordat front, the brutal Forlough was transferred to
command of the Taurian theater. His replacemant, Major-General
Franklin Barnex, was never able to obtain enough troops for a
push an Alpheratz and seemed content to hang onto the worlds
Farlough had conquered.

In 2585, the Alliance and the Star League signed the Peace
of Cerberus, which granted the Alliance the right to govern itself
under the supervision of the Star League. Though the Alliance
had demanded the right to try General Forlough for war crimes,
the League refused. It is estimated that 12 millien people, mainly
civilians, died before the two sides sat down at the negotiating

table.




WAR AGAINST CANOPUS

Upen reading lan Cameron’s Pollux Proclamation,
Magestrix Crystalla Centrella of Canopus asked her
ministers, "What can he offer us that we cannot already

' buy?” No one knew that better than the Lords of the Star
League, who lusted after the wealth and stability of the
Canopian worlds.

The Magistracy of Canopus had grown from a handful of
planets to a wealthy_ unified realm of more than 50 star systems
by concenirating on one major industry: pleasure, No matter how
immaral or illegal something might be in other states. pleasure-
soekers could find what they were looking for in Canopus—
provided it did not hurt anyone else. The Canopian pleasure

iaces brought in billions for the ruling House Centrella. Life was
good, too, for the citizens of this realm.

Under the command of Captain-General Marion Marik, the
Star League marshalled the 30-plus regiments of the Seventh
Corps, plus twelve regiments of Marik troops, against Canopus.
The Canopians had 17 'Mech regiments, 12 Home Guard regi-
menis, and two fleets of small ships. Though they had money to
fight a war, the Canopians knew they would have difficulty
replacing ‘Mechs and other materiel because they did not have
the industrial capacity to replace combat losses. They would have
1o guard their resources carefully.

The Canopian campaign began in June 2577 when Marion
Marik took Gouderak, followed by the fall of Umka in October, after
a three-month-long struggle. Because the Canopians could not
afford to slug it out unless they had to, their fighting strategy was
to stay mobile, using hit-and-run techniques and evasion rather
than brute force. This kept the Canopians somewhat scattered
throughout the interior of their space, which at times worked to
heir advantage and at times did not.

The Canopian Colonel Adam Buguoy is credited with devel-
oping the strategy that kept the Canopians from being overrun by
the well-supplied might of the Star League armies. Sesing the
League commanders so dependent on high-tech equipment and
on supply lines that had already grown very long by January 2578,
Buquoy masterminded a raid that set the SLDF back six months.
In a hard-fought but successful attack against Meadowvale and
neighboring supply depots, the Canopians destroyed the
League’'s major supply point in the region.

Marion Marik responded by constructing depots and staging
bases all along her supply line. This slowed the Star League
oftensive for six months, butdid not stop it. The turning paint of the
war accurred in the summer of 2583 in a two-day aerospace battle
among the outer planets of the Thurrock system, one of the
League's important supply centers. The Canopians had attacked,
believing they had the advantage of surprise. Marik's squadrons
were ready and waiting, however, and were able to virtually
destroy the Canopian navy. Now was the Marik's chance to
pounce on the capital world of Canopus IV, which she captured in
April 2584 after a month-long battle that left heavy casualties on
both sides. _

The Canopian campaign dragged on for another four years,
as one by one, Marion Marik took every last remaining Magistracy
world. This campaign was as hard-fought and protracted as the
others in the Periphery, but one major difference was Captain-
General Marik's scrupulous adherence to the Ares Conventions,

_This prevented random destruction and helped to dispose the
snquered Canopians to cooperate with the Star League.

RIM WORLDS WAR

Gregory Amaris, Lord of the Rim Worlds Republic.
ruled over a people who resantad the loss of their demo-
cratic rights and the truly republican form of government
that had once existed. Amaris. with his dreams of power
and conguest, hoped to build the Republic into a state
equal to any of the Inner Sphere governments. Unfortu-
nately for Amaris, he so alienated the people with his arrogance
and misguided policies that they finally revolted against him.

The rebellicn had already begun to heat up in the period just
after the birth of the Star League when Amaris showed his support
of the League in many public actions. Al the same time that he
approved the Pollux Proclamation in 2575, he also issued the’
Manchester Directive ocutlawing membership in the Rim Republic
Army. Though the RRA was now little more than an honorary
society, it was the Rim Worlders' last link to their former demac-
racy. Amaris’s agenis rounded up and arrested, without due
process of law, anyone suspected of being an ARA member.

The final straw came in April 2575 during a worker's strike at
a ‘Mach factory on the politically volatile worid of Apollo. When
Amaris called in the Fourth Amaris Dragoons to break the sirike,
the demonstrators (many of whom were ARA) overwhelmed the
troops and declared themselves the Rim Provisional Government
and Apollo as their base.

Amaris declared the whole planet to be under martial law and
sent in every 'Mech he had to destroy the rebellion. Colonel
Katherine Dormax, commander of the Seventh Amaris Legion-
naires, refused the order to fire on her fellow citizens, howewver,
and placed her unit in service of the rebel government. Shortly
afterward, the Eighth Amaris Fusiliers followed suit. The whole
northern continent came under the rebel banner. Amaris withdrew
the remaining loyal units from Apolio and called on the Star

* League for help.

The SLDF hadits hands full in the Taurian Concordatin 2575,
and soon the Canopian campaign would begin to heat up. Thus,
it was not until 2581 that the League could turn its sights on the
Rim Worlds, where Amaris had been holed up at his private
residence deep within the Republic.

The Star League called the Rim Worlds offensive Operation
Mailed Fist. With the intention of driving toward the heart of the
Rim Worlds, the League mobilized 18 regiments of League
Regulars, six Free Worlds regiments, and three Lyran regiments.

Though the Rim Worlders had few 'Mechs or MechWarriors,
the strength of their army had always been based on numerous
wheeled, tracked, and hover vehicles. Patriotism and the love of
freedom would also fire these motley irregulars to great heroism.
As the months went by, Combine units arrived to bolster the
sagging campaign. The rebels became even more determined
because the Kuritans were often brutal toward civilians.

The months wore on, with the League capturing only a third
of the Rim Republic eight years into the war. In March 2585,
Archon Viola Steiner-Dineson arrived on Apollo in command of

/ the Fourth Royal Guard. She had a clever plan to draw the rebels
away from the capital, leaving it vulnerable to capture by her units

plus Amaris reinforcements. The trap might have worked but for
an unexpected failure in communications that left the Archon and
her Guards trapped among three enemy ‘Mech regiments. The
Rim Worlds rebels destroyed most of the Fourth. Viola Steiner-
Dineson was so badly wounded that she died a month later.
The StarLeague was simply too powerful, however. By 2596,
the SLDF forces had hunted down the last of the rebels. The Rim
Provisional Government surrendered in September of that year.



POSTWAR ERA

As of midnight September 3, 2596, the Prowisional
Gavernment of the Rim Worlds Republic does hereby
surrender unconditionally to the forces of the Star
League. All citizens are ordered to cease hoslie actions
and lay down their weapons... .| realize that the fight has
been long and hard and to surrender now i$ a bifter piil, but to fight
any longer would damnus to obiivion. May God have mercy on our
souls, we don't want to see averyone dig.

—Senator Benjamin Trivallor, spokesperson for the Provi-
sional Government of the Rim Worlds Republic

With the surrender of the Rim Worlds and then the Taurian
Cancordat in 2526, the Reunification War finally came to an end.
in 2597, the four conquered Periphery governments became
Tarritorial States of the Star League, with large occupation forces
present to enforce the will of the League-appointed Military
Governors. Most of these garrison forces would be withdrawn by
2607, when home rule was reestablished and Star League
Associate-Member status accorded to the four Territorial States,

To soften the trauma of these changes, the Star League
launched a massive raconstruction effort and propaganda cam-
paign to “foster good will between the digtant fronhers and the
cradle of Humanity.” The people of the Periphery reacted with
cynicism at first, finding it hard 1o believe such propaganda after
all that had occurred, As the years passed and the Star League
government’s reconstruction efforts began to show results, many
citizens of the Periphery began to feel a grudging respecl for their
former enermies.

Far the next 150 years, the Star League would guarantes its
people an unparalleled era of peace, prosperity, high technology.
and improved quality of life. lan Cameron did not live to see the
true greatness of the Star League, which flowered only after the
Reunification War.

NOT SO BAD

A NEW FIRST LORD

In 2600, Lady Shandra Cameron died. Two years
later. Lord lan Cameron followed her. The Stlar League
marked their deaths with a year of official mourning, and
the High Council Lords ordered all Star League officials to
wear black and all official vehicles to display a black
stripe. This would become a tradition after the passing of
every subsequent First Lord.

lan's son Nicholas became leader of the Star League when
he was 46 years old. Mone of the other High Councilors opposed
his accession because the elder Cameron had trained his heir
well for the power and responsibilities he would face.

Just after his 18th birthday, Nicholas Cameron had entered
ine Sandhurst Aoyal Miiitary College, an SLDF Academy in
Berkshire. England, on Terra, where he trained as both a Mech-
Warrior and computer specialist, In 2578, he graduated with
honors and was assigned to the Forty-third Royal Light Horse
Regiment (later known as the Steeds of Nicholas). Within six
months, he had been promoted to Lance Commander and in
another six months 1o Company Commander.

In 2600, the Forty-third's posting was the small Concordat
world of Badlands. It was a dangerous assignment, because
tough,and stubborn groups of Concordat rebels still roamed the
arid mountains of the planet's southern continent, refusing to
surrender. Twice, Nicholas Cameron was wounded in action. in
the first incident, a small piece of shrapnel penetrated the cockpil
of his Riflerman and slightly wounded the left side of his face. The
second time was more serious. After walking his Riflemaninto an
ambush of three autocannons, his cockpit was completely de-
stroyed before his company could come to his aid. Nicholas lost
an arm and nearly lost hus life.

He arrived back on Terra for recuperation just after his
mothers death. Within weeks of the funeral, the First Lord
appointed Nicholas First Lord-Designate. By 2602, he became
First Lord,

| realize that I'm suppose p to the high ideals of my youth and

not cave in la the lure of

folks.

'‘tchange the tact
the wars. We' ol hospitals, we've g
deserts, and we've got more jobs than there are
do the Camerons ask inreturn? That we getup ana p

hure once thare were
» fill them. And what
 allegiance to the

1 U I.::' "-'-«'”h | F'E!Ii'll

me that's better?

what can you

1, be =0 me of being a League r;;.-':"|'||:|?11r|iat:r let me

remind you that | was toting a laser rifle in the

risking my neck against Star
firebrands were even borm. MNe

tempted to s wny little throat

ck Hell Mountains and

| am nat pither. S0 when you come around
;. remember that being independ

ent means ha
wir'd be in by
: 10 change your i




LEONARD'S FO LLY
in the grand and everlasting debate on which is more

vital for a man, a well-built slut or a slug from a bottle. one
thing must be said in defense of the boftle: its always

willing.
—_Remarks attributed to Coordinator Leonard Kurita

The one sour note in the era of postwar reconstruction and
the healing of war wounds came, predictably perhaps. from the
Draconis Combine. In 2581, Coordinator Hehiro Kurita.died atter
falling down a flight of stairs. Where Hehiro had been a skillful
palitician as well as a wise ruler, Leonard Kurita, his son and
= ccessor, was a willful, erratic, perhaps even unbalanced man.
The fact that he was also an alcoholic and a libaertine did nothing
to improve his qualifications to rule a powerful state.

indeed. his accession to the Combine throne was not auspi-
cious. As soon as he received news of his father's death in 2591,
the middle-aged Leonard decided to celebrate his new power by
hopping from planet to planet across at least adozen ot his worlds
in an orgy of women and drink.

This was. of course, in the midst of the Reunification War, and
lan Cameron did not appreciate the newest member of the High
Council being off on a debauch instead of tending to crucial affairs
of state. The new Coordinator only shrugged when he heard
sbout Cameron's speech censuring him before the other mem.-
nhers of the High Council. It was his first duty. Leonard said, to
produce an heir, even if he had to visit every seraglio in the
Combine to do it.

Both his excesses and his vices seemed to multiply as time
wenton. As a result. the Combine's District Military Governors had
1o assume responsibility for the Combineg's role in the Reunifica-
tion War. Mor did they yield any of this power with the war's end,
far Leonard paid neither them nor his duties any mind.

Whether it was due to drink, drugs, or some intrinsic mental
defect, the wildly unpredictable Leonard would sometimes order
large contingents of BattleMechs 1o land on worlds near the
Hegemony/Combine border, Perhaps he wanted 10 see what the
First Lord would do. Cameron interprated this behavior as delib-
erate aggression against his people and a challenge to his power.
Cameron was also angry because Leonard's 'Mechs were badly
needed elsewhere to fight the war.

While the Reunification War went on, Cameron limited him-
self to issuing ever more strongly worded protests, Once the
Periphery war was over, he immediately 1ook more direct action.
As many units began to return homeward, Cameron began o
order some of these to positions along the Hegemony/Combine
karder. Yet Leonard did not seem at all intimidated. Rather, he
seamed inspired to new heights of folly.

In 2601, the unmarried Leonard Kurita decided it was time to
search the Combine for the bastard children he had tried to sire
ten years before. Though he located a few, the Coordinator was
not satisfied. Obsessed with the idea of finding all his children, he
began to have paranoid fantasies that lan Cameron had spirited
sorme of his offspring across the border into the Terran Hegem-
ony.

IR 2602, several lances of Combine BattlieMechs, reinforced
with platoons of infantry, landed on Asta, a world jointly owned by
the Combine and the Hegemony and therefore a demilitanzed
zone. The Combine troops headed directly for the planet's
schools and orphanages, where the soldiers ordered the fright-

ened children to line up for scruting. By the ime elements
of the Regular Army's Minety-first Heavy Assaull Regi-
ment {The Armadillos) arrived, the Combine troops had
gone, but not before taking 14 children whom they be-
ligved to resemble Leonard Kuria.

Even after medical tests proved that these children
were not related to the Coordinator and they had been
returned home, relations between the Hegemony and the Com-
bine remained severely strained. Royal units of the SLDF were
placed along the Combine-Hegemony border in a state of height-
ened readiness, for no one knew what scheme the erratic Leonard
might canjure up naxt.

During the Fall 2604 session of the High Council, Coordinator
Leonard stumbled inta the Council Chamber, strode up to the First
Lord, and spat in his face. When guards rushed forward with their
weapons atthe ready, the First Lord raised his hand to signal them
to wait, Calmly wiping his face. he asked the enraged Council Lord
what was the meaning of this act.

Lord Leonard launched into a tirade about how the First Lord
was deliberately hiding his Kurita heirs. Waving a half-empty
bottle of his favorite brew, Leonard next accused Cameron of
deliberately attempting to gut the Combine of military forces
during the Reunification War. Nicholas Cameron calmly denied
the charges and invited the Coordinator to sit down to discuss the
matter with dignity. Wobbling where he stood, the Coordinator
screamed that he would do no such thing and threw the bottle at
Micholas Cameran.

The bottle missed the First Lord, but hit one of the guards. As
the guard instinctively fired a shot with her laser rifle, the bolt
grazed the Coordinator's right arm. Leonard leaped at the guard
mefare she could react, stabbing her with a dagger that he pulled
from beneath his rabes. Then he ran from the Council Chamber
while Micholas Cameron and the other Lords tried to help the
wounded guard. She died before medical assistance could arrive.

The guard's name was Sergeant Tanya Kerensky. To honor
her attempt to protect him, First Lord Nicholas Cameron awarded
the Kerensky family the special title, “Defender of the First Lord,"
and the right to attend any university or military academy. So
began this great military line, whose name has become almosl
synonymous with the Slar League.

Coordinator Leonard Kurita fled Terra for the safety of the
Draconis Combine. When he arrived, he immediately began to
assemble an army and a fleet for the invasion of the Hegemony,
He did not listen 1o his family or his generals’ pleas to reconsider.
Even the normally timid public was uncharacteristically bold in
demonstrating their opposition.

Leonard Kurita lent a deaf ear, even after his sister committed
seppuku in shame. It truly looked as though the Hegemony and
the Combine were about to go to war. With the Coordinator so
unpopular among the other Council Lords, he would surely have
to go it alone against the entire Star League. I this was to be war,
it would be one the Combine could not win.

Before the first attack could be launched, Coordinator Leo-
nard Kurita died mysteriously. It came out only much later that
members of the Kurita family, humiliated and shamed by Leonard,
had secretly tried the hopelessly corrupt Coordinator and found
him guilty. Leonard had been assassinated at their command,
averting a useless war. The Kurita family stood down the as-
sembled warships and divisions and began to hope for a much”
saner regime under the new Coordinator, Blaine Kurita.



ECONOMIC AND SCIENTIFIC
ADVANCES

Inmany ways, the passing of Leonard Kurita marked
the true. though unofficial, end of the Reunification War.
By 2605, mast of the participating troops had returned 1o
the Inner Sphere and were making their way back to their
homeworlds. Everyone was eager to sweep away the last ves-
nges of the bad years and enjoy the peace that the Slar League
had promiséd but not yet delivered.

With Leonard gone, the threat of war evaporated. The Star
League forces poised to attack on the Kurita/Davion border were
ordered down from War Alert status, but First Lord Nicholas
Cameron decided that Star League or no Star League, he was
taking no more chances. In another of the greatironies of history,
the First Lord of the Star League asked his most trusted advisors
and military strategists to create cantingency plans for war with
each of the other five members of the Star League at the very
moment he was about to lead the Human race into its finest
moment.

Though a minor economic depression atfected every govern-
ment immediately following the Reunification War, the Inner
Sphere began to boom as corporations retooled their factories to
produce civilian rather than military items. Trade with the new
Territonal States was especially profitable because they lacked
almost everything and were willing to pay with vital raw resources
from their worlds. Once again it was cargoships laden with goods
rather than SLOF troopships making their way among the worlds
of the Pariphery.

The period from roughly 2600 to 2650 has been often
referred 1o as the Good Years. Freed from the demands
of researching ever more potent weapons and of churn-
ing them out for war, the leaders of Star League member-
slates could direct their scientific and industrial resources
toward creating a better life for all. The Terran Hegemaoany,
the Federated Suns, and the Lyran Commonwealth were
the leaders in research and development. but the whole race
benafited from the fruits of their research.

The Terran Hegemony could now return to what it knew best:
high technology. Spurred on by a senes of decrees from lhe
Director-General, major industries adopted long-range plans for
research programs aimed at widening the Hegemony's techno- -
lagical edge. Also important in shaping the Hegemony's future
was a series of secret messages, only recently discovered by
ComStar researchers, in which the government urged these
same industries to voluntanly reinstate the ban on selling ad-
vanced technology. This was because Cameron was shll not
convinced that no other Lord would challenge his power. In return,
First Lord Nicholas awarded the firms lucrative military contracts
to help make up for any business lost.

Perhaps the most significant technological development
during Nicholas Cameron's reign was the HyperPulse Generator.
The origing of the HPG go back to the equations of the great
Professors Kearny and Fuchida. In one obscure section of their
papers, published in 2022, they speculated on the possibility of
creating artificial jump points and they provided equations for
generating them. Because the costs would have been astronomi-
cal, the scientific community did not pursue these hypothesas any
further.

The Jamerson-Ulikov Water Purification Procedure

Firstdemonstrated in 2622, the J-U Purifier was a break-
through that rivaled the development of the HPG in impor-
tance. The procedure, which used a filtering agentmade from
gommon sand, was half the size of the previous purification
plant and could be preduced at a third of its cost. The device
was developed at the Caph Institute of Technology.

When news of this important technology was an-
nounced, it sparked considerable debate within the Hegem-
ony government as to whether the J-U Water Purifier should
be placed on the Hegemany's unofficial list of "sensitive”
technology, preventing its sale to anyone outside the He-
gemony. First Lord Nicholas decided that to suppress the
device would be unusually cruel to those warlds that had to
devole enormous resources just 1o obtain drinkable water.
He approved the licensing of the purifiers to other member-
states. Seon, previously marginal or uninhabitable worlds
were opening up for colonization while other colonies blos-
somed with the aid of the J-U Purifier.

The Eligus Medical Diagnoser

Developed in the 2640s, the Eligus Diagnoser was the
brainchild of the Saffal Medical Institute. Using the latest
computer technology, the Diagnoser was capable of doing a
complete medical work-up on a patient in an amazingly short
time with only minimal Human assistance. The Diagnoser

OTHER MAJOR TECHNOLOGICAL BREAKTHROUGHS

also combined various devices, such as X-Ray, CAT, GRT,
and VelRay scanners into one compact device. With the
Eligus Diagnoser, it was now possible for a computer with the
intelligence of a specialistto diagnose a medical problem and
suggest a treatment in a fraction of the normal time and cost.
The machine was so proficient that the Star League Medical
Association would not allow it into hospitals until 2665 be-
cause of groundless fears that its use would throw thousands
of doctors out of work.
Neural-Dimensional Computer Technology

While photon coursing had long agoe replaced electronic
wiring in computers, a major breakthrough occurred when
several research groups discoverad that light beams could
be phased and modulated to represent more than simple on-
and-off messages. The discovery resulted in the develop-
ment of the Light Tree as the basic building block of comput-
ers and allowed computer designers finally to build a com-
puter patterned after the Human brain. Though the resulting
computer, called SIBYL, was in some ways adisappointment
{not being able to "think” like Humans, as its designers had
hoped), its ability to calculate and make rational decisions
was a guantum leap beyond the capabilities of computers.
Meural-Dimensional Computers were adevelopment thatthe
Hegemony kept to itself while funneling them into its military.

—From A Timeline of Technology, by Duchess Nichole
Simon, Hegemany Press, 2734




In 2614, First Lord Cameron appointed Joshua
Hoshiko as Minister of Communications. The next year.
Hashiko enlisted Cassie DeBurke, a brilliant young pro-
f -from the University of Terra (located near the Court
o @ Star League), to study the problem further. De-
Burke realized that the cost ta transmit matter through
artificial jump peints might be prohibitive, but the cost to
tranemit bundles of energy—modulated energy. such as simple
-adio waves—was within the range of modest reacters. Ifthis idea
could be converted into practical technology, it would make pos-
=ible the instantaneous transmission of messages to receivers 50
light years away.

For the next 15 years, Professor DeBurke and her research
staff worked secretly and feverishly on her theories. The culmina-
tion of their work was the first HPG station, built just outside the
Court of the Star League, which transmitted the first HPG mes-
sage on New Year's Day 2630. Once this revolutionary system
was set up all over the Inner Sphere, it took a mere seven days o
broadcast from Terra to Tharkad. Messages to the most distant
Penphery planet took less than six months to arrive, atleast twice
the speed of the previous transmission fime.

Another major change that First Lord Nicholas instituted was
the unification of the entira Star League under one economic
system. When he announced his ambitious plans in 2621, reac-
tions were varied. Interrealm speculators vehemently opposed
the idea. which was understandable because they made their
living from trading in the various currencies and taking advantage
of differing economic systems,

The Kurita government was at first opposed because thay
feared bacoming too dependent economically on the other stales
of the Inner Sphere. The Steiner Archen also opposed the idea
3 iz it seemed to violate the sovereignty of an individual
rewm. The major corporations in all the member-states approved
of the First Lord's economic plan, however. indeed, a protest
shutdown of 80 percent of all Lyran business forced the Archan to
accept the plan, Businessmen saw a single currency as a way to
raise profits and to simplify the maddeningly complicated mone-
tary exchange system that hampered all their dealings.

The change over 1o the new money system officially began
on July 1, 2623. The new currency was based upon the Star
Dallar. The paper money had the official seal of the Star League
on one side and a small holographic engraving of a spaceship on
the other. The Council Lords suggested that Lord Nicholas's
image appear on the bills, but he declined. Because every
member-state had the respansibility of printing the meney, under
strict League supervision, each bill would also show the seal of its
own realm.

As the First Lord had foreseen, the new ecanomic system led
to an unparalleled boom in trade. Merchants traveled to the
farthest corners of occupied space, bringing prospenty and a
better quality of life to all. Truly, this was a golden age of
cooperation and the good life.

From 2632 on, the League began to expand at a rapid rate
because of advances in water purification technologies that
reduced the costs appreciably. The process was so much
cheaper than what the Ryan Cartel iceships could provide that
Ryan eventually went bankrupt. The other major difference was
that these new water purifiers required high-tech maintenance,
he *hat was no problem during this optimistic era. By the year
. more than 1.000 new planets had been colonized and the
League had expanded to control a sphere roughly 540 light years
irn diameter. '

GENERAL JOSEPH CAMERON
In 2598, Nicholas Cameron married Lydia Petersen,
the Duchess of Bryant, just before his unit shipped out 1o
serve in the Periphery Territories. As a member of the
Department of Star League Education'and Information,
Duchess Lydia was involved in the public relations cam-
paign to persuade the citizens of the Periphery Territorial
States that the Star League was their far-away fnend always
willing to lend a hand

The marriage was apparently a very good one, despite the
difference in their ages. Duchess Lydia eventually became the
Education Department's second-in-command, taking only a brief
leave of absence to give birth to a son, Joseph. Nicholas Cameron
was severely wounded on the Periphery world of Badlands on the
same day his son was born.

Despite what was. by all accounts, a loving and proper
upbringing, Joseph Gameran grew up to be a vain, devious, and
aggressive young man. On Joseph's 16th hirthday, his parents
sent him on an extended tour of the Star League, accompanied by
many admired and respected figures of the realm. They hoped
that these dignified men and women would somehow influence
their wayward son to change his ways

Unfortunately, Joseph Cameron seemed even worse by the
time the tour was over. At a loss, his parents turned him over 1o
the SLOF, who sent the young man to the newly built War College
of Mars as a cadet, The college staff was under strict order from
the Camerons not to give Joseph any preferential treatment. if
anything, Nicholas ordered them to give the boy an extra-strong
taste of reality so "he'll learn that foolish actions can lead to serious

consequences.”




Josaph's inmrrig|bla behavior survived the acad-
emy, but he also developed a veneer of suave courtesy
during that time. A year after leaving the academy, he
married a young officer named Josephine Franks. She
was one of the reasons that Joseph almost became
respectable. Only on the battlefield, where he earned a
reputation as a nasty fighter, did his true self fully emerge.

Joseph rose quickly inthe ranks of the SLDF, despite several
minor scandals. By his 29th birthday, he was a Colonel in
command of a Royal regiment. He also became a father that year
when Josephing gave birth to Michasl Cameron. Belisving his
son's days as a delinguent were over, First Lord Nicholas ap-
pointed him Director-General of the Terran Hegemony in 2630,

The Mhan-Gradium scandal broke a decade later. Mhan-
Gradium Light Conductor Industries was a small manufacturer of
light pathways for computers. In 2641, they won an imporiant
gavernment contract that gave them wirtual dorminance in their
field, Several months later, investigative reporters traced a series
of kickbacks and brnbes from the company all the way to the
Director-General's palace. The story went public, and for the next
several months, Josaph Cameron repeatedly denied the growing
evidence, calling it a lie fabricated by his many enemies.

Just as one reporter was promising the revelation of impor-
tant new evidence, the man met with a sudden, mysterious death.
Suspicion came 10 rest squarely on the shoulders of Director-
General Joseph. The First Lord removed Joseph from his position
as Hegemony Director-General until after the investigations,
reactivated his commission in the Regular Army, and had him
assigned to the backwaters of the SLDF as commander of the
Wargame Arrangement and Flanning Commission.

Four months later. Joseph died. While participating in a
regional wargame with the 112th Hoyal Hussars (The Jokes of
Josaph), his Mech stepped on an improperly prepared vibrabomb
that blew its leg off. Joseph attempted 1o eject from his falling
'Mech, but the rockets fired before the cockpit hatch could open.
The accident occurred just as the investigation into the reporter’s
death was leading to a warrant for Joseph's arrest.

During Joseph's few short months at the Wargame Arrange-
ment and Planning Commission, he devised one of the most
important training tools of the SLDF. These were a senes of
contests that turned warfare into a competitive event in the Star
League. The competitions not only helped soldiers to keep their
combat skills honed to a fine edge, but the contests instilled esprit
de corps. Regional wargames determinad which units would.go
on to face the champions from other regions. The cycle of
competitions continued for four years until the final and ulimate
wargame, the Martial Clympiad, was held to determine the best
fighting units in the SLDF.

COUNCIL EDICT 2650

In 26848, Nicholas Cameron designated his grandson Mi-
chael as his successor. This surprised many who expected the
First Lord to name one of his daughters or his second son,
Mitchell, as Heir-Designate. The unexpected announcement,
plus the cloud of suspicion that still clung to Joseph's memory
stirred up considerable debate among the member-states. Mi-
chael Cameron attended the War Academy and graduated as a
MNaval officer, though he had a scholarly bent. Most of his military
career was spent aboard the battleship Arkansas, first as its
Sciance Officer and then as its second-in-command.

When Nicholas Cameron died in 2649, control of the
Star League passed on to Michael Cameron by right of
succession. While the Council Lords publicly welcomed
the naw First Lard, in privale they wondered whether
young Michael had enough pblitical skill for the job.
Several were looking forward to being able to manipulate
him. Events in the Periphery territories would soon prove
that the new First Lord was up to the tasks facing him.

Tadeo Amaris, a member of the ruling family of the Rim
Warlds Republic, had begun an alarmingly rapid expansion of his
military. By 2650, Michael began fo receive urgent messages
from agents in the area about whole cargoships filled with Battle-
Mechs, tanks. and artillery pieces docking at Tadeo's hom eworid
of Apallo. They estimated that within three months Tadeo's
military had swelled from eight regiments of battered light 'Mechs
1o 15 regiments of very capable 'Mechs of all sizes.

Where Tadeo was getting the 'Mechs was a mystery. The
ships delivering the arms were registered to legitimate trading
companies from several realms. When questioned, the firms
replied that mysterious parties had asked them to ship the
weapons with no questions asked. Because they had been paid
well, the manufacturers complied, even though it was weapons
and ammunition they were transporting.

The First Lord convened an emergency meeting to reveai this
nfarmation o the other Lords and to seek their adwvice. The
problem was that, technically, Tadeo Amaris was not acting
illegally, for he had the right 1o build up his House forces. When
Cameron sent Star League representatives to ask that he disband
his army, Amaris guoled passages of the Star League Accord
guaranteeing the right to bear arms.

When the High Council and First Lord met to consider the
crisis, most expressed fear that this would be only the first of the
powerful Periphery families to present a threat. The spectre of
another Reunification War seemed lo raise 18 head. The High
Councilors believed that they had few choices. They could order
the Regular Army and the Navy to march in and simply confiscate
and/or destroy Amarnis's weapons, without even the slightest
pretaxt of legality. They could publicly demand that Tadeo disarm.
Or they could change the laws so that Amaris's acts were illegal,
forcing him to disband his excess regiments.

Though Michael Cameron was not entirely comfortable with
the tactic of rewriting laws, the Council voted to proceed with the
third option. The First Lord also persuaded them to approve a new
law limiting the militaries of powerful Inner sphere families and the
House armies of each meamber-state. Council Edict 2650, the
law's official title, dictated the acceptable size of military forces
that governments and private families were allowed to raise. An
even stricter measure had already been enacted in the Periphery,
where even particular weapon systems were specified as unac-
ceptable.

Amaris backed down after the Star League sent in several
‘Mech regiments on extended maneuvers over the Rim Worlds

. border. The crisis ended without a single shot being fired when

Amaris apparently disbanded his extra regiments. He secretly
continued to build up his forces through reservists and the
formation of local militias, howeaver. |t was only much later that
anyone learned that Amaris was obtaining his "Mechs from the
Oraconis Combine.
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PEACE AND PROSPERITY

A FORTUNATE MARRIAGE

in 2657, First Lord Michael Cameron. who had “lived
jife to the fullest with many women,” as one nNews com-
mentator put it, finally fell in love. The woman who had
won his heart was Duchess Katarina Mann, a beautiful
and intelligent woman from a nable family that traced its lineage
tg the 15th century.

K atarina was born and raised on her family's estate outside
Magdeburg in northern Germany. She had an early and keen
intgrest in history and flying. She pursued both at the War
Academy on Mars, where she hecame a superb aerospace pilot,
a capable officer, and a scholar of ancient European history.

After graduation, Katanna was assigned to the Thirty-fourth
Fleet Aero Wing (The Black Aces). Her mothership, the Venge-
ance Class DropShip Nimitz, was attached to the Forty-ninth
aval Flotilla when the Star League wanted to discourage Tadeo
Amaris's political ambitions in the 2650's.

News of her father's death in 2653 cul short Katarnna's
pramising military career. She returned to Terra to take up her
iather's pesition as her hame region's political and economic
leader. She sparked a boom in the region’s economy by
coaxing several major defense industries into building
factories there. The First Lord met the elegant
K atarina Mann on a visit to one of these factories.

Their courtship became something of a
game followed by the whole Hegeamany.
Joumnalists, always eager for axclusive
pictures ar comments, stalked the
couple incessantly. An overaager
eporter from Der Spiegel, one of
the Hegemony's largest
magazines, was thrown 1o
the ground by the Duch-
gss, who was proficient in
karate. { &

The First Lord and. g @
Duchess were imaginative [V
in their efforts to escape T
the press. One of their fa-
vorite dodges was lo
spend a quiet, if not luxuri-
ous, week in the middle of an
S| DF base, where the guards at
the gales gave any inquisitive re-
porter a tour of the brig. Another time,
Duchess Katarina took off in her per-
sonal cutter, leading reporters in their
chartered vessels on a week-long chase
a3 she tried to rendezvous with Michael.

In 2659, after several years of this
courtship in public, First Lord Michael
proposed and Katarina accepted. Their
marriage took place in the Christian
Cathedral at the Court of the Star
League. The cergmony, with its medieval
flavor, was remembered as one of the
grandest pageants in League history.
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Far their honeymoon, the bride and groom boarded
the First Lard's private JumpShip for a two-year grand
taur of the Star League. Escorted by a fleet of military and
private vessels, the two visited all five member states and
the four Periphery Territories. Thedrip was a triumph of
good will, with the elegant couple charming the nobility
and the public wherever they went. Politically, the voyage
gave the FirstLord a chance to cement his relations with the other
member states. Even the economy benefited because the First
Lard examined at close hand what his unified economy was
accomplishing and what it was not.

When the two eventually settled down to a nermal marriage
back on Terra, romance gave way 1o reality. The Duchess .
despised the almost constant scrutiny that attended the wite ofthe
First Lord. while the First Lord was angry at Katarina's reluctance
to put her responsibilities as First Lady aver other concerns, such
as the situation in her homeland. For a few tense months, the
marriage seemed doomed, but the couple’s mull al affection
eventually won out. This was fortunate because Katarina became

Ty the First Lord's closest adviser as
well as a voice for caution and
peace during coming crises.




FIRST HIDDEN WAR

The new couple’'s charm could not prevent the Dra-
conis Combine’s withdrawal from the League’s social,
public, and economic affairs. The Edict of 2650, which
placed a ceiling on the size of House armies, had forced
the Kuritas to dismantle many units, including several
regiments of BattleMechs. The Kurita family was insulted.
They believed that the Camerons had drafted the Edict to prevent
the Combine from growing too strong. They might have raised an
evan greater storm but for the fear of being discovered as the arms
supplier ta Tadeo Amaris. Until they could find a proper response,
House Kurita withdrew, slowly raising barners between itself and
the rest of the Star League.

Some of the Draconis Combine's isolationism can be attri-
buted to a sweeping interest in ancient Japan, the Kuritas’
ancestral homeland. Therise in the use of the Japanese language
further isolated the Combine from the rest of the Star League.
There was also an upsurge in interest in Bushido, the ancient
samurai code of honor. One of the oldest and strictest of warrnor
philosophies, it suted the Kurita MechWarriors, who already saw
themselves as a class apar and above society.

The Kurita family easily exploited Bushido's emphasis on
loyalty to one's lord and reliance on an uncompromising code of
personal honar. Inreturn for this loyalty, the Kurita rulers elevated
MechWarriors ever higher by granting them many privileges. The
most obvious of these was the right 10 wear samurai swords as
symbols of MechWarrior status.

Along with Bushide came a fascination with dueling. At first,
most duels were fought between men armed with swords, but
duels between individual warriors in their 'Mechs soon became
common. MechWarrior regiments contested to determine who
was the best warrior, often with unfortunate results. Despite the
losses, the Kurita leaders supported the idea of dueling as a way
ta improve the overall quality of their warriors and to promote a
tanatical loyalty.

Ultimately, the better and bolder warriors began to challenge
warriors from the SLOF regiments based in the Draconis Com-
bine. Though this practice was politically dangerous, the Kunta
family condoned it because they considered the SLDF's 500
bases in the Combine to be a kind of occupation force. The
Coordinator could not demand that the SLDF force, numbering
about 350 regiments, be removed without causing an immediate
crisis, but he could harass them. These duels, which continued for
decades, were a kind of hidden war cccurring beneath the placid
and prosperous daily life of most citizens in the Star League.

The first duel involving a member of the SLDF
occurred in 2681, just outside Fort Shandra on the Kurita
world of Benjamin, Dueling Master Amanda Kazutoyo, a
MechWarrior from the Third Benjamin Regulars, lifted her
BattieMaster's fist before the main gates of the base and
loudly declared that all Star League MechWarriors lacked
courage and the warrior's spirit.

When the base commander asked her to leave the area, she
refused and parked her ‘Mech squaraly in frant of the gates. For
len days, she sat there in her BattleMaster, penodically reissuing
her challenge to the MechWarriors inside the tortress. This game
of psychological warfare wore down the good sense and resolve
of the SLDF troops. '

The resentment within the Regular Army finally reached the
bailing point, and Lieutenant Bradley Grebbers and his Warham-
merleft the fort without permission to face Amanda Kazutoyo. The
fight lasted litthe more than ten minutes after the two had located
suitable ground away from the fort, With a series of incredibly
precise missile shots, MechWarrior Kazutoyo disabled her oppo-
nent's legs, forcing the "Mech to its knees. Lieutenant Grebbers
was helpless as his opponent walked up from behind and placed
her 'Mech's PPC at the back of the Warhammer's cockpit. The
coup de grace was quick, but very painful for the spectators.

The callousness of the duel was shocking. The commander
of the regiment barely prevented his warriors from charging out of
the fort and tearing Kazutoyo limb from limb.

URIZEN'S SCHEME

First Lord Michael vigorously protested this and other duels
as reports of individual contests between Kurita and Star League
'Mechs reached Terra. Each time the First Lord complained,
Urizen Kurita threw up his hands in consternation, telling Michael
Cameron that the “"duslists” were beyond his authority. He com-
plained that most of them had once been loyal soldiers in the
Combine military until Michael Cameron's edict on troop strength
had forced their discharge.

The Coordinator did not tell the First Lord that these ronin (the
Japanese word for masterless warriors) had been allowed to take
their weapons with them. Most of them were then reassigned to
nobles in the Combine government as "civillan bodyguards,” a
euphemism for a fully armed and trained reserve torce.

Urizen told First Lord Michael that he could barely prevent the
better ronin MechWarriors from challenging the Kurita military. He
said that he had neither the time, the money, nor the troops to hunt
down each masterless MechWarrior and stnip him of his ‘Meach.
Coordinator Urizen did indeed control the ronin, however, His
memaos 1o his commanding officers show that he supported the
ronin with transportation and supplies. and he even ordered the
best of them to engage Star League warriors.,

He hoped that humiliating the best of the Star League would
reduce its prestige among the Combine common people. If
enough commoners saw a Combine ‘Mech disposing of a Star

-League 'Mech, perhaps they would be less willing to join the SLDF

as soldiers and thus deplete the Combine's pool of labor re-
SoUrces.

Al first, the Coordinator's plan worked quite well. Both
freelancing ronin and champions from local ‘Mech regiments
hegan to defeat their Star League counterparts with shocking
speed and ease. The Kurita warriors showed superior handling
skills and control over their 'Mechs. The First Lord realized quickly
that the duels jeopardized the Star League's prestige among the
common citizens of the Combine. Should the League lose the
people'stespect, the SLOF units stationed in the Combine would
be surrounded by a scomful and potentially hostile populace.



The First Lord also wondered how the Combine
warriors were able to control their 'Mechs so well. He
worried that they had discovered new technology, such
. as animproved joint system that allowed greater mobility.
He ardered that one of the ‘Mechs used by achampion be
captured at all costs.

A maonth later, a ranin'Mech marched up to the gates
of Fort McHenry on Leiston, With the usual bravade, the warrnor
challenged the local champion. While the ronin recited the usual
litary of insults, two forces of ‘Mechs from the base approached
from behind, By the time the rominfinally noticed. the force was on
top of him. With several mighty pushes, they forced the 'Mech into
Fort McHenry. Before they could persuade him to leave his ‘Mech,
he committed suicide. The 'Mech was shipped off to the Hegem-
ony and examined.

When Hegemony engineers could identify nothingunusualin
the ‘Mech's construction, SLDF officers realized that superior
training accounted for the ditference in fighting abilities. Faced
with this fact, the First Lord ordered his soldiers to refuse all
dueling challenges until further notice. By this time, in 2682, five
MechWarriors had been killed in duels and 15 had beenwounded,
The Draconis Combine made political hay from the First Lord's
arders, never failing to make oblique references to the SLDF's
seeming cowardice.

Deep within the Hegemony military, certain MechWarriors
were undergoing extensive retraining as part of the ACMS
(Advanced Combat and Maneuvering Skills) Project. From an-
cient Oriental martial philosophies to advanced neural-thought
technology, these warrors relearned almost everything about
piloting a BattieMech. The 52 warriors in the first graduating class
became the SLDF's champians.

The first group of Star League champions arrived at their
postings inside the Draconis Combine in late 2687. Colonel
Donovan Fresnel of the Seventy-fifth Royal Hussar Regiment.
then stationed on the Combine world of Minakuchi, was the first
of the highly trained MechWarriors to participate in a duel.
Challenging him was the champion of the local Combine regiment
in his brand new Marauder. In his Warhammer, Colonel Fresnel
was able. after an hour of fighting, to force his shocked opponent
to a draw, a first for the Star League. Ten days later, Lieutenant
Karan Graham, in her Phoenix Hawk, defeated a ronin MechWar-
rior on the planet Awano.

Any hopes that these successes would discourage the Kunita
champions and romin from issuing further challenges were quickly
dashed. Now that the Star League finally had warriors worthy of
fighting, the Kurita champions were keener than ever to duel.

Realizing that he could not prevent duels, the First Lord tried
another tack. He began to send envoys to Combine bases, not to
challenge their champions but to offer them commissions in the
SLOF. There was little the outraged Coordinator Urizen could do
about it, either. As the First Lord expected, only a few champion
Kurita MechWarriors wanted o join the SLDF, but those who did
became instructors in the Regular Army's expanded ACMS
program. Renamed the “Gunslinger Program.” the intensive
training regimen eveniually became an important par of the
Military Academy of Aphros. Only the Academy's most skilled
MechWarrior graduates won spots in the Gunslinger Program. To
wear the crossed six-shooters on their uniforms became a great
honor among Star League MechWarriors.

This dueling continued off and on into the next century and
did not stop until 50 years later. The final tally between the two
cides was a House Kurita victory 48% of the time, 47% for the
Regular Army, and 4% of the time the combatants fought 1o a

draw.

FAMOUS STAR LEAGUE
GUNSLINGERS
Lieutenant Oha Heller

Champion of the 231st Light Horse Regi-
ment from 2689 to 2693, Lieutenant Oha Heller
was one of the first graduates of the Gunslinger

program and amaong the first to score a victory
when her Dervish, the Wild Scream, faced a ronin
Wolvering BattleMech. In the next four years, she en-
tered into ten duels, winning eight, losing one. and
fighting to a draw once. She finally lost to a Kurita
champion in a Victor BattleMech.
Colonel Daniel Allison
Commander and champion of the Twenty-ninth
Royal Dragoon Regiment from 2701 until 2743, Colonel
Daniel Allison and his BamleMaster lasted longer than
any other SLDF Gunslinger. He was a phenomenal
marksman and ended many duels in the first seconds
with shots that disabled his opponents before they could
take a step. After 42 years of dueling, Colonel Allison's
record stood at 59—0-1. He retired in 2743 and became
' a major BattleMech designer for Kallon Industries.

Captain Wilbur Frews

Champion of the 124th Royal Heavy Assault Regi-
ment from 2711 to 2718, Captain Wilbur Frews may
have bean the strangest graduate of the Gunslinger
Program. He immersed himself in the Wild West mythos
in the belief that to know everything about the ancient
gunslingers would give him the edge cver an opponent.
After joining the 124th, he stopped wearing his uniform,
instead dressing like gunmen of the ancient American
Waest. Seven years of dueling took their toll, and by the
end of 2718, Captain Frews had lost his mental stability.
His commanding officers were finally forced to restrain
him and send him back to Terra for rest and recovery. His
record was a 19-0-0.

—_From The Gunslinger Project: A History, by
Frederick Galard, Albion Military Press, New Avalon
2823




TERRA'S IMPORTANCE

The Draconis Combine dueling has been called the
First Hidden War because people everywhere, including
inside the Combine, were blind 1o the seriousness of the
events. Unless one lived nearby, news of the Combine
and Star League '‘Mechs’ duels seemed the stuff of
romantic fiction, even though the Combine's state-run
news hailed every victor and provided extensive video coverage.
This unreal guality was fine with the First Lord and the Council
Lords. With the possible exception of Lord Unzen, no one wanted
war when peace was so profitable.

The political serenity of the realm gave Michael Cameron the
time to be with his three children. Jonathan, the eldest and most
like his father, was an athletic boy who grew up to be an expert
swordsman, Jocasta, three years younger, was a pretty child with
an insatiable intelligence and a quiet demeanor. William, ten
years younger than Joenathan, was the dark child. Though he was
as attractive as his brother and sister, a cloud seemed to hang
aver him since birth, when he needed respirators to assist his
breathing.

Culturally, the Star League was increasingly centered on the
style of the Court of the Star League. Immigration laws had been
relaxed between maost member states, except for the Draconis
Combine, whosa government made it difficult for its citizens o
leave. The Hegemony drew people like a magnet, increasing its
population by a third during the reign of First Lord Michael.

Those unable to travel to the Hegemony watched and studied
what was going on at the "Cradle of Humanity," as Terra was
known. People hundreds of light years away followed everything
that happened in the Hegemony, and the Court of the Star
League, in particular. Hegemony holos, books, films, and artwere
all tremendously popular in the other realms. Billions watched
shows that depicted court fashions, manners. customs, morals,
language. and even the ways of wooing a mate. This universality
pleased the Cameron family, who believed that their ancestors'
dream of "One Species, One Realm” was finally coming true.

In 2690, Michael Cameron underwent a routine physical and
learned that he had pancreatic cancer. Because the prognosis
was poor, the First Lord announced his retirement on October 13,
2690. Lady Katarina, though she would have made an excellent
leader, chose to minister to her ailing husband. Thus did Jonathan
Cameron, the eldest son. succeed his father.

Michael Cameron spent his last years completing the im-
mensely important Journey of Humanity. A 26-volume epic work,
it is the history of mankind from the dawn of civilization to its
author's retirement. Using the vast resources of the Library of the
Star Leaque, located near the BSLA, for most of his research,
Michael had started the work decades earlier and poured himself
into the task after his retirement. He not only served history well
with his scholasticism, but he served art too in beautiful passages
attempting to fathom the psychology of some of the most famous
people in Human history. It was a tribute to Michael's strong will
that he was able to complete these volumes during a time when
he must have been in constant pain.

Perhaps it is an omen of Humanity's eventual renaissance
that a copy of the Journey of Humanity survived the fall of the Star
League and landed in the possession of our Blessed Order.

MYSTERIOUS DISASTER ENDS
TRAILBLAZER MISSION |

Court of the Star League (SLPI}—The
Star League government announced today

— that Trailblazer One, the ambitious expedition

launched 35 years ago to map and survey un-
explored star systems, has been found floating
above the third planst of the Omega Lord star
system.

Court officials said that none of the ship's 479
crewmembers was found alive, though they did sur-
vive the mechanical breakdown that stranded them
in the star system. Extensive interviews with highly
placed sources reveal the following scenana. Two
months ago, surveillance vessels of the 169th Flo-
tilla picked up a faint HPG tfransponder signal
coming from a distant group of unexplored stars.
The commander of the flotilla, Commodore Thomas
Jenkins, receivad permission from his supernors 1o
track the signals.

The flotilla entered a small G Class star syslem
that was the source of the transmissions, which had
been identified as the Trailblazer's transponder
code. The ships' instruments revealed that the
Trailblazer was orbiting the third world of the star
system.

The Trailblazer's exleror was in good condi-
tion. but a landing party of Marines and engineers
found the ship to be a gutted hulk. Ship's logs made
by the Trailblazer commander, Commodore Nia-
mola Bendricks, report that a micro-asteroid had
penetrated the vessel at the circurt junction that tied
the ship's three jump drives into its computers. The
damage rendered the ship's vital computer inoper-
able, stranding the Traiblazer.

After a year of attempted repairs, the crew mu-
tinied and killed the ship's commander and most of
the senior officer stal. The remaining 391 crew
members weant to live on the planet's surface, hop-
ing that the planet’s lifeforms would sustain them.

A platoon of Marines from the 168th Flotilla,
aided by medical teams, landed on the planet to
search for the crew.

When a landing party from the 168th investi-
gated the crude tortress-settlement that the Trail-
blazer craw members had built, they found no
survivors. Journals recovered from the site reveal
that huge herds of carnivores and catastrophic
diseases had killed the crew

—From Siar League Press Intersteliar, No-
vember 19, 2690




MILITARY RENAISSANCE

| resent being called a warmonger. Just because |
have an interastin keeping our military up to date does not
maan the passion of a conqueror flaws through my veins.
in fact, the opposite is true. | want to so fortify our League
that it would be foolhardy for even the strongest militaries
to attack us.

—First Lord Jonathan, responding to reporters’ guestions
about whether his massive military buildup was the prelude to
war. 2694

Jonathan, the eldest son of Michael Cameron, assumed
control of the Star League in 2690, Thirty years old, married to a
noblewoman from the planet Sheratan, and at ease before the
nublic. he projected the image of a confident man with few
pretensions and affectations. People looked forward to decades
ot peace and continued prosperity under this handsome new
leader.

With the exception of the Dracenis Combine dueling, peace
had become such a way of life that First Lord Michael had even
considered proposals to cut the military budget. When First Lord
Jonathan proposed a major expansion of the SLDF, therefore, it
was a shock.

When asked why he wanted to pour 50 much money into the
military, the First Lord explained that League scientists were on
the verge of a "renaissance in military technology that would make
all previous advances seem puny in comparison.” Without fund-
ing, those discoveries might die stillborn, he continued.

Asked if he would share the new technology with the member
=tates, First Lord Jonathan said that he would follow the laws
regarding weapon technology. Any new weapon systems would
go to Royal units in the SLDF first, to the other SLDF units a few
years later, and finally to the House militaries after a decade or
more. The member states would not get the new technology for
many years, but they would benefit from hand-me-downs. Such
devices as advanced computers, advanced personal weapons,
and 'Mech designs that had been restricted to the Hoyal units
would become available to the House militaries.

The thought of being able to purchase new and betier
equipment for their armies outweighed any doubts the Council
Lords may have had about whether to build new and more lethal
weapaon systems just because scientists knew how to do it. First
Lord Jonathan got the Council's approval for the funding.

Thae fruits of First Lord Jonathan's military renaissance began
to appear in Royal units of the SLDF almost immediately. Im-
proved ‘Mechs, Headhunter Missiles, Snub-nosed PPCs, and
countless new vehicles appeared, utilizing breakthrough re-
search in such areas as energy and myomer technology.

One of the most important weapon systems developed
during this time was the Space Defense System. The SDSwasa
series of free-roving system defenders called M-5 Drones. The
drones were automated warships that packed the punch of a
battlecrusier in the frame of a Lola destroyer. These drone ships,
dubbed Caspars, were designed to defend a planet against
enemy vessels, Using an ultrasophisticated computer system,
the SDS could easily operate with only a handful of Humans
moanitoring the system. The computers were capable of repairing
themselves and of launching other drone ships from computer-
run spaceports. Backing up the drone warships were ground
bases that could fire huge lasers and missiles at any ship that
avaded the drone warships.

This mammaoth weapon system did give the Council
Lords pause, especially because the new SDS networks
were slated for construction only around Hegemony
worlds. The First Lord assured the worried Lords that he
had chosen these sites because the untned SDS net-
works should be near their place of manufacture in case
of problems. The First Lord promised that when the
systems proved reliable, the capitals of the member states would
get their own SDSes.

Space Defense Systems were usually deployed in orbit near
a sun’'s two main jump points and the mast important planet, but
First Lord Jonathan wanted Terra to have a more formidable
defense, Mot only was the space around Terra strewn with
automated warships that challenged each approaching ship with
an "ldentify-or-be-Destroyed" ultimatum, but so was the entire
solar system. The area around the two standard jump points was
especially well-protected. This SDS was named the Heagan
Defenses for an obscure Terran leader who had dreamed of a
similar system.

The huge number and cost of drones being built and de-

ployed disturbed many people. They believed that the idea of an

attack on Terra was ludicrous. Besides, they argued, Terra was
for everyone; ta encircle her with weapons went against Human-
ity. Discontent grew when the SDS accidentally destroyed three
ships. Even after the glitches in the friend-or-foe identification
system were remedied, many Terrans questioned the sanity of a
man who believed their planet was in so much danger.




SEER OR MADMAN? o
My greatest nightmare is that of Terra dying in

explosion and flames. No hope exists amid the rubble,
only the step of hulking ‘Mechs, the smell of smoke and

death, and the wail of orphaned children.
—From a letter by Jonathan Cameron to his wife,

2704

In respanse to the public’s concern aboul the huge sums
beng poured into the SLOF, Jonathan Cameron spoke glibly of
"covaring every possible contingency” or of benefits from the
general scientific advances that would eventually reach the public
zeclor.

Meanwhile, from the Periphery came rumors of spreading
discontent. In 2722, the Capellan Confederation and the Free
Warlds League pushed through Council Directive 41. Ostensibly
giving the Peripnhery Territories more freedom, the directive
actually gave Inner Sphere companies a free hand to loot the
territories in all manner of unscrupulous business deals. Because
war seemed likely, some people believed the First Lord was
farsighted in building up the SLDF for another Periphery cam-
paign.

Others believed that the First Lord was shoring up the SLDF
because of the Draconis Combine’s continued belligerence to-
ward the Star League. If Jonathan Cameron was spending so
much monay on the military, those people thought, perhaps he
was seriously considering waging war against House Kurita to rid
himself and the Star League of its greatest irntant,

If these pundits of the time had been able to read some of
Jonathan Cameron's letters, they would have understood that he
had become obsessed with the fear that Terra would be besieged,
captured, and ruined by foreign enemies. His letters to his wife,
who preferred the tropical islands to the coolness of the Court of
the Star League, and those to his trusted sister, Jocasta, were
filed with disturbing phrases: "dreams of Terra scarred and
mutilated”; "foreign flags upon Earth's soil and strange. coarse
men walking the white halls of Unity City™; "Humanity leaving
Terra and the universe like the delicate wind-blown seeds of a
dandelion, never to be seen again”; and "Terra dimmed and no
longer the bright beacon of the Human race.”

The Star League's collapse, Stefan the Usurper, the destruc-
tion of Terra, and the Exodus make these few phrases seem
prophetic. Indeed, his letters are so full of prophecy that even a
skeptic might wonder whether Jonathan could predict the future.
One researcher has recently and aptly compared him to Nos-
radamus, a 16th Century prophet.

Whatever his abilities, Jonathan Camercon paid dearly for
them. Though he maintained his charming, self-assured exterior,
he was tormented by insomnia, anxiety attacks, and losses of
physical contrel similar to mild epileptic seizures. He said he had
visions during these seizures.

Setting aside the prescience of his words, the tone of Jon-
athan Cameron's letters indicate that his mind was beginning to
crumbla. Hiz emphasis on weapons and defense systems was
obviously his attempt to protect the Hegemony, and Terra in
particular. He hoped to create an "impenetrable shield of swords
and ever-vigilant eyes to guard against any threat approaching
Terra.” That his creation eventually protected those who de-
spoiled Terra is one of the great ironies of history.

MOTHER JOCASTA

The First Lord's sister, Jocasta Cameron. did not
share her brother's tarments of spirit. Where her brother
was publicly open and outgoing, yet privately troubled,
Jocasta had withdrawn from the pressures of political life
ta the wilds of Scotland. She joined the cloistered Bene-
dictine Order, devoting her life to God in the serene
privacy of the Abbey of 5t. Joan.

Little about her childhood suggested that Jocasta Cameron
walld surrender herself to prayer and contemplation. She was as
bright and precocious as both of her brothers when it came to
navigating the complexities of Court society. She loved the grand
balls, the pomp, the ceremony, and the elegance of her high
station in life. Many in.the Court looked forward to the day when
the intelligent Jocasta might be the Hegemony's Director-Gen-
eral.

At age 17, however, she heard the call of God, became a
Catholic, and spent a year preparing to enter the Abbey of 5t
Joan. Though she frequently doubted her ability to survive life as
a nun, she never doubted the calling. She entered the abbey on
the day after her 18th birthday.

For the next two decades, Jocasta thrived on the ascetic
lifestyle. The drug-related death of her younger brother. William,
saddened her but did not shake her religious conviction or
vocation. In 2704, after 23 years as one of the choir nuns, she
became Mother Jocasta, a sign of her importance in the abbey.

Throughout these years, Jocasta maintained a close rela-
tionship with Jonathan. More than anyone else, she seemed o be
aware and concerned about what was happening to lum. His wife,
who had lived mostly away from the First Lord, died in 2710. His
son, Simon Cameron, had also been away from his father and
thus unaware of what was happening.




MARY AND SOTO

Just as his obsession was beginning 1o crack Jon-
athan's public facade, a cnsis arose that demanded the
First Lord's total concentration. Associates later said that
this crisis drained the last shreds of his sanity. Historians
point to it as the beginning of the end of the Star League.

In 2696, while on a diplomatic mission to the Dra-
conis Combine. Mary Davion. daughter of Prince Roger Davion,
met and fell in love with Soto Kurita. son of Urizen Kurita and
brather of the current Coordinatar, Takiro Kurita. In spite of her
family's protests, Mary and Soto married. Their union produced
iwo sons and a daughter,

According to the ancient traditions of primogeniture, the
entire Federated Suns would pass from the Davion family into the
hands of the dreaded Kuritas upon Prince Roger Davion's death.
Because Mary was raising the children as Kuritas and not Dawi-
ons, Prince Roger was desperate to prevent them from claiming
the Davion throne.

Ha thought he had solved the problem in 2700, whan he
passed the Act of Succession, which called for Mary Davion to
relinguish her children's rights to succession and recognized
Jaseph Davion as heir to the throne. Mary signed her consent in
2702. The crisis seemed resolved when Prince Joseph suc-
ceeded Roger Davion in 2703.

The issue re-emerged when Mary Davion died in 2715, just
as Prince Joseph was about 1o namea his 19-year-old son heair 1o
the throne. Almost immediately after her death, embassies from
House Kurita arrived demanding that Mary's eldest son, Vincent
Kurita, be named heir. The Davion family dismissed the claim as
ludicrous. Thay did not axpect the Coordinator of the Draconis
Combine to take the matter to the High Council.

During the spring and winter sessions of 2716, Coordinator
Takiro Kurita pleaded his case and produced convincing avi-
dence that Mary Davion had expected her son to become Prince
of the Federated Suns. The seeming authenticity of the Coordina-
tor's documents, apparently signed by Mary Davion, castdoubt on
the Davion Act of Succession and placed the question of who
would rule the Federated Suns squarely in the lap of First Lord
Jonathan Cameron.

The First Lord knew that if he decided the issue, there was a
strong possibility that the losing party would withdraw his govern-
ment from the Star League. Jonathan Cameron therefore ordered
an investigative commission to study the guestion. He declared
that if Prince Joseph died before the question was decided, the
Star League would rule in favor of the Federated Suns. Though
this was not entirely satisfactory to the Davion Prince, it guaran-
teed that his realm would not fall suddenly into the Kurita family's
hands.

SECOND HIDDEN WAR
When the commission still had not decided anything after

eight years, Takiro Kurita decided thaissue for himself. The Kurita
Coordinator assembled a large invasion force on the Federated
Suns border and then began his offensive. In early 2725, the
Eleventh Benjamin Regulars, a Kurita 'Mech regiment trained in
city fighting, landed on the Davion world of Marduk.

The Federated Suns sought gquick revenge, Prince Joseph,
though his troops were unprepared. ordered a strike deep within
the Draconis Combine. Though the war between the two most
powerful Houses threatened to destroy the Star League, First
Lord Jomathan hesitated. Increasingly plagued by visions of a
destroyed Terra, the First Lord refused to commit Star League
troops for fear of leaving the Hegemony undefended.

With Davien troops on the offensive, Coordinator
Kurita used his assembled forces not to defend, but to
launch a drive of his own. Draconis regiments began a
push directly toward New Avalon. Though the Federated
Suns blunted that drive and occasionally handed the
Kuritans a setback, the Combine troops gradually gained
ground during the next four years of the War of Davion
Succession.

At the Court of the Star League, impatience with First Lord
Jonathan's detachment was growing. SLDOF Commanding Gen-
eral Ikolor Fredasa was one of those most concerned. He led
delegations 1o the abbey of Mother Jocasta Cameron in an
attempt to persuade her to take over for her brother. When Mother
Jocasta refused General Fredasa's ofter of support for her to
depose First Lord Jonathan, the General began spreading rumors
that she was planning a coup. Knowing his sister would never do
such a thing, Jonathan was enraged at the plotters. General
Fredasa, BSLA Commander Gregory Wallace, and Revenue
Director Brice Hinchcliffe IV were tried for treason and hanged.

This episode convinced First Lord Jonathan that he needed
help, and he turned to his sister. Through her “suggestions,” she
became de facto First Lord, Jonathan quickly named Mother
Jocasta's close friend, General Rebecca Fetladral, as Com-
mander-in-Chief. General Fetladral immediately began to plan
Operation Smother to stop the War of Davion Succession and
reunite the Star League.

At precisely the same time, civil war erupted in the Free
Worlds League over Marik succession. Many lives were lostin the
five-year conflict, but the Star League remained strictly neutral,
even when urged to intervene by the Capellan Confederation and
the Lyran Commonwealth. General Fetladral and Mother Jocasta
realized that the Steiners and Liaos were hoping for the depariure
of SLDF units so they could grab Hegemony warlds. Upon Mather
Jocasta's advice, First Lord Jonathan declared the Free Worlds
League fighting an internal affair and ordered General Fetladral to
concentrate on ending the War of Davion Succession.

Mot knowing that help would soon arrive and watching his
troops being pushed back, Prince Joseph Davion made a deci-
sion that turmed oul to be fatal. To rally his troops, he took
command of the counterattack on Royal. When his Marauderwas
disabled in the fight, the Kurita 'Mechs swarmed over him. The
death of their Lord shocked the Davion troops, wha fell back and
soon ratreated off Royal.

Before the Kurita forces could exploit their good fortune,
Operation Smaother began. Five flotillas carrying five Star League
divisions were already heading for the contested worlds of Breed,
Klathandu IV, Lima, Royal, and Wapakoneta. General Fetladral
chose some of her best units: the Twenty-sixth Royal BattleMech
Division {The Graham Division), the 159th Hoyal Mechanized
Infantry Division (The Athena Division), the Thirty-ninth Royal
BattleMech Division {The Denebola Division), the 160th Battle-
Mech Division {The Sirius Division), and the First Jump Infantry
Division {The Heliraisers from Heaven).

The simultaneous appearance of five Star League fleets and
the dispatching of hundreds of Star League DropShips toward the
five embattled planets surprised both the Davions and the Kuritas.
Mone of the five landings met any opposition. On three worlds,
Lima, Klathandu, and Wapakonela, the arrival of elite Regular
Army troopers and 'Mechs shocked both sides into agreeing to a
hasty cease-fire.

On Breed, the Combine forces were less intimidated by the
appearance of the First Jump Infantry Division. When they tried to
retaliate, however, they discoverad quickly that they were vastly
outclassed.



On Royal, the Sirius Division met similar resistance,
but the 160th still had most of its troops orbiting the planet
in DropShips, putting its vanguard forces at a senous
numerical disadvantage. In the end, though, the superior
training of SLOF forces prevailed. In the 160th. in his first
combat command, was a young Captain named
Aleksandr Kerensky.

Operation Smother succeeded in ending the fighting. It also
humbled Houses Kurita and Davion before the power of the
SLDF. First Lord Jonathan. depending heavily on Mother Jocasta
for advice, severely chastised both realms. He was harder on the
Draconis Combine, restoring the border to its 2724 position and
forever denying the Kurita claim to the Davion throne.

The Kuritans were bound to accept the First Lord's decisions,
but they did not forget that the Camerons had again discriminated
against and humiliated the Draconis Combine.

SURROGATE FIRST LORD

The attempted <oup and
Mother Jocasta's quiet advice and
counsel made First Lord Jonathan
realize how sick he was. The First Lord
offered to step down in favor of
Jocasta. She flatly refused, saying that
her religious life came first, even
above ruling all mankind. Though
Jonathan's son. Simon, was old
enough to take over, the First Lord
barely knew him and trusted Jocasta
implicitly. |

They agreed that Jocasta, from |
her abbey in the cold Scottish high-
lands, would be First Lord Jonathan's
most trusted adviser, With a sophisti-
cated communications link to Unity
City, Mother Jocasta became a tempo-
rary co-ruler.

The compromise worked well.
Though Jonathan's mental and physi-
cal health worsened with age, he in-
dulged in the few things that made him
truly happy, such as building hospitals,
contributing to relief efforts, and other
humanitarian acts. He became deeply loved by the people of the
Star Leagus for his accomplishments during the last years of his
rengn.

Meanwhile, Mother Jocasta shouldered more and more of
the government's burden. In 2735, the Council Lords journeyed to
the Abbey of St. Joan for their autumn meeting. Seated behind the
grillwork that separated her community from the rest of the world,
Mather Jocasta chaired the session of the High Council, thereby
assuming the highest powers and responsibilities of the Star
League government.

Jonathan Cameron died in 2738 of a stroke. His funeral,
attended by all the Council Lords and the League's highest
nobility, was also attended by his aging sister. She had been de
facto ruler of the Star League for the last three years.

In a short ceremony after the funeral, Mother Jocasla, as ex-
ecutrix of Jonathan's will, handed Simon Cameron the jeweled
staff symbalizing the office of First Lord of the Star League. With
that, Jocasta Cameron left the Court of the Star League for her
beloved abbey, where she lived peacefully and no longer bur-
dened with awesome responsibilities, until her death in 2742.

SIMON CAMERON

| see nothing that indicates the Star League will nat
last for a thousand years. We are stronger than ever
before. Qur lives are better than ever before. We are a
better people than we were befare. Why should not the

SN PR 521 | eague last into and beyond the next millennium ?

—Simon Cameron, 2739

When Jonathan Cameron died in 2738, his 39-year-old son,
Simon. had been the Director-General of the Terran Hegemony
for four years. Because of his experience in dealing with Hegem-
ony bureaucracy, he was amply qualified to become the First
Lord. :

Simon was neither glib nor suave. He was a no-nonsense
ruler who spoke his mind bluntly and made even blunter
demands. Beneath the brutally practical side of Simonwas adeep

idealism, however. He read vora-
ciously, as did most Camerons,
and the authors he most admired
were members of the recent Modern
Chivalrists Movement. Writers such
as Uston DeKirk, Toshiro Ohiriko,
Mina Samuels, and Bonnie Cracken,
believers in a sirict code of personal
behavior, deeply influenced the new
First Lord's early development, 50
much so that he appointed Mina
Samuels as one of his advisers.

Modern Chivalrists tried to adapt

an ancient code to the modern era.
They believed that morality and honor
depended on three separate but en-
twined beliefs; belief in an ever-pres-
ent God, belief in Goodness, and
belief in strict mutual loyalty between
aliege lord and his subjects. Because
of their reliance on medieval writings
and poetry, the Modern Chivalrists
often referred to ancient legends,
such as King Arthur and the Knights of
the Round Table, to drive home a
point.
It was not long before medievalism
became the rage throughout the Star League. It soon influenced
almost all aspects of the culture, with even societies far removed
from the European fradition eventually taking a lively interest in
the Modern Chivalrists. The pervasive legends of courtly love and
feats of honor achieved by moral knights soon became tragic
threads in the lapestry of events.

The First Lord encountered difficulty adapting his strict
morals to the administration of the Star League. When he was
Director-General, he had ruled a homogeneous realm whose
people agreed with hig beliefs. To rule ten different states, each
with its own culture and values, was much different and much
mora complicated.

Though he believed in a strong military, First Lord Simon
spurned the Space Defense Systems that were soimportant to his
father. He allowed the completion of the partially built SDS
networks, but canceled plans for the rest. Anticipating trouble in
the Periphery, First Lord Simon instead ordered the construction
of massive fortifications on key worlds in the four Periphery states.
These forts ware virtual copies of the ancient Castles Brian still in
use an Hegemony worlds.
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TROUBLE IN THE PERIPHERY

By the time Simon Cameron came to pawer in 2738,
she Good Years were over for the four Periphery States,
Gone were the days when the people on those distant
" worlds willingly obeyed the regulations coming from the
inner Sphere. There was a deepening anger instead.

The people of the Periphery had many reasons to
facl as they did. First Lord Jonathan. preoccupied by his visions
and worried about unrest in the Periphery. trusted the Council
| prds’ explanation of Directive 41 and signed it without further ado
n 2722 The Directive. written by the Lords from the Capellan
confederation and the Free Worlds League. appeared to grant
he Periphery states imitad autonomy. freeing them from many
rastrictions imposed after the Reunification War.

The freedoms were only cosmetic. Though changes did
accur, the real power merely shifted from the Bureau of Star
League Affairs to the governments and businesses of the Inner
sphere. Despite the withdrawal of the Periphery Administrators,
who could veto laws proposed by the Periphery governments,
ambassadors of the Inner Sphere realms held the real power. The
five greedy Lords had tricked the First Lord inte signing the
directive. The BSLA had monitered and restricted exploitation of
Periphery resources, but the new system allowed Inner Sphere
nusinesses to suck the Penphery dry. Hegemony companies
were no exception.

A wave of exploitative businesses swamped the Periphery
worlds, setting up factories that consumed whole sections of
planets. Products were sent to the Inner Sphere without benefil 1o
anybody in the Periphery. Unaware that the rape of their lands
was the fault of the Council Lords and not the First Lord, citizens
of the Periphery focused their anger on the Camerons. Demon-
-trations outside Star League offices became commaon. and
Jnderground independence movements gained wide support.

By the time Simen became First Lord, Periphery support for
the Star League had deteriorated beyond redemption. Lord
Siman knew that Cauncil Directive 41 was to blame, but recent
divisiveness, such as the Davion War of Succession, left him inna
position to try to repeal it. Instead, he strengthened military forces
in the territories while privately condemning the Council Lords for
their greed.

What worried the First Lord most was that scattered through-
out the Periphery were 20 weapons manufacturers capable of
turning out BattleMechs. heavy tanks, and DropShips. These
manufacturers were under no scrutiny and no constraints. The
First Lord learned from his agents that the factories operatad
around the clock and that anonymous parties purchased most of
the weapons, which then disappeared without a trace.

The possibility that the militaries of the four Periphery realms
could equal the Regular Army prompted the First Lord to build
more foriresses in the Periphery. The First Lord hoped that the
fortresses would be able to contain any uprising until help could
arrive from the internor,

The Rim Worlds Republic, ruled by the Amaris family,
seemed to be the only Periphery realm that the Star League could
irust. Everyone daily pledged allegiance to the Star League and
Terra, but a closer look at the Amans high praise and admiration
for the Star League made some observers skeptical.

The Republic's military furthered the uneasiness. The num-
ber of Rim Waorlds regiments, while technically limited by the Edict

f 2650, was actually three to four imes that size if one counted
e reserve and militia units, which could be fielded on short
notice. The First Lord, heeding reports from his agents, kept the
Rim Worlds Republic under control by building even more for-
tresses there than in the other Periphery Territories.

ENEMIES ONCE MORE

The Federated Suns, once a staunch supporter of
the Star League. gradually withdrew its cooperation dur-
ing Simon Cameran's reign. The Davion government
raised economic and social barriers and began subtle
propaganda campaigns 1o discourage young men and
women from joining the SLOF. Mutual assistance be-
tween the two governments ceased.

Richard Davion never forgave the Star League for taking four
years to force a cease-fire between the Federated Suns and the
Draconis Combine. He saw those years of inaction, during which
many Davion lives were lost. as a betrayal of a 5tar League
promise to enforce peace between member states. The Davions
felt no obligation to honor a government that did not keep its
commitments.

Though First Lord Simon tried to reason with Richard Davion,
it did not help. He had no choice now but to sit back and watch both
the Federated Suns and the Draconis Combine drift further from
real participation in the Star League.

In 2741, a gang of brigands attacked the Commaonwealth
world of The Edge, unleashing a battalion of brand new Battle-
Mechs on the unsuspecting public. Firing at anything that stoodin
their way, the ‘Mechs crashed their way to their objective, a rare-
metals refinery and its stockpile in the center of The Edge’s major
city. More than 500 civilians died in the raid.

A year later, the Twaelfth Lyran Regulars landed on the
brigands’ base world, Butte Hold, showing the gang no mercy.
Afterward, the Lyrans interrogated the survivors and discovered
that the Draconis Combine had supplied the brigands with Battle-
Mechs. The news was outrageous. but the informers offered hard
praof.

Archon Michael Steiner confronted Coordinator Takiro Kurita
with that damning evidence at the Winter Meeting of 2742, The
Coordinator denied nothing, saying only that the Lyrans. of all
people, knew that business was business. In a rage. the Archon
threw himself at the Coordinator, wrastling Takiro to the floor.
Obviously, the farmer cautious good will between the realms was
gone forever,

The leaders of the Capellan Confederation and the Free
Worlds League also contributed 1o the increase in interstellar
tensions. Ewan Marik of the Free Worlds League was a belliger-
ent lush, who liked to make boorish comments about everything
said at High Council meetings. On the other hand, Warex Liao,
Chancellor of the Confederation, was quietly building up the
Capellan military.

Raids and reprisals between the member states were be-
coming common. The official explanations were to blame the
raiding on a small number of very energetic pirates. This fooled no
one, especially First Lord Simon Cameron, whose military was
chasing these supposed bandits. SLDF warships and troops
often pursued fleeing raiders into neighboring realms and saw
them land at military bases. They even captured on holofilm some
unmarked vehicles with enough gray paint stripped away to reveal
the colors of a House military.

In2744, the First Lord issued new orders 1o his troops: No
longer was the SLDF supposed to capture bandits alive; Star
League forces should shoot on sight any unmarked and unre-
sponsive soldier, vehicle, or ship. The offending realms, of
course, resented Star League interference. Warships began to
escort the bandits on their missions and fire on any SLDF ships.
Soon, small groups of warships were battling all along the
borders.



Mo one wanted to provoke a full-blown war by
accusing neighboring realms or by taking responsibility
for raids. House leaders were content to let the “pirates
war" rage while in public they smiled charmingly and
wrung their hands piously. This era of hypocrisy and inter-
realm aggression is known today as the Third Hidden
War.

Simon wrote [ater that the League felt like a valuable tapestry
that was about to unravel. Uncertain of what to do, he canceled the
next two meetings of the High Council and then sent high-level
officials to the capital of each member state to negoliate their
growing differences. All that came of these efforts were lukewarm
oromisas that the various House leaders would look into the

prablem.

PEACE MISSION, 2750

The diplomatic missions of 2743-44 faled to produce any-
thing concrete. High CGouncil meetings had degenerated to the
paint that the sullen Council Lords often sat, eyeing @ach other
suspiciously and not talking. There was only an occasional
outburst, usually from Ewan Mank, who drank through most
sgssions, 1o break the tense silence.

By 2750, the First Lord had finally had enough. If the Council
Lards were not going to cooperate, he would appeal directly to the
people to restore the unity of Star League. Gathering a huge fleet
of warships to escort his private JumpShip, the First Lord left Terra
on an ambitious five-year tour of his realm.

His first stop was the Lyran Commonwealth. After arriving at
the star system of Skye, several DropShips and fighters escorted
his private vessel to the planel. He addressed the assembled
cadets of the Sanglamore Military Academy on the virtue of peace
and on responding to the needs of the common people. He then
visited workers at factones and farms, as well as wisiting soup
kitchens. After several days spent with the commaon citizens of the
planet and ignoring the nobility entirely, he left Skye. While his
ship was returning to the jump point and the rest of the fleet, the
First Lord gave extansive inter-

DEATH OF SIMON CAMERON

In February 2751, the First Lord visited the disputed
world of Star's End on the Lyran-Rim Worlds border.
While there, Simon was invited to visit the mining facilities
of the large asteroid of New Silesia. Though it was not on
his itinerary, Cameron accepted because of his interestin
low-gravity mining.

On New Silesia, the First Lord met with the men and women
living in the company's small domed city. Intrigued by their lite, he
eagerly accepled an offer to see how they earned their living.
Simon Cameron and his entourage traveled down into the tunnels
where the precious titanium and silenium ores were extracted
from the asteroid. What he saw was a typical low-G mining -
operation. Mining robots cut at the asteroid with a series of lasers
and diamond bits, while the robots' operators sat at the end of a
pressurized tunnel a short distance away, using a control system
very similar to a MechWarrior's control panel.

in Tunnel 5T, Level 42, the First Lord asked if he could control
the mining robot. As he had been a MechWarrior and was familiar
with the neurchelmet and controls of the mining robot, no cne
objected. He donned the helmet and confidently took the controls,
looking through the thick glass window into the vacuum of the
tunngl whera the robot sat idling.

What happened next is uncertain. Cameras recording the
avent from inside the control booth and on the robot indicate that
the First Lord must have made a mistake. The mining robot, which
had been working at the far end of the tunnel, wheeled and
charged the control booth. Simon Cameron tried to shut the robot
down, but he either did not know how or the robot did not respond
to the command,

The 30-ton machine crashed intoe the control booth, shatter-
ing the porthole through which the First Lord had been looking.
The decompression sucked him through with great force against
the front of the robot. His death was quick. Mine other people also
died.

views to the journalists whom he
had invited to join him.,

The effect of the First Lord's
visit was electric. The sight of a
First Lord speaking to people on
city streets, riding bicycles, and
even feeding slop to pigs on a
farm instantly endeared him o
the public. The interviews he
gave to the reporters. inwhich he
stressed the importance of in-
volving common people in deci-
sions, galvanized public opinion
in support of Simon Cameron
and the Star League. He re-
peated this strategy on the other
Commonwealth worlds he vis-
ited.

The more planets he visited,
the more interest and support for
the Star League rippled to other
worlds. For the first time in dec-
ades, the common people be-
lieved that they could affect po-
Iical policy and influence the
noble classes.

DECLINING TOURISM

Some sociologists believe that individuals' feelings and thoughts are shaped by history.
To them, free will is meaningless because any ostensibly independent action is actually a re-
action to social and economic conditions.

Others feel that mass behavior is useful in predicting the future. As proof, they point to the
crash of the tourist trade in 2745. In the years preceding '45, tourism into and out of the He-
gemony was extremely heavy. Ever since the creation of the Star League, the number of
travelers had steadily increased.

In 2744 tourism was at its peak. The five major JumpShip lines (Red Swan Lines, Black
Ball Express, Ozawa Passenger Interstellar, Blue Diamond Shipping, and Tamar Liners) had
record earnings and plans to expand. All the major hotel chains were reporting similar growth
and profits.

In early 2745, travel between member states dipped, then plummeted. By mid-year. the
number of bookings dropped to about half of what was expected. There was no obvious ax-
planation. Though the pelitical situation was tense, there was not any major fighting between
realms, and none of the leaders had restricted travel. There was no reason for people suddenly
to fear space travel, nor were there economic problems that limited available cash. Everyone
just decided not to travel anymore,

Some sociologists believe that people could sense the impending collapse of the Star
League. Whether an indicator or nat, the simultanecus decision of billions of people was an
eerie precursor to the Fall.

—From Divining the Fall: Road Signs to Disaster, by Countess Yolopres, Terra Press,
2809




WAS SIMON CAMERON MURDERED?

The facts surrounding Simon Cameron's
death, with their many inconsistencies and gaps,
have invited countless theories, most of which
conclude that he was murdered. Following are

some facts and speculations raised by the High
Council's Panel of Investigation into the death.

1) The mining robot, a Digger 500 built by Wotan
Mining Industries, had been overhauled and inspected
just ten days before the incident. There was nothing in
the report to indicate any unusual defects.

2} Mining Operater Charles "Maole" Dryden reported
that the robot had exhibited "damned unusual control
twitching” two days before the incident. The robot was
pulled off-ing, but a check of its control system revealed
nothing.

3} Examination of the robot itself proved fruitless
because the collision had spiit one of the hydraulic
reservoirs, spilling its highly corrosive fiuid all over the
computer center.

4) Log-in sheets indicate that Petrowia Drewsivitch,
a robot technician, worked on the robot the night before
the incident. The company had no record of an em-
ployee named Petrovia Drewsivitch, however. This is
not conclusive because the company had very poor
bookkeeping, but investigators were unable to find the
woman.

5) Ona hour after the death of simon Cameron was
confirmed, government agents noficed a transmission
fram somewhere within the colony. Investigators were
never abie to find the source of the transmission or to
decode it.

Speculation abounds about what happened in that
tunnel. Most people believe that Simon Cameron was
the victim of a plot. The Draconis Combine, the Lyran
Commanwealth, and the Pariphery states are the three
possible villaing mentioned most often. The Common-
wealth is probably the least likely of the three. even
though the First Lord's appeal to the people had caused
the Steiners some palitical discomfort. The Periphery,
with its countless anti-Star League groups, definitely
had enough reasons to wish the First Lord dead, but it
is unlikely that any of the Penphery realms had the
resources to pull off the feat.

If Cameron's death was not an accident, the Dra-
conis Combine is the one that most people think was
responsible. Mot only was there a longstanding feud
between the Camerons and the Kuritas, but the Dra-
conis Combine was also the next destination of the First
Lord's Peace Mission. The Kurita family had always
placed a high priority on maintaining complete conlrol
over the Combine population, and it is reasonable to
believe that the Kuntas had the First Lord Killed to
pravent tum from entering the Combine and appealing
directly to the pecple.

With everything we know and love collapsing
around us, it is unlikely that we will ever know if the First
Lord was murdered or not. Even if we did, it is unlikely
that it would make any difference in what is likely to
happen next.

—From Investigation into the Death of Simon
Cameron, by Paula Catterson, Terra Press, 2784

ERA OF DECLINE

During these sad limes it is the responsibility of us,
the Council Lords, fo ensure that the Star League sur-
vives and that the Camerons continue on as its unbroken

—From the joint statement issued by the High Coun-
cil, April 3, 2751

THE REGENCY

First Lord Simon's death was not only a Iragic shock, butit left
the Star League without a leader when it needed one most. Lord
Simon's only child, Richard Camercn [, was barely eighl years
old. Richard's mother had died a year earlier. Nor was there any
other Cameron family member gualified to become First Lord.
Where was the League 10 turn for leadership?

Richard Cameron was the Star League's only hope, but it
would be atleast a decade before he could rule effectively. Would
there still be a League then? Many people could not imagine that
the Council Lords would da anything but fight for ascendancy in
the absence of a First Lord, Many others predicted that war was
inevitable.

“Archon Michael Steiner || of the Lyran Commonwealth,
Chancellor Warex Liao of the Capellan Confederation, Coordina-
tar Takiro Kurita of the Draconis Combine, First Prince John
Davion of the Federated Suns, and Captain-General Ewan Marik
of the Free Worlds League left for Terra as soon as they received
news of First Lord Cameron's death. When they arrived, the Lords
immediately entered the Council Chamber for a series of long
meetings. They met day after day, often for ten hours at atima. As
they left the Chamber each evening, their drawn faces and refusal
to talk to reporters created a mood of foreboding. The dissolution
of the Star League and a new ara of war seemed imminent.

It was a stunning surprise when, on April 3, all five Council
Lords gathered before the Star League Throne and read a joint
statement to the gathered dignitaries. The five named young
Richard Cameron as the next First Lord of the Star League but
stopped short of giving him all of the powers. Instead, they
appeinted General Aleksandr Kerensky, commanding officer of
the Star League Defense Forces, as Richard Cameron's Hegent
and Protector.

Tapes of the meetings between the five leaders reveal that
the Lords never raised the possibility of dissolving the Star
League. The five saw their responsibility as continuing the realm,
nat burying it. Later events showed that the five cooperated not
because they believed in the Star League, but because each
wished to expand his own power.

For the moment, the Star League had been saved. The
people of the Inner Sphere reacted to news of the Regency with
great joy. There were joyful demanstrations in support of the new
Regent and the Council Lords. General Aleksandr Kerensky was
already well known to the public as an extremely honorable and
trustworthy officer.



KERENSKY'S EARLY YEARS
Of all the men and women wha have earned mention

in the Star League's long and rich history, few hold the
awe, respect, and admiration of so many people as
General Aleksandr Kerensky. His life and the effect it had
an the lives of billions, as well as how he behaved in the
chaos of the League's final days, have been the subject
of thousands of books and shows. In many ways, he has come [0
represent everything that seems lost since the collapse of the Star
League. Kerensky possessed such traits as honor, courage,
compassion, and sympathy, so missing in our modern world,
Aleksandr Sergeyevich

During a routine physical, Aleksandr learned that he
had a keenly responsive nervous system that could easily
adapt to the strains of being a MechWarrior. The SLDF,
looking at his excellent grades and background, offered
Aleksandr a place in the next class of cadets at the
Nagelring Military Academy. Despite his initial reluctance,
Aleksandr decided to join because his parents and friends

Werg o parsuasive.

Cadet Kerensky completed training at the Nagelring with

honors. He was immediately asked to join the Gunslinger Pro-
gram at the War Academy on Mars. There. he learned fo put fus

Orion '"Mech through maneu-
vers that most people consid-

Kerensky was bormn on De-
cember 16. 2700, in Moscow,
Terra. Legend has it that he
was born in bis parents’ homa
during a blizzard. When his
tather saw that both Alek-
sandr and his mother were ill
and it looked as though the
child might die, the father
bundled them both up in blan-
kets and carried them from
the warmth of ther home
through the howling winds to
a hospital.

His father, Nikolai Maks:-
movich Kerensky, was head
curator at the People's Mu-
seum of History, He had
served as a trooper in the
SLDF but retired after his first
tour. He was a great, kind,
bear of a man who took his
son on tours of the museum
after closing hours, telling
Aleksandr grand stories
about the vanous exhibits.
Aleksandr's mother, Anna
Tronchina Kerensky, spent
maore time in the military, ris-
ing to the rank of Sergeant
Major before leaving the
SLDF to become a major ad-
miristrator in the Moscow city
government. She loved litera-
ture, a love she passed on to
her son, who was a voracious
reader in English and French,
as well as his native Russian.

Aleksandr’s early childhood was plagued by a heart condition
that required a major aperation when he was just three years old.
It took twa years for him te recaver fully. His early troubles left
Aleksandr small, thin, and reserved. Nothing about his early
schooling could have predicted that he would become such an
important person. His teachers noted that the blond, blue-eyed
boy was remarkably observant, polite, and shy. Indeed. one
teacher later rernarked that he might have wagered on Kerensky
becoming a poet rather than a warrior.

At 18, his grades and manners won him a Star League
scholarship to Tharkad University in the Lyran Commonwealth.
While attending the university, he met Michael Steiner, arasearch
assistant studying to become a professor. The two formed a deep
friendship that continued throughout their lives.

ered impossible for such an
old BattleMech design.
(Though Kereansky soon
qualified for one of the He-
gemony's ultra-sophisticated
"Mech designs, he, like many
MechWarriors. had grown
fond of his first 'Mech and
never willingly piloted any-
thing else.)

RISING THROUGH THE
RANKS

MechWarrior Kerensky was
assigned to be the champion
of the 564th Hussar Regi-
ment, then part of the 160th
BattleMech Division (The Sir-
ius Divigion). Stationed onthe
Draconis Combine world of
Paris, the young officer
fought four duels his first
year, winning one. His abili-
ties as a MechWarrior soon
paled next to his budding
skills as a leader. In 2729, the
160th BattleMech Division
participated in Operation
Smother. Kerensky, a Cap-
tain in his first combal com-
mand, led a lance that distin-
guished itself despite being
outnumbered and sur-
rounded by Combine forces
on Royal. The commanding
officers of the 564th Hussars
were killed in a DropShip collision.

Leaderless, the regiment was in danger of being split apart
and destroyed piecemeal by a Sword of Light regiment from the
Draconis Combine. Captain Kerensky stepped in and assumed
command of the regiment. He successfully regrouped the Hus-
sars and held off the Kurita regiment until his company was rein-
forced. For his quick thinking and actions, Aleksandr Kerensky
was given the Medal of Valor and promoted to the rank of Colanel,
one of the rare officers in the history of the SLDF to merit such a
jump In rank,

The young Colonel was then given command of the 261st
Raoyal Dragoon Regiment stationed in the Taurian Concordat. He
spent a year commanding the regiment and became deeaply
embroiled in local politics. The corruption of the local government
and the greed of companies from the Inner Sphere sickened him.




On five occasions, he arrested and tried corrupt politi-
cians and businessmen, using an obscure provision in
Periphery law that allowed SLDF officers of high rank to
~ rrest men and women who represented a threat to the
Star League. His actions won him the respect and admi-
ration of many people in the Periphery.

Colonel Kerensky's crusade against corruption
angered some of the Council Lords, who were responsible for the
exploitation of the Periphery in the first place. Colonel Kerensky
was a threat they had to remove. Chancellor Warex Liao came up
with a plan that found ready support among the Lords, With
offusive public praise, the Council Lords lauded the axploits of
Aleksandr Kerensky, making him seem twice as heroic and
important as he was. Heanng of a hero they knew little about, the
public media traveled to the Periphery 1o do programs and articles
Jhout Kerensky, just as the Council Lords hoped. Their glowing
reports made the First Lord eager to meet the dashing officer. He
approved Kerensky's promotion and transfer in 2731.

The new Lieutenant General was somewhat shocked that
almost everyone on Terra recognized him and considered him a
irue Star League hero. He responded to all the fuss with dignity,
courtesy, and bemusement, which endeared him to the public all
the more. The General met the First Lord, Mother Jocasta
cameron, and Jonathan's son, Simon. Simon -Cameron and
Aleksandr Kerensky became good friends.

Lieutenant General Kerensky was assigned to the Planning
and Strategy Sub-Command, the think-tank of the Regular Army.
He was promoted to Major General in 2733 and assigned as an
side to General Rebecca Fetladral, commander of the Star
League Defense Forces.

The public’s interest in General Kerensky did not wane. His
requent appearances at parties and balls at the Court of the Star
League charmed the nobility. The media found him unusually
charismatic and kept the public attuned 1o his life.

Though General Kerensky did not seek out this attention, he
used it to his advantage when necessary. He publicly berated the
Council Lords for their reluctance to investigate the huge Med-
Tech Scandal of 2736, suggesting their reluctance might signal
their invalvement. The five Council Lords were enraged and
demanded that General Kerensky be court-martialed under the
Hooks Act, which prohibited members of the military from VoICIing
their opinions on political matters.

For a short ime, the First Lord seemed ready to acquiesce to
the Lords’ demand. The public outcry was so great, however, that
the First Lord gave General Kerensky only a slap on the wrist.
Nane of the Council Lords was implicated in the scandal, but
neither did General Kerensky's popularity diminish.

When First Lord Jonathan died and Simon Cameron became
the new leader of the Star League, General Rebecca Fetladral
retired. She recommended Aleksandr Kerensky as the only
person qualified to become the nexi SLOF leader. That recom-
mendation, plus Simon Cameron's personal friendship with
General Kerensky, greatly outweighed the objections of the
Council Lords.

During First Lord Simon's reign, General Kerensky com-
manded the SLDF with great dynamism. Tirelessly, he toured
fortresses and installations, inspecting the troops and the condi-
tion of the fortifications. During the 13-year reign of Simon
Cameron, Kerensky inspected at least 1,000 SLDF bases
throughout the Inner Sphere. During these visits, he inspired the
absolute loyalty of his troops.

General Kerensky was also busy overhauling the
military bureaucracy, eliminating waste and ruthlessly
ferreting out any hint of corruption. He also tightened
security around secret projects and intelligence-gather-
ing. The result was a military that was much more
responsive and efficient and no longer top-heavy with
officers and administrators.

HIDDEM REALITIES

It's nice having a hero as our leader, His aura shines so
brightly that it tends to blind anyone trying to waltch us, making it
much easier for us to get the job done.

—Chancellor Warex Liao, from private tapes of the Winter -
Meeting of the High Council, 2752.

General Kerensky offered to step down as SLOF commander
when the Council Lords appointed him Regent of the Star League.
Many people were surprised when the Council Lords rejected the
General's resignation, but the Lords said he was too vital to be
replaced on the brink of war. They doubted that the military could
function properly without his guidance.

This was essentially true. The general's success at cutling
away the fatin the military had given every officer, particularly the
commanding general, more responsibility. If General Kerensky
stepped down, the SLDF would be disrupted for moanths while a
new commander leamed to control the immense military ma-
chine. With the situation so tense in the Periphery, the Star
League could not afford an unsteady and unsure military: it was
essential that Kerensky stay on,

There was considerable speculation about whether the
Lords had ulterior motives in refusing the General's resignation.
Critics of the Lords felt that they wanted him to remain as com-
mander so he would not be able to take an active part in running
the government. This way, the Gouncil Lords won public approval
for appainting Kerensky as Regent and yet kept him from interfer-
ing with these plans. The scheduling of High Council meelings
ceemed 1o bear this out; they were consistently heid when the
general could not attend because of SLDF duties. Because of
these scheduling conflicts, General Kerensky suffered the same
fate as his ancient ancestor and namesake, becoming little more
than a rubber stamp in the Star League government, often
reduced to signing entire stacks of unread documents.

Within the High Council, the five leaders of the Inner Sphere
realms continued their plans to gut the Star League. In the Spring
Meeting of 2752, the five Council Lords passed, without the Gen-
eral's signature as required by law, an amendment 1o First Lord
Michael's Edict of 2650. While the earlier Edict limited the number
of troops that each House government could raise, the new
amendment doubled the allowance. The next year, another Edict
parmitted the Houses to build up by raising taxes on the Periph-
ery.

General Kerensky, who was inspecting Hegemany fortifica-
tions and SDS networks, was livid when he heard the news. He
ordered all SLDF troops to increase their readiness in response
to provocation by the Lords. He briefly considered challenging the
legality of the order but decided against i,

The situation in the Periphery was heating up. The anti-Star
League factions, which had been idle during the shocked months
after Simon Cameron's death, were active again. Terrorist acls
against SLDF bases and Inner Sphere companies were on the
rize. with no end in sight. General Kerensky decided that having
the Council Lords on his side in the event of a Periphery war was
mare important than trying to stop them from stockpiling weapons.




FABLES AND FAIRY TALES
Thara was always an air of disappointment hanging
heavy about him, He looked as if the world around him
were a poorly written novel.
—From Richard Cameron: An Unauthorized Biogra-
phy, by G. R. Tillers, Sian Press, 2775

Richard, like all Camerons, grew up keenly aware of his
family's history, nourished from childhood by tales about his
tamous ancestors. They were fairy tales, bedtime stories laced
with wirtue and passion and action, but regrettably short on fact.
Richard's parents did not worry that the stories would give their
child the wrong imprassion; there was plenty of time to for him ta
lgarn the unvarnished truth.

Then they died, leaving their child with the grandly romantic
stories permanently etched in his mind as the truth about his line.
As he grew, Richard began reading all he could about the great
romantic heroes of literature. He became obsessed with figures
such as King Arthur, Charlemagne, Roland, and Aragon because
they reminded him of what he thought his parents were and what
he should be. The many histones of the Cameron tamily did not
interest Richard. He said that they were "too dark and filled with
depressing lies."

Young Richard had very few people turn to after his parents
died. He had only a handful of distant relatives, and they were
scattered across the League. Because of his importance, the few
children at Unity City shied away from him, Teachers, butlers, and
maids were the only people that he would see for days. None of
them seemed able to look past Richard's title and see the very
lonely boy. Richard delved ever deeper into his books about
kings, queens, and knights.

AMARIS THE SCHEMER

My loyalty to the Star League and to the young First
Lord is unswerving. May God strike me dead if | ever do
anything to harm the glory of the Star League and the
Camerons. .

—5Stefan Amaris, October 2754

Stefan Amaris, leader of the Rim Worlds Republic, became
a frequent wistor to the Court of the Star League during the
Regency. As leader of the Periphery's most pro-League realm, his
presence at the Court was welcomed by some, but most looked
down on anyone from the Periphery. By making himself up like a
bad imitation of Genghis Khan and deliberately playing the
country bumpkin in public, Stefan Amaris played on these preju-
dices to mask his cunning. Seeing this seemingly harmless, roly-
poly man, few thought to question why the ruler of such a distant
realm suddenly showed such an interest in Court life.

Hidden behind Amaris's unimpressive extenor was a grand
schemer. Ever since he could remember, Stafan had believed
that his family and his realm had suffered at the hands of the Star
League like the poor relations of a rich family. He felt the Star
League and the Camerons had spent the last two centuries either
ignoring the Amaris family's diligent attempts to show their worthi-
ness or by behaving like a club-wielding policeman the instant the
Amarises made a minor mistake.

Stefan Amaris had decided early in his life that he would
avenge himself on the Camerons and the Star League and prove
the Amaris name worthy of recognition. With the death of Simon
Cameron, Amaris got the break he needed. The moment he heard
about the First Lord's death, ha began lo read and study every-
thing he could about young Richard Cameron: his likes, dislikes,
what he read, and what he watched. Once he felt he understood
this lonely boy, Amaris left the Republic for Terra.

— —




The leader of the Rim Worlds Republic had done his
homework well. When intraduced to Richard Cameron in
August 2753, he knew just how to attract the bored boy's

tention and curiosity. From beneath his cloak, Stefan
Amaris produced an ornate book of stories about chivalry
and knighthood. When activated, a small holographic
scene inwondrous color and detail appeared on one page
dapicting a scene from the text on the facing page. Richard was
entranced by bath the book and this mustachioed leader from a
tar-distant realm. The friendship blossomed, and soon Amaris
was accompanying the lenely boy through his daily routine of
studies and endless audiences with a long stream of officials.

Considering Richard's extreme isolation, his immediate
iondness for Amaris is not surprising. Here was a man who
understood his favorite stories, who claimed to share Richard's
pbeliets, and who seemed to listen. No one in Unity Gity cared
enough for Richard Cameron to recognize that he was still a boy
with a child's needs. The only person he found to comfort him
would turn that trust to his own secret ends.

Under Amaris's influence, Richard Cameron began 10
change. He grew ever more petulant, demanding, and cutraged
when denied anything for any reason. He cried, he yelled, and he
sneered., alienating the few people who did care for him. Amaris
approved and even encouraged the future First Lord's expecta-
tions by saying thatin the Rim Waorlds Republic, Richard would be
treated like a god.

Under Amaris's influence, Richard came to believe that
everyone  should bow to his will simply because he was a
Cameron. Anyone who did not was animbecile or atraitor, and the
young First Lord took careful note of those who would not yield to
him. He remembered every insult, every slight, however small,
\nd waited for his 18th birthday, when he would have his revenge
on everyone who did not show him the respect he was due. To
restrain his anger for adecade required remarkable control, asign
of haw vindictive Richard Cameron had become.

The Lords of the High Council, busy with their own unscrupu-
lous plang, were pleased that someone was keeping the young
First Lord occupied and not intruding on their work, Others of the
court thought the two were just good friends. Yet some did not
trust the overly polite Amaris, whose whispering into the First
Lard's ear sent shivers down their spines. These nobles made
several attempts to reduce Amaris's influence, but the First Lord
believed he had finally found someone he could trust. As for
General Kerensky, though Richard's Regent, he was s0 pressed
by his duties as commander of the military that he had few
chances to see the boy, let alone form an opinion about the
friendship with Stefan Amaris,

wWhen Stefan Amaris received a pile of extravagant gifts from
the boy during the holidays of 2754, he realized how total was his
influence over the boy. Knowing his position was secure, Amaris
began to poison the lad's thoughts so that Richard began to see
averything as a threat. If, for example, one of his teachers tried 10
discipling him, he would assume it was an act intended to shame
the First Lord.

Amaris must have gloated privately at how easy it was 1o
sway the child.

VULTURES GATHER

.| dreamt again last night, Jocasta, | dreamt of
seeing the wheel again, but this time upon its nim were
vultures black as night who looked expectantly at the
young child who was laughing and playing with swords in
the wheel’s center...

—Excerpt from a letter by First Lord Jonathan
Cameron to his sister, Mother Jocasta, 2729

When the Council Lords passed their laws imposing heavy
taxes on the Periphery in 2752, they unleashed the fury of many
underground Periphery movements bent on overthrowing the
Star League. This unfair tax burden outweighed any previous -
political and ideclogical differences among these prganizations
and gave them a common rallying point.

Many Periphery worlds suddenly became battlegrounds
after well-organized and well-equipped terrorists staged attacks.
Taken by surprise, the SLDF forces in the Periphery suffered
heavy casualties. The bombing of troop ships or the poisoning of
a military base’s water supply became commanplace.

The SLDF in the Periphery was ill-equipped lo respond.
‘Mechs were useless against lone saboteurs, and even the best-
trained soldier had no defense against assassins supported by
the local population. Even worse for the Star League, some SLDF
troops were becoming sympathetic to the Periphery’s cause.

General Kerensky had few choices. He could not keep his
troops inside their bases like besieged knights in castles because
it was their duty to collect taxes fram the hostile people. Nor could
he expect his troops to walk through the gates into one ambush
after another. Hoping that the sight of more soldiers would
discourage the guerrilla violence, Kerensky reluctantly orderedin
more troops.

The Special Armed Services was the Regular Army's elite
anti-terrorist combat organization. Recruited solely from mem-
bers of the Hegemony Armed Forces, the SAS quickly estab-
lished itself as the Star League's premier institution for covert
operations and anti-terronst missions. The few who knew of the
axistence of the SAS called its members the Blackhears because
they traditionally left their calling cards on the bodies of their
victims. Their cynical motto was “in hoc signo vinces,” which
means “by this sign you will conguer.”

in 2753. the SLDF had about 100 battalion-sized 3AS
squads. General Kerensky sentall but a few intothe Perphery. He
assigned them the monumental task of finding and roating out the
groups responsible for the terrorist activities "without resorting to
equally violent actions.” Qutnumbered and facing a public as
determined as the underground groups, the SAS began to resort
to tactics as brutal as those of their opponents.

On the other side, the Periphery governments began to take
a more active role in the growing revolt, secretly funding the
underground organizations and providing them with support and
alibis. The governments also began to hamper the efforts of SLOF
forces to track down suspeclts.

Only the Rim Worlds Republic appeared to remain staunchly
loyal to the Star League. Terrorism was not nearly as rampant
there as in the other three realms. Indeed, the Amaris government
made a big show of ruthlessly hu nting down suspects accused of
terrorism and handing them over to the Star League for trial.

In retrospect, it is easy to say that General Kerensky and the
rest of the Star League should have been suspicious of the way
the Rim Worlds Republic reacted to the revolt. At the bme,
however, the SLDF welcomed help from any quarter as it fried to
contain what threatened to become a catastrophe.



CULT OF THE SAINTS CAMERON

After the deaths of Jonathan and Jocasta
Cameron. some curious incidents and coinci-
dences sparked a remarkable religious phe-
nomenaon in the Hegemony. Calling themselves

A

“ha devout believers of the Saints Cameron,” the
movement at its peak claimed a following of more than one
million on Terra and another 50 million throughout the He-
gemony, including many soldiers and officers.

The truth behind the "Mystical Revelations” that gave
hirth to the movement is hard to determine. A summary of
accepted fact follows.

One year to the day after the death of Jonathan
Cameron, Lieutenant Saul Robstein, a young soldier in the
191st Royal BattlieMech Division, was struck blind and dumb
while participating in a military exercise. Doctors could not
gxplain his affliction. Three days after being struck, Lieuten-
ant Robstein suddenly regained his sight and speech. He
began ranting to the shocked doctors that the ghost of
Jonathan Cameron came to him, a flaming sword in his hand.
He said that the ghost told him that Jonathan's sister would
die in two years butthat her influence would be felt far into the
future.

Two years and three days later, Mother Jocasta
Cameron died. Five days after her death, another soldier, this
time a gunner in the Seventieth Infantry Division, Trooper
Sandra Ustus, was struck deaf, blind, and dumb. She also
regained the use of her senses, butin five rather than three
days. She claimed that Mother Jocasta prophesied that
Simon Cameron would meet anunfortunate end at the hands
of an "assassin's digging machine.”

Both incidents were reported in magazines catering to
the bizarre, but otherwise forgotten until the death of Simon
Cameron in 2751 at the hands of an errant Miner ‘Mech. A
debate erupted in the Hegemony media over whether these
events were just twists of tate or influenced by God. Eight
days after Simon's death, Sergeant Heinz Mann inexplicably
fall into a coma. Sergeant Mann, who served in the 290th
Mechanized Infantry Division, had been in excellent health
but his current condition batfled doctors for eight days.

The private letters and writings of Jonathan and Jocasta,
including the many about bizarre dreams, were released 10
the media by the Court of the Star League staff. The writings
were published in book form and becama instant bestsellers.
Many people read the books and dismissed them, but athers
took them as clear visions of the future and began to shape
their lives accordingly. Eventually the believers began 10
meet together, forming a set of common beliefs and rituals.
Among these beliefs was that both Jonathan and Jocasta
were saints of God who watched over the Star League from
heaven. When he awoke, Sergeant Mann told of visions of
dozens of dead Camerons, lying in their own blood.

At first, the general public considered the Believers of
the Saints Cameron 1o be crackpots. In 2753, however, the
Believers' cause received a major boost. Richard Cameron
met Stefan Amaris in a meeting supposedly divined by
Jonathan Cameron in one of his letters written half a century
earlier: "...a Cameron child shall stand before a distant ruler
and be bequiled by his rough country ways and the interests
that they share. | fear for the child because the distant ruler
has cruel, dark thoughts...”

This drew more people to the Believers of the Saints
Cameron. Symbols unigue to the new religion began appear-
ing everywhere, One was the Three Swords of Saint
Cameron, representing the visitation of Jonathan Cameron
to Lieutenant Saul Robstein. Another was a symbolic repre-
sentation of the habit worn by Benedicting nuns. A third was
a bloody throne. These symbols sprang up on the sides of
buildings, machinery, and even BattleMechs.

The Believers of the Saints Cameron wislded consider-
able social and political power in the Hegemony during the
last years before the Fall. The religion not only survived the
chaos that followed, but it even grew, with small, fervent
groups scattered throughout the Inner Sphere and the
Periphery. The Believers, not surprisingly under the circum-
stances, added General Aleksandr Kerensky's name to the
two Saints Cameron to form a trinity of divine figures from the
last days of the Star League. Simon Cameron became a
minor prophet even though he had shown little interest in
spiritual affairs during his life and had appeared in no Visions
after his death.

Today, the religion has all but died out. Except far a few
small pockets of Believers in the Periphery and in the Lyran
Commonwealth, most of the lore has been absorbed into the
huge mythos surrcunding the final days of the Star League.

—From The Death of Order, The Birth of Legends, by
Precentor Tamela Cresky, ComStar Press, 2093




BIRTHDAY PROCLAMATION

As unrest increased in the. Periphery, the Star
League beganto suffer from the lack of Cameron control.
Jespite the new tax money flowing from the Periphery
into the Inner Sphere, the massive buildup of the House
armies still strained the economies of the five realms. The
healthy economic signs of just a few years before—near-
full employment, high wages, and major worker benefits—began
1o deteriorate. Unemployment climbed into double digits in three
membper states.

The five Council Lords ignored these economic problems, so
sreoccupied were they with outfiting and training their new
regiments. They even lost interest in running the Star League.
Without a First Lord, the Council Lords were supposed to be in
charge. When anly two or three attended meetings of the High
Council, effective government becamea impossible.

The Bureau of Star League Affairs tried to handle some of the
responsibilities without overstepping its legal bounds, but its
afforts lacked the force of law. Many career diplomats and
bureaucrals. whose loyalty and dedication had been the core of
the government, began to resign in disgust. Morale plummeted
throughout the Star League government.

Stefan Amaris was pleased. The growing government dis-
cord, the shaking of the realms’ economies, and the continuing
urban wars in the Pariphery all fit into his plans.

Hig friendship with the now adolescent Richard Cameron
was firm. Richard saw Amaris as his closest confidant and as a
substitute father, and Amaris did everything to encourage that.
Richard's trustwas the foundation for all of Amaris's coming plans.
Until 2755, Amaris had resisted the urge to manipulate the young
leader. He wanted to be certain that Richard grew up trusting only
aim, but he also needed to soothe the fears of the few nobles
suspicious of his intentions, After four years and with the young
teenaged ruler eager to show his autharity, Amaris began to exert
mare control.

Richard Cameran, though still too young to assume complete
contral, was allowed to sit in and comment on all High Council
meetings. Until Amans suggested it, Richard did not go to the
meatings, which suited the purposes of the Council Lords just fine,

The appearance of the First Lord at the 2755 Winter Meeting
was definitely a shock. The sight of the slim youth sitting in the
ornate chair of the First Lord was disconcerting. Even more
surprising was his announcement that, to honor his friend's
birthday, he was making Stefan Amaris a Knight of the Star
League. He added that. as a further sign of the Star League's
gratitude to the leader from the Rim Worlds Republic, SLDF units
would be withdrawn from his realm.

The Council Lords were too stunned to react. The First Lord
received the necessary certifications from each Lord to make the
proclamations legal before any Lord had the wit fo question them.
The Lords later wrote that each had been so perplexed by Richard
Cameron's request that they thought to object only after the
"Birthday Proclamations” had become law.

The Knighthood created considerable public controversy.
Many people were outraged that a man of such "unscrupulous
nature and backwoods origin® would be given Knighthood. To
them. the Star League list of Knights was tainted by inclusion of
a man of no worth or intéegnty.

The public was unaware of the struggle the second birthday
proclamation created between Richard Cameron and General
Kergnsky. To abandon the Rim Waorlds with only Stefan Amaris to
combat anti-League forces was bad enough, but Richard
Cameron specifically ordered General Kerengky to turn over all
Star League bases and fortresses to the military of Stefan Amaris.

General Kerensky would not allow this. In a senes of
sharply worded messages from the Periphery, the Gen-
eral said that he would never submit to an order that
“would hand over Star League technology to a Periphery
realm." Richard Cameron, at the urging of Stefan Amaris,
demanded that the General carry out his orders.

Though the Council Lords must have had their own
misgivings, they sided with the First Lord. The High Council con-
sidered General Kerensky, with the might of the SLDF and
charisma on his side. to be the more formidable adversary. Even
it it meant siding with Stefan Amaris, the Lords were willing to do
anything to drive a wedge between General Kerensky and the
First Lord. With the First Lord and the High Council united against
tim, General Kerensky had no choice but to accept the orders.

The Regular Army began to evacuate its installations in the
Aim Worlds Republic, but not before General Kerensky stripped
avarything from all the bases, forts, and fortresses. He wanted
nothing handed over to the Republic that might benefit it or give
it insight into SLOF operation.

Unfortunately, he failed. At Fort McHenry, a typical Star
League fortress, stripping was so inept that more than 50 percent
af the facility was left in working order, while at Hevrol Aero Base,
computer memories were improperly wiped, leaving behind many
files of sensitive SLDF documents. Stefan Amaris was overjoyed
at obtaining access to the secrets of General Kerensky's military.
These were the gifts he wanted, and he immediately began fo
scheme on how to use them to best advantage.
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PERIPHERY UPRISING

FLEET MANEUVERS, 2757

The SLDF staged "Operation Persuasive Force,” a
military exercise in the Hegemony that involved more
than 50 divisions, to judge the Terran Military Region's
readiness to repel an enemy invasion. Star League
divisions and warships outside the Hegemony made a muiti-
pranged push for Terra, while the units of the Terran Military
Region tried to defeat them.

Few believed that Persuasive Force was just a training
exercise. Everyone in the Periphery, from the government to the
anti-League organizations, called it a rehearsal for the Regular
Army's imminent invasion of the Periphery. The Council Lords, on
ihe other hand, protested that the operation was an attempt to
bully them.

in some ways, both were correct. The Regular Army High
Command was using the information gathered from exercises to
modernize plans for fighting in the four Periphery realms. It was
also true that General Kerensky timed the operation so that the
Council Lords would be aware of the might of the SLDF as they
traveled to Terra for their spring session. The primary goal of the
operation, however, was for General Kerensky to regain Rich-
ard's trust.

Keransky invited First Lord Richard Cameron, then 13, to
observe Operation Persuasive Force with him aboard the SLS
McKenna's Pride. It was an offer that the young |lad. steepedinthe
literature of romantic warfare, could not bear 1o pass up. Even
General Kerensky's request that he come without Stefan Amaris
did not dampen Richard's enthusiasm.

The First Lord and his Regent watched the operation to-
gether, from the first simulated clashes on the border of the
Hegemony to its climax, three months later, around Terra. Thay
watched fleets of warships engage in mock battles for control of
star systems. They nervously watched as huge DropShips let
‘Mech after 'Mech fall toward a planet's atmosphere. The First
Lord and the General watched the fighting on the ground from a
specially built, two-seat BartleMaster. To show the First Lord the
darker side of war, General Kerensky took Richard to field
hospitals to see from the many accidental injuries what the
aftermath of a real battle might be.

General Kerensky was trying to fight his way back inta
Richard Cameron's life. Realizing that he had spent less than a
manth with the boy in the six years of his guardianship, General
Kerensky wanted to get to know Richard better.

Stefan Amaris had been virtually the sole force shaping the
thoughts, emotiens, and character of the First Lord for years.
Aleksandr Kerensky faced a young man who staunchly believed
that nobility was born to the person and not something that could
be earned. To Richard, Stefan Amaris was the embodiment of the
noble man. Whenever General Kerensky hinted that Amaris
might not be perfect, that his motives might not be altruistic, the
First Lord flew into a rage.

General Keransky lost in his efforts to sway Richard, and he
lost badly. Not only was the mission of winning the First Lord's
confidence hopeless, bul every move made by the SLDF was
being scrutinized by official Rim World observers, who later used
what they saw with deadly effect.

-

QN THE QUESTION OF NOBILITY

[EDITOR'S NOTE: What follows is an excerpt of a
conversation between General Aleksandr Kerensky and
First Lord Richard Cameron Il on April 19, 2757, The
conversation was held inthe General's quarters and was
captured on his personal recording system, apparently
without the First Lord's knowledge. |

GENEAAL KERENSKY- YOU mentioned yesterday about “the
nobility of the spirit." What did you mean?

LoD AcHARD camerRoN: MNobility.. You know, that some-
thing people are born with that makes them either good
or bad, rich or poor.

GENERAL KEREMSKY: Borm with? Can someone start out
common but become noble?

LOAD RICHARD CaMeERON: | don’t think so.

GENERAL KERENSKY: Could you be a friend to someone who
had committed a crime, or was poor?

LOAD ACHARD CameRow: | doubt it.

GENERAL KERENSKY: NO hope of redemption for the weary
sinner, eh?

LORD AICHARD cameRon: | don't follow.

GENERAL KERENSKY: Never mind. Look out there, your
Highness; what do you see?

LORD RICHARD CAMERCN: The Aegis about a klick to port, the
Michigan to starboard. Several destroyers and a few
DropShips.

GEMERAL KERENSKY: And what do they represent to you?
LORD RICHARD CAMEROH: The might of the Star League, the
force by which the League can smite its enemies and
create justice.

GENERAL KFRENSKY Justice can be created?

LOAD AICHAAD cameron: Of COUrss. 5
GENERAL KERENSKY: How ? Justice is justice. Itis tha indefin-
able purpose of God we look for in life. It's not something
we can create,

LOAD RICHARD Cameron: Don't be funny, Aleksandr. Every-
one knows that justice is one of the spoils of victory.
GENERAL KERENSKY: Might is right?

LORD AICHARD cameAon: It 15 the noble way, isn't it?
GENEAAL KEAENSKY: According to whose definition?

LOARD RICHARD Cameron: Lord Amaris. He says that nobility
is often just blind confidence.

GEMERAL KeRENSKY. And when you believe you are right,
then anything you do is right?

LORD AICHARD Cameron: Exactly. Why do you shake your
head that way?




COMING OF AGE
The years between 275760 passed without any

—ajor crises. Stefan Amaris, ecstatic that General Ker-
. sky had failed to influence the First Lord, continued to
il Richard's mind with worlds meant to enlarge his ego
and shake his confidence in everyone except Amaris.
General Kerensky, meanwhile, had returned to the Pe-
riphery. The show of force in the maneuvers had given General
Kerensky a brief respite in the Periphery, but the depth of
antipathy toward the Star League still required his presence there.
As the day of Richard's majority approached, the Council
Lords were quickly losing the honor among thieves that had
characterized the early years of the Regency. Old hatreds ana
grievances were rising to the surface once again. Unimpressed by
General Kerensky's maneuvers, the Lords continued to build up
their own militaries and to raid one another.

B

In 2760, the raiding escalated into something more serious
when a nuclear explosion on the Davion world of Demeter killed
more than 200 people. House Davion claimed that the Confedera-
tion was responsible, and they demanded reparations. Barbara
Liao, after only four days as Chancellor, referred the matter to the
High Council. When the Council Lords could not agree, Prince
John Davion began to prepare for his offensive.

The Federated Suns opened three fronts, targeting the Liao
worlds of Teamma, Wei, and Redfield. The offensive placed the
2| DE units on those worlds in a precarious position between the

o warring forces. The SLOF units requested orders from Gen-
eral Kerensky, but instead received orders from the High Council
to evacuate all the worlds being contested. The Regular Army left
thase worlds, but not before several officers were demoted for
challenging the Council's authority to give them orders.

General Keransky left for Terra as soon as he heard
that the Council had issued orders without consulting him.
When he arrived, he tried 1o convince the leaders of the
Commonwealth, the Free Worlds Leagus, and the Dra-
conis Combine that any fighting between Houses could
easily spread out of control. The three Lords hesitated.
but they were content to let the border war continue
because neither side seemed to be gaining ground. The war
sputtarad to a haltin early 2762, and the First Lord soonunited the
Council Lords, even the warring parties, in opposition to his
aclions.

Richard Cameron turned 18 on February 9, 2762. Everyone,
from the Council Lords to the commoners, looked forward o
seeing what the young leader would do now. Most were relieved
that the Star League had survived the Regency intact. With a
Cameron back on the throne, they felt that things had to get better.
It seemed that only the Council Lords and General Kerensky were
worried as the delighted Richard celebrated his birthday.

A week later, the First Lord invited General Kerensky 1o his
private quarters. Before Kerensky could even say hello, the First
Lord thrust papers at him and excitedly asked that he read them.
Stafan Amaris was also present, closely watching both the First
Lord and the General.




What General Kerensky read was Executive Order
156. an order to disarm all House militaries and private
armas. Any piece of military hardware larger than a laser
rifle or more destructive than a grenade would be out-
lawed. Failure to comply would be a treasonous offense.
This was Richard's revenge on the Council Lords. With
ane bold stroke. Richard intended to pay back every real
and imagined insult he had even suffered. Ha would alsa doitin
such a way that everyone would acclaim him as a man of peace.

Richard eagerly asked the General what he thought even
before Kerensky could fimsh reading. When he finally spoke,
General Kerensky said that he admired the spirit that went into the
document but saw no chance of executing the order

Amaris. who had remained guat until then. interjected that
Richard was the First Lord, and all the other Lords were bound by
loyalty to obey him. "The Lords are bound to the Star League. of
which Richard is only the first among six Lords," General Ker-
ensky replied. "Though they look to Richard for leadership. the
Lords look to the articles of the Star League Accords for the law.”
hewent on. He knew the Lords would have plenty of valid reasons
to challenge the legality of Richard's order,

Richard was crestfallen. He had expected General Ker-
ensky's wholehearted support. Without it, he doubted that the
other Lords would accept the order, Sensing Richard's mood,
Amans demanded to know whether Kerensky supported the laws
of the Star League or its leader, The General turned and left the
room without another word.

Drespite the General's apparent disapproval, Richard issued
the order at Amaris's urging. The Lords were outraged. Messages
that smoked with anger arrived at Unity City. Then the Lords
themselves arrived for an emergency High Council meeting.
When Richard strode into the Council Chambers, followed by
Amaris and a very somber General Kerensky, he had no idea how
deeply his order had offended the other leaders because Amaris
had kept it from him.

Richard Steiner |l Archon of the Lyran Commonwealth,
asked if the order had been a mistake. Led by the Coordinator of
the Draconis Combine, the other Lords began to shout their anger
about the order and the order's author. Richard's stunned silence
encouraged them to even louder protests.

Stefan Amaris pretended to be frightened. He defended the
order and then behaved as though in fear of his life when the Lords
directed somea of their venom at hirm. When Takiro Kurita rose from
his chair, Amaris feigned panic and called for the guards. They
entered the Council Chambers, their weapons ready.

General Kerensky ordered them to lower their weapons and
leave. The shouting died away and everyone looked at him. The
guards. uncertain whom to obey, hesitated, then lowered their
weapons and left.

It was the First Prince of the Federated Suns who put the
question to the General of the Star League Defense Forces.
“General Kerensky, where do you stand on this order? Do you
support the First Lord in demanding that we give up our legal nghts
ta our awn militaries, or do you stand with us?"

"| sware an oath to the Star League when | entered the SLDF.
| vowed to defend to the death the laws of the Star League and the
unigueness of each member state. | am loyal to my eath," General
Werensky said quistly, "which is why | must disappoint my First
Lord and say that the Executive Qrder 15, | believe. illegal.”

The Council Lords were ecstatic. while the First Lord looked
like a child who had just been severely scolded. Seated on his
throne, Richard Cameron meekly signed a hastily drafted order
rescinding Executive Order 156. For once, Amaris could say or do
nathing.

AMARIS AND KERENSKY

Deeply ashamed at being bested by the Council
Lords, First Lord Richard Cameron went into seclusion
after the High Council meeting. He was also exiremely
angry with General Kerensky, cértain that the other Lords
had turned the General against him. Amaris fed these
feslings with distortions and les: that the Council Lords
had laughed at him after he left the Council Chambers, that
General Kerensky had called him a "child," and so on. Richard
disbanded the High Council, vowing to rule by decree, and left the
Court of the Star League for the small Star Palace he had built for
Amaris in the wilds of the Canadian States. Cameron remained
there for two years. '

Convinced that tha Council Lords and General Kerensky
were conspiring against him, First Lord Richard began to govern
by himself, His mostimportant act was the Taxation Edictof 2763,
which placed an even heavier burden on the Peniphery, When the
Periphery states refused to comply, Richard ordered General
Kerensky lo reinforce troops there and take change personally.

In 2764, Stefan Amaris left the First Lord and Terra to meet
with General Kerensky in the Periphery. The stated reason for
Amarns’s visit was to try to reconcile their differences. Amaris had
a very special peace offering for Aleksandr Kerensky, Because of
the underground network among Periphery resistance move-
ments, Amaris had information that would allow the General 1o
smash one of the strongest terrorist organizations in the Taunan
Concordat. Called the Taurian Freedom Army, the well-armed
and organized band of rebels had stymied the Regular Army and
aven its vaunted SAS. The opportunity to remove such a menace
was, Amaris assumed, worth considerable money or influence to
the General.

When Amaris and General Kerensky met, the leader of the
Rim Werlds Republic disclosed the information without conditions
or demands for payment. This act of seeming friendship and
honesty - surprised the soldier. Despite his gratitude, General
Kerensky told Amaris that he was a bad influence on the First Lord
and should allow Richard to leamn to rule by himself. Amaris
surprised General Kerensky yet again by saying he would not be
spending as much time on Terra as formerly. Responsibilities in
the Rim Worlds Republic demanded that he return home.

The meetings did not end in friendship, or even in the
lowering of General Kerensky's guard, but Amaris walked away
happy. The fact that the General apprecialed the value of his
information about the Taurian Freedom Army was enough of a
vigtory for Amaris to allow him to continue with his plans,

General Kerensky immeadiately acted on Amaris's disclo-
surg. First, he had his own intelligence personnel confirm the
information. He then sent three regiments of troops to
Camadeierre, the stronghold hideout of the Taurian Freedom
Army. Mot only were the leaders of the organization captured
alive, but the troops uncovered enough evidence 1o incriminate
the government of the Taurian Concordat.

Inthe meantime. Amaris returned to Terra to say his farewells
to Richard, He lied that General Kerensky had attacked Richard's
friendship with Amaris and ordered the Rim Worlds leader to leave
Terra within the month and return to his realm or be arrested.

Shocked, Richard offered to rescind the order. Instead,
Amaris donned the cloak of self-sacrifice and said that he would

return to the Rim Worlds for the sake of the Star League. Amaris -~

urged Richard not to be angry with General Kerensky. but to have
pity on the aging officer. The General just wanted lo prolect the
First Lord from the coming storm in the Periphery, Amaris coun-
saled. The First Lord should be thinking of ways to help General
Kerensky fight the coming rebellion.




Amaris offered to help the First Lord and the Star
League from the Rim Worlds Republic. He outlined a
ireaty that would allow regiments from his realm to assume
~g defense of the Terran Hegemony if a crisis arose.
" _maris assured Richard that he could spare the soldiers:
his republic was the most loyal of the four Periphery
realms, and so rebellion there was extremely unlikely.

Richard shared his grandfather's deep fear of seeing Terra
averrun. To know that the Hegemony could depend on the Rim
worlds Republic for assistance would be a great comfort, Richard
sagerly accepted the terms of the treaty and signed it, without the
High Council's knowledge, on July 21, 2764.

NEW VANDENBERG

As 2765 dawned, anti-League sentiment was further on the
rise throughout the Periphery, spreading into werlds that had
previously been loyal. The only exception to the disturbing trend
was the Rim Worlds Republic.

General Kerensky and his soldiers were particularly puzzled
by the constant vielence in the Taurian Concordat because
they had brokenthe TFA. The SLDF had expected alullinthe
Concordat troubles and was caught flat-footed by the new
violence. Many lives were lost in the new cycle of bombings
and shoaotings. The worst atrocity was the destruction of Fort
Simpson, home of the 265th Heavy Assault Regiment, by a
terrorigt in a car carrying a nuclear device.

Then New Vandenberg and 17 other Taurian worlds,
with the permission of Concordat President Nicoletta
Calderon, seceded from the Star League, though not from
the Taurian Concordat. The Concordat itself did not secede,
however. The Council Lords could not decide how to react.

inally, General Kerensky, under the mandate to suppress
.ebellion in the Periphery and to keep the Star League intact,
landed on New Vandenberg and ordered the militia units
there to lay down their arms. Because he had no evidence
linking the militia to terrorist activity, General Kerensky con-
sidered the New Vandenberg units most loyal to the Star
League. The General felt thatif the SLOF could show the rest
of the Concordat that the New Vandenberg militia calmly
handed over its weapons to the Regular Army, it would be
easier 1o ask the other militias to lay down theirs.

General Kerensky's plans were shattered when the New
Vandenberg militia refused to give up its weapons. Stunned,
General Kerensky hastily began negotiations with the sol-
diers, hoping to change their minds. News of the militia's
defiance spread like wildfire throughout the Periphery. Any-
body who had ever dreamed of defying the mighty Star
League cheerad them on. This celebrity status made General
Kerensky's negotiations much more difficult and much more '

important. Any failure or mistake would surely turn the new F__‘__.___

calebrities of the Periphery into heroes or martyrs.
The mistake occurred when a firefight broke out at ___
Fort Gorki between a platoon of militia that had been

patrolling the fence of the base and a squad from the First . M

Franch Regiment, whose vehicle broke down justoutside ..

the base. The squad tried 1o retreat but was cut down. _ﬁi‘,‘a‘

Unit records showed that Lieutenant General Dom-
inique Petain, commander of the First French Regiment
and one of General Kerensky's trusted friends, had no

tention of retaliating for the incident. She knew that the -
delicate negotiations would be affected by how her troop- 2
ers behaved now that they had been provoked, She did
notwant her soldiers to be responsible for another Penph-
ery war.

The Concordat regiment inside the fort did not realize
how conscientious and peace-loving Lieutenant General
Petain was. The militia expected to pay a heavy price for
the incident. Each hour that passed without retaliation
increased the tension. Thirty hours after the initial fire-
fight, the Taurians could stand the anxiety no longer. Ina
wave assault, the entire regiment attacked the Star
League troopers.

Her forces split by the attack, Lieutenant General Petain had
to either let her regiment fight or succumb. The SLOF regiment
showed its superiority but faced desperate Taurians, who feared
for their lives if they surrendered. Fighting was protracted and
costly ta both sides,

A military tribunal later cleared Lieutenant General Petain of
quiltin the Battle for Fort Gorki, but that could not change the tide
of events. The entire Periphery, except the Rim Worlds Republic,
rose up in rebellion as news of the battle spread.




YEAR OF A THOUSAND BATTLES

Like a wave of fire, the news of New Vandenberg's
rebellion sparked similar revolts. Onworlds where terror-
ist organizations had once been the Star League’s anly
enemy, there now rose up whole regiments of men and
women armed with weapons retrieved from secret
caches. Worlds throughout the Periphery also seceded.
Several SLOF units that had seen the injustices suffered by the
Periphery joined the rebeliion.

The rebels did not forget the guerrnilla tactics their ancestors
had used in the Reunification War. Suicide attacks. made by
individuals in explosive heavy hovertrucks, or by whole crews in
cargo ships, crippled many vital Star League installations. Com-
munication and transportation centers were the prime targets of
these attacks, and most were spectacularly successful. In one
instance. a cargo ship laden with highly volatile fuel floated into an
open cargo hold of the SLS Nebraska, a Star League battleship.
The detonation split the ship intwo. and one of the pieces collided
with the SLS Cairo, a nearby battlecruiser.

Whole divisions were cut off from outside help. At first, the
loss of assistance did not seem too important. Though well-
armed, the regiments of rebel infantry that challenged the Regular
Army were just brave citizens with only rudimentary training. The
League troops’ real opponents were the professional soldiers in
the varipus militia units, but they were refusing to engage in
combat, as though waiting for something.

A month into the war, dozens of ‘Mech divisions
arrived from beyond the Penphery boundaries and at-
tacked isolated SLOF forces in all three rebel realms.

General Kerensky's worst mghtmare had come true.
The years of unrestricted ‘Mech manufacturing by Periph-
ery firms had allowed the creation of 50 full 'Mech divi-
sions. Paersonnel for these divisions had been recruited
from miliia units, mercenarnies, and from colleges throughout the
Periphery. The recruits had been sent to secret traiming centers,
where mercenary units taught them how o use their 'Mechs. To
cover their disappearance, the future MechWarriors were signad
on as crew members of the trading vessels of the Black Crow
Trading Company, the White Star Liner and Mercantile Company. -
and the Far Star Convoy. During the five years it took o train
personnel for the divisions, the leaders of the Star League had no
idea of what was gaing on, a sign of how deeply the people of the
Periphary wanted independence from the League.

'Mechs and their crews had been hidden on key worlds.
When news of the revolt reached their commanders. the '‘Mechs
performed a variety of missions, the most common being o kill the
commander of the local SLDF contingent. This tactic, essentially
just another suicide mission, was successful and weakened many
SLOF units. Had it worked on New Vandenberg, where a battal-
ion of 'Mechs attempted to kill General Kerensky, this tactic might
have changed the course of history.

UPRISING

| had never seen violence. | know that sounds precious,
but | hadn't. Sure, I've seen an accasional fistfight, even been
in a couple myself, but here in Somab we pride ourselves on
being above violence, or at least we did. Hell, we didn't even
have atransceiver 1o pick up the news from Vandenberg. We
had plenty of things to keep ourselves entertained: the
mountain slopes, the streams. each other. We didn't need
anything from the city below. They came here for entertain-
ment.

Then came organizers for the TFA. Spouting grandilo-
quent phrasas like "freedom from the League oppressors,” or
“justice and honest self-rule for New Vandenberg,” they tried
to get us to join them. They eventually left our town in
disappointment, and we went back to looking after our
gueasts.

We had met people from the Inner Sphere, mostly
officers and soldiers from the local SLDF garrison. They
came to Somab ta ski, rest, and flirt with us just like anyone
else.

Then someone blew up Crystal Lodge. A gaping black
hole in the white snow was all that was left of the hotel and
restaurants. The force of the blast had been so great that we
couldn't even recover the dead.

The TFA was blamed for the explosion because many of
the dead were soldiers from the local garrison. | looked at the
list and saw that there were some important local politicians
visiting as well, very vocal anti-League politicians. | guess the
TFA was responsible, though. The League doesn't need to
resort to bombings to get rid of its enemies. It just arrests
them.

It didn't matter, really. A detachment from the 351st
Dragoon Regiment, "Mechs and all, entered our town and
stayed. They interrogated everyone.

. walking through our buildings.

Their presence becamea an eerie fixture in our town,
metal monsters on the street comers, soldiers with rifles

Huddled around the small holoset was how we heard the
news about Fort Gorki, We saw the reports of the battle, saw
the soldiers running in and out of the smoke and the fire.
Already we could hear the screech of AeroSpace Fighters
high above us and the commotion of the troopers outside.

On a cold, snowy night a week later, the TFA returned to
Somab with 'Mechs and rifles. They slipped past the troopers
guarding the town without being noticed. | was sitling in the
bedroom of my second-floor apartment, and | saw their
'Mechs walk past my window toward the center of town. From
ona of the side streets came a League 'Mech, which was
quickly riddled with gun and laser fire and put out of action.

The TFA ‘Mechs then fanned out and began hunting the
League ‘Mechs. All | could hear was gunfire and explosions.
| managed to get out of my building just before two 'Mechs,
rockingly embracing each other like drunks, crashed into it.

| couldn't find a way out of the town without running into
'Mechs, their features lit up by the flash of their weapons.
Running this way and that, | finally found myself climbing up
the slopes with a group of other townsfolk. We walked and
walked until we knew we were safe. We sat in the snow and
watched our lown being demolished.

The fires burned for two days, and the smoke hung over
the ruins for weeks, The ‘Mechs that survived the night's
fighting moved off to fight elsewhere. We don't listen to the
news anymore, No matter who wins, the Somab we loved is
gone.

—From The Faces of War: Interviews and Anecdotes,
edited by Collette DeNal, New Vandenberg Press, 2766
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As the General left New Vandenberg for his flagship,
he issued new orders for the entire SLOF. Divisions in the
outer military regions of the five member states were to
mave "with vigor and force into the Periphery as soon as

. assible to relieve besieged units and take on enemy
forces." Units stationed in the five House sectors nearest
Tarra and in the Hegemony were spread throughout the
Inner Sphere to cover the planets vacated by troops heading into
the Periphery.

Many divisions could not reach the Periphery quickly enough
to save other SLOF units. Without support. most Star League
forces in the Periphery could only hope to survive long enough to
be rescued. Many units were forced to retreat to their bases for a
final stand. Their opponents, the Periphery BattleMech forces,
had no wish to waste their time on a beaten enemy and commonly
issued the ultimatum: surrender or die. Few SLDOF units surren-
dered. In most cases, Periphery forces dropped a nuclear bomb
on the Star League troops and moved on,

Of the 50 divisions and regiments cut off by the uprising, 18
independent regiments and 13 complete divisions warg annihi-
lated.

By the end of 2765, more than half of the original 98 divisions
in the region were lost or so severely mauled that they had to be
disbanded. General Kerensky, faced with the possibility of being
surrounded and cut off from the Inner Sphere, retraated with most
of his forces back into the Inner Sphere.

Though forced to pull back in 2765, General Kerensky

redeployed almost the entire SLOF and launched an offensive

against the Periphery rebeis the next year.

!

SETTING THE TRAP

All the while the other three Periphery realms were
aflame with dissent, Amaris's realm, the Rim Worlds
Republic, was almost ridiculously peaceful. On only a few
worlds was there even a hint of rebellion, and thase
sparks were guickly and ruthlessly stamped out by the
military of the Republic.

There was a report of only one major battle in the Republic,
when one of the Periphery BattleMech divisions tried to invade the
Rim Worlds Republic at Gotterdammerung. Twenty Rim Worlds
regiments valiantly repulsed the invading BattleMechs. Thera
was little, if any, Star League representation in the Republic at that
time (the SLDF having been asked to leave the Republic in 2733), .
and so thare was no independent verification of the heroic stand
by the Republic military.

Only decades |ater did it become commen knowledge that all
the glorious stories from the battlefield, which included live reports
on the fighting and interviews with the wounded, were a complete
hoax. There had been no Battle for Gotterdammerung.

Stefan Amaris, far from the being the country bumpkin that he
pretended, was a schemer of the first order. The reason the Rim
Worlds Republic was suffering none of the ravages of war was
because Amaris was one of the war's chief architects. Years
earlier, he had met with leaders of all the major anti-League
movements and had outlined his plans for the Periphery rebellion.
It was Amaris who had suggested how BattleMech divisions could
be outfitted and personnel trained to use them.

To the Star League. Amaris was a rabid loyalist determined
to see his realm free of any anti-League activity. To the Periphery
independence groups, Amaris was the clever ally who had nd his
realm of the SLDF and made it a haven for their activities against
the Star League. The ease with which he betrayed the Taurian
Freedom Army to General Kerensky made it plain that Stefan
Amaris’s loyalties changed to fit the situation.

The need for fresh SLDF troops to relieve divisions that had
been mauled in the Periphery required that more troops be called
up from the Hegemony. By July 2765, more than 60 percent of the
fighting units normally stationed near Terra had been called into
the war, leaving behind increasingly fearful Hegemony citizens.
At the urging of Stefan Amaris, First Lord Richard asked the
Council Lords to use the House militarias to help put down the
Pariphery war. Because he had not held a High Council session
in two years and because the First Lord's Taxation Edict had been
largely responsible for the rebellion, the Council Lords had no
intention of using their militaries. At the request of General
Kerensky, however, most of the realms provided transportation
and other services for SLDF units.

With the Terran Hegemony underdefended, rumors began to
fly of suspicious troop movements in the Draconis Combine. It
was atthe height of these rumaors that First Lord Richard Cameron
revealed the treaty he had signed with Stefan Amaris, allowing for
units from the Rim Worlds Republic to defend the Terran Hegem-
ony. Even Richard did not know that Amaris had planted the
rumars and had targeted them against the Draconis Combine to
destroy the credibility of Takiro Kurita, a long-time critic of Amaris.

Inthial reaction to the trealy was negative. Many in the
Hegemony could not accept even the presence of the foreign
troops, much less entrust them with the defense of the Cradle of
Humanity. Those who disagreed with the plan became even maore
vocal when they learned that General Kerensky opposed it. When
the General had heard of the treaty, he immediately sent the First
Lord an alternative plan. Kerensky said the First Lord could easily
hire regiments from the more trustworthy member states, such as
the Lyran Commonwealth and the Federated Suns, to assume
some of the defensive burden.




Then news of the Battle for Gotterdammerung
reached the Hegemaony. The glowing repors of the
haroism and skills of the Rim Worlds troops blunted
criticism of Amaris's intentions. Even General Kerensky,
busy trying to control a growing disaster. said nothing
turther.

As spon as he received permission from the First
L ord. Stefan Amaris had his best and most trustworthy units
inaded onto transports heading for the Hegemony and Terra,
Eager to show that he was a wise leader and had been right about
Amaris all along, the First Lord celebrated the Republic troops
arrival on Terra with great pomp. The first BattleMech regiment to
arrive. the Fourth Amaris Dragoens (nicknamed "The Far Guard”
by the appreciative First Lord), was assigned 10 join the First
Lord's personal troops, the Royal Black Watch Guards, in protect-
ing the Court of the Star League.

Maost of the Council Lords, preoccupied with their own affairs
and trusting in the character and strength of General Kerensky,
were unconcerned about entrusting the Hegemony's safety to
Rim Worlds troops. Takiro Kurita, however, had always distrusted
Amaris and tried to rally other Houses to an agreement for joint
action. This failed because the other Lords were far more suspi-
cious of Kurita than they wera of Amaris.

Hegemony citizens began to raise gquestions about the
number of troops that Amaris was sending. The designated
number of troops were showing up, according to the accounting,
yet Republican troops seemed to be averywhere in the Hegem-
ony. The First Lord and his close advisers remained oblivious to
the apparent discrepancy. In fact, Amaris was shipping two
regiments for every ane and concealing the fact by having exira
units arrive in the Hegemany under false unit names. By the time
Amaris was ready to act, aimost half the forces of the Rim Worlds
Republic had been redeployed to the Hegemony.

PERIPHERY MOBILIZATION

General Aleksandr Kerensky s response tothe
Periphery uprising involved almost the entire SLDF.
Between one-half and three-fourths of Star League
units actually fought there at one time or another
during the crisis. About one-fourth of SLDF units
wers lost in the campaign.

Thirty ‘Mech divisions were destroyed, and
ning were disbanded because of heavy losses. In
all, the SLDF lost units equal to 140 divisions,
suffering more than one million casualties and even
losing seven units who went over to the enemy.

General Kerensky mobilized so many units in
the other military regions and sent them to the
Periphary that he had to redeploy his remaining
forces to cover the House districts. This left the
Terran Hegemony so underdefended that few
could object to bringing in troops from the Rim
Worlds Republic.

With a strength of less than ten divisions left in
the Terran Military Region, Star League forceswere
no match for the troops of Stefan Amaris. And thus
did the mighty League topple.

—From The Rise and Fall of the Siar League,
by D.H. Rand, Tharkad Press, 2989

The duties of the Republican regiments were quickly
expanding. At first, Amaris forces were asked to guard
only secondary military bases. After several "helpful sug-
gestions” from Stefan Amaris, the First Lord allowed Rim
Worlds troops to man more sengtive bases.

Republican units soon controlled more than half the
Castles Brian, the massive fortifications built on key
Hegemony worlds. The Republican troops were well-acquainted
with Castles Brian, thanks to Richard Camereon, who gave virtually
identical fortifications to the Rim Worlds Republic when he with-
drew the SLOF in 2755.

Republican officers wera also infiltrating the bureaucracy of
the SLOF, despite the efforts of many wary Star League officers,
After the First Lord ordered SLOF commanders to give Republi-
can observers the run of the realm, they watched and asked
guestions about the workings of every branch of the Regular
Army. They were especially curious about the workings of the
Space Defense Systems.
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Eventually, the questions about the number of Republican
troops, the curiosity of the Rim Worlds officers, and the underlying
distrust of foreign forces became too much, and a group of high-
ranking officers and nobles approached the First Lord. Richard
Cameron scoffed at their fears that the Republican forces were up
to no good. He was so fiercely loyal to Amaris that he angrily
threatenad to imprison any officer or noble who ever again
publicly doubted Amaris's intentions. The First Lord them imme-
diately sent a message to Stefan Amaris that his good name was
being besmirched.

Deciding that the time for action had come, Stefan left fo.
Terra aboard his private warship. He was eager and alert. All of
his preparations had been completed, and everylhing was pro-
ceeding as planned.
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KERENSKY'S FLIGHT

For MechWarnor Nicholas Henson and ev-
eryone of the 7734th Battle Regiment (The Star
\ikings). the uprising came as a shock. Two
weeks before the rebellion on New Vandenberg,

An instant before the enemy missiles
raached them, General Kerensky and his aide let
loase a salvo of their own missile and cannon fire,
Then, with a speed and precision Henson had
never seen before, Kerensky and his aide

he had been carousing with his classmates,
celebrating their graduation and wondering where they
would be assigned. Though he had hopes for action upon
learning that he was Periphery-bound, Henson was giventhe
boring job of patroling the warehouses.

Henson had been listening to the news for further word
irom Fort Gorki when the station went dead. He flipped
through the dial looking for another, but alithe civilian slations
had gone silent. Just then his CO popped up.

"Henson, this is the situation, The whole planet seemsto
have gone up in arms over the Fart Gorki fighting. General
Kerensky's headquarters are under attack. He and his staff
ara headed here. Go to Warehouse 5 and open it up so that
gur Techs can get in there and start powering up some of
those "Mechs. When you're done, look for the General's
convoy and guard it. Understood?"

Henson spent the next half hour assisting the Techs as
they powered up a Wolverine Il and an Atlas /. Using power
they drained from his Warhammer's reactor, they inserted
live fuel cores inta the two 'Mechs and started them up. Just
as the Techs were disconnecting the last power cord, alaser-
scarred and blackened hovertank pulled into the warehouse.
The hatches of the vehicle opened, and its occupants got aut.

MechWarrior Henson recognized Genaral Kerensky.
The tall, muscular man stepped down from the vehicle and
walked toward Henson and his 'Mech.

"At ease, atease.” came the General's voice through the
speakers of Henson's helmet. “This isn't a parade. What's
your name, warrior?” The voice was remarkably gentle for all
the authority it carried, and the slight slavic accent gave itan
unusual cadence.

"Henson, is it? Well, MechWarrior Henson, we're faced
with what my people back home would call a snowy choice.
The entire planet has rebelled and apparently has more than
enough weaponry to give us a run for our money.

“I'm guessing the enemy 'Mechs are after me and will
spon attack the spaceport. My DropShip is coming, but I don't
know when. It will be close. Until then, | want to be able to
fight, which is why you've been helping these good Techs to
power up these 'Mechs. Excuse me a moment.”

(T

The Atlas, Warhammer, and Woiverine walked out of the
warehouse and looked upon the inferno that hiad once been
the spaceport. Suddenly, General Kerensky's aide called out
that his sensors had picked up a fighter coming in from
behind. Henson ran for the warehouse but stopped abruptly
when he realized that no one was following him.

General Kerensky, in his Affas, took a tew steps forward
and away from his aide. Both faced the approaching fighter
and calmly waited. The fighter, a Thrush, dove and waited
until the last instant to let loose a volley of missiles and laser
fire at the two 'Mechs standing so defiantly below,

dodged their 'Mechs out of the way as the enemy
missiles exploded into the ground where they had been
standing.

Aninstant later, the fighter erupted into a ball of flame as
it passed over and crashed into one of the warehouses
hehind them. Sheepishly, Henson walked back from the
warehouse and approached the two warriors, who, he could
hear, were quibbling over whose missile had brought the
fighter down.

"There you are, MechWarrior Henson. A wise move 1o
hide. Don't worry, We're just too old to really care anymore.”

There was a barrage of artillery shells that whistled over
their heads and exploded nearby, demolishing several ware-
hauses.

"“Well, Henson, looks as if the enemy wants 1o save us
the trouble of blowing up our stores. Let's find your company
and kend them a hand. Lead the way."

The next 30 minutes became a blur of impressions and
sensations tor the young MechWarrior, The shock of arriving
at the runway's edge and linking up with the remainder of his
company justin time to see enemy ‘Mechs appear across the
runway, their weapons searing the ground and air about him.
The crazy chase as the enemy ‘Mechs pursued them through
the maze of warehouses and buildings, every blind intersec-
tion becoming a patential ambush. The herror of seeing three
friends being cut down. The anger he feit as he launched a
Headhunter at an enemy 'Mech, and the elation felt as he saw
the cockpit explode and the 'Mech collapse, smoke billowing
from where the head had been.

Just asthe remaining SLOF forces were surrounded and
the noose was beginning to tighten, the ground began to
shake, a hot gale came down aver them, and a shadow fell
over the Star League 'Mechs. Moving impossibly slowly over
their heads was a Foriress DropShip, so close Henson felt he
could touch it.

“Ah, good,” was General Kerensky's only comment on
their rescuer's appearance.

The loading onto the DropShip was eerily quiet, consid-
enng what had been happening in the battle just moments
before. General Keransky walked up to Henson, who was
desperately trying to compose himselt.

"| feel for you, Henson. To have such a disaster for your
first battle is a difficult way for you to begin your career. You
did very well today. Unfortunately, it looks as if disasters may
be what we will be getting for a while. 1t is going to be a long
and stupid war.’

—Excerpt from the novelization, Brian Henson, Mech-
Warrior, by Vincent DeVries, New Avalon Press, 2788




THE AMARIS COUP

Days of infamy, when some heinous act or crime is
committed, are almost always bright and sunny. All have
their faces pointed to the peaceful heavens above,
making it that much easier to shp them the knife.

—5Stefan Amans to his officers the day after he
usurped the Throne of the First Lord.

As he traveled toward Terra, Stefan Amaris listened closely
to the news coming from the Hegemany and the Periphery. From
the Hegemaony, he heard very little to alarm him_ Resistance to his
Republican troops was growing but still too small to have any
effect. From the Periphery came reports of continued heavy
fighting. demanding General Kerensky's undivided attention.
Pleased, Amaris sent streams of coded messages 1o his officers
and agents in the Hegemaony. By the time he arrived at Unity City
on the snowy night of December 26. 2766, all of his key personnel
were ready to act.

The next day dawned cold but beautiful, after the snowstarm
of the night before. The storm left behind clear skies and a layer
of fresh snow, through which Stefan Amaris and his guards
rudged across the open courtyard leading to the First Lord's
private chambers. Amaris had a nine o'clock audience with
Richard Cameron, and he did not want to be late.

The Amaris group went unchallenged past the guards at the
door, who had standing orders to admit Amaris and anyone with
him. Carrying a large box tied with satin nbbons, Stefan Amaris
continued with his bodyguards down the ornate corridors with
their white marble pillars, past the sentries in their cloaks hiding
ablative flak suits and weapons, and past the elaborate security
strangpaints hidden among the decorative ornate carvings and
sculptures.

When Amaris and his guards entared the private Audience
Chamber of the First Lord, they found Richard Cameron eagerly
waiting. Amaris and Richard exchanged greetings. with Amaris
complimenting the First Lord on his decisive and capable admini-
stration since their last meeting. Then, with a flourish and a smile,
Amaris handed the First Lord the present, saying it was a gift from
one friend to another.

Richard tore through the wrapper and opened the box, only
to discover another, identically wrapped package inside. Laugh-
ing, he repeated the procedure. After working through box after
box, he finally discovered alarge laser pistol set with ornate jewels
and with the Amans crast carved into the grip.

Amaris reached out and took the pistol from the First Lord,
saying that it was a very special weapon, made to his exact
specifications. He held the gun up to the light, letting the jewels
catch and reflect it. Amaris then slowly lowered the pistol until its
barrel was pointed at the First Lord's forehead.

Fram outside came the sounds of distant explosions. "It has
begun," Amaris said as he pulled the trigger. As the body of
Richard Cameron slumped to the floor. Stefan Amaris sat down
in a plush chair and calmly watched his guards leap into action.
They pushed aside a large painting on a wall, revealing a hidden
panel that controlled the security systems for the First Lord's
private quarters. On instructions from Amars, to whom Richard
had proudly shown the panel's workings years before. the guards
quickly took manual control of the many automated security
systems in that wing of the palace.

Amaris interrupted the guards only once. Motioning to the
body of Richard Cameron and the growing pool of blood. he asked
one of them to clean up the "unsightly mess."

CONQUEST OF THE HEGEMONY

Surprise is the best weapon to have in any arsenal.
With i, all things become possible.

—Excerpt from the testimony of General Patrick
Scoffins, Commander-in-Chief bf the Republican forces
in the Terran Hegemaony, August 2780

Before 2765. there were 25 divisions in the Terran Hegem-
ony. These included fleets, supplies, and planetary militia units.
By December 2766, all but eight divisions, only two of them
BattleMech divisions, had been sent to the Periphery. Reinforcing
these divisions were a handful of independent SLDF regiments
and planetary garrisons made up of aging veterans with Reserve
status and young men and women hoping to get into a military
academy.

Arrayed against the Regular Army in the Hegemony were
Republican regiments and brigades with a total strength of 16
divisions. Even on Terra, Republican troops outnumbered the
SLDF. Even as Stefan Amaris was murdering Richard Cameron,
his regiments were pouncing on Regular Army units throughout
the Hegemony. Republican troops used surprise to devastating
advantage with such tactics as destroying Regular Army barracks
filled with sleeping soldiers and flooding troopships with poison-
ous gas.

Regular Army forces stationed further from Republican
forces fared little better. Amaris had made a point of having
adequate air support for his strike. Among the weapons used by
the Republican AeroSpace Fighters were nuclear bombs, which
they used enthusiastically on the SLDF units untouched by
opening moves of the coup.

Other prime targets were the Hegemony communications
centers, for Amaris wanted to prevent any calls for help. Squads
of Amaris commandos had little trouble seizing the lightly de-
fanded sites and shutting them down. Though HPG operators in
the surrounding member states noticed the sudden cessation of
messages from the Hegemany, it took days for their concern to
work its way up through channels. By then, it was too late.
Surprise and ruthlessness were the keys to Amaris's grand plan,
It succeeded on almost every Hegemony world.

Because of the gallantry of some units, there were excep-
tions. Certain units, like the 3986th North American Infantry
Battalion (The New Grunts). took to the wilderness of Hegemony
worlds to fight a vicious guerrilla war that lasted until the libera-
tions. The regiments in five Castles Brian also survived the initial
onslaught and remained constant thorms in the Republicans’
sides until Amaris got impatient and destroyed all five with the
repeated use of nuclear devices.

The most valor was shown by the palace guards, who almost
killed Stefan Amaris despite his elaborate preparations. Amaris
was unaware of the full extent of the security measures in the
palace. He did not know that when he fired his pistol, the laser light
was picked up by a sensor in the ceiling, sounding an alarm in a
control room. Within seconds, the entire Court of the Star League
was alerted, including the warriors of the Royal Black Watch Bat-
tleMech Regiment, the Camerons' personal regiment stationed a
few kilometers away.

Inside the palace, the guards raced down the halls to the
Audience Chamber. They soon discovered that Amaris's guards
had control of the palace's security systems. Hidden lasers killed
many of them. Some pressed forward, relying on speed and their
ablative armor. Three reached the doors of the Audience Cham-
ber, only 1o be killed when Amaris's men opened the door and
lobbed a grenade at them.



Two lances of the Black Watch escaped the traps set
by the Amaris Dragoons and headed for the Court of the
Star League. Unaware that Richard Cameron was al-

~ady dead, the nine warriors prepared to meet the
agoons and hold them off as long as possible so their
First Lord could escape.

The |last members ot the Royal Black Watch met the
tarward alements of the Fourth Amaris Dragoons at Gorst Flats.
Commanding what was leftof the elite SLDF regiment, which had
peen made up entirely of graduates of the Gunslinger Program.,
was Colonel Hanni Sehmitt. She had chosen an excellent site to
make her regiment's last stand. With high, forested hills on one
side and the waters of Puget Sound on the other, the nine 'Mechs
of the Black Watch forced the Republican 'Mechs 1o bunchup and
face them head on. Unable to use their numerical superionty, the
Dragoons felt as if they had walked into a meat grinder that
chewed up the first ten 'Mechs before they could even reacl. The
sommander of the Dragoons withdrew his forces.

Meanwhile, a platoon of guards with jump packs was hopping
1cross the palace roofs toward the Audience Chamber. As they
approached the inner buildings, they too came under attack from
the defensive systems, Turrets with lasers meant o knock out
enemy AeroSpace Fighters cut down several troopers slowly
arcing through the air. The defenses were programmed not lo fire
i the shot would hit the palace. Using this to their advantage, the
remaining troopers started making shallow butdangerous jumps,
praying that the turrels would not risk shooting at them.

Upon reaching the root above the Audience Chamber. the
guards began to use lasers ta drill holes into the building. They cut
into the wall that held the panel Amaris was using to control the
security systems, hoping to destroy it so that other troopers on the
~raund could assault the chamber. As they drilled, two AeroSpace

ighters flashed past them high overhead on their way to destroy
the last Black Watch 'Mechs. The turrets on the palace did not
react. An instant later, a flash. then the incredible force of a
nuclear explosion, shook the Court of the Star League. The Royal
Black Watch Regiment was no more.

The guards on the rool fevenshly continued to drill. After
fiteen minutes, they broke through the last parrier and found their
lasers had burned a hole directly above the wires. They lowered
a small explosive into the hole and detonated it. The explosion
blew out the wall, killing two of Amaris's guards and filling the
Audience Chamber with debris and smoke. Amaris escaped
injury only because he was standing nextto a high-back oak chair
that protected him.

Though unhurt. Amaris must have thought that his grand
scheme had failed. Troopers were undoubtedly storming up the
corridors, and he had only four guards with laser pistols o hold
them off. The explosion, as powerful as it was, buckled butdid not
blow out the windows. which were made of safety glass laced with
steel fibers. Unable to climb out or open the door that led to the
First Lard's private quarters, Amaris was trapped.

Through the hole in the wall, he heard the approaching steps
of palace guards. Just when he thought he was finished, the
sounds of running changed ta crashing noises, the explosions of
laser fire, and the confused shouts of soldiers. Poking his head
through the hole and looking down the corridor, Amaris saw
Dragoon infantry pouring out of an armaored personnel carrier that
had plowed through the wall of the palace. The bodies of Star
|_eague troopers were scattergd on the marble floar.

THRONE ROOM MASSACRE
Republicans quickly seized control of the Court of the

Star League after rescuing Stefan Amaris. Amaris then
hroadcast an ultimatum over all channels that called for
SLDF soldiers to lay down their weapons and surrender
ar he would Kill the First Lord. The rude largely succeeded.
Many units, badly mauled or outnumbered by Rim Worlds
troops, did lay down their weapons. Those who surrendered were
forced to dig their own graves before they were shot.

Those who did not surrender were chased away from the
major cities and then hunted down. Many lances of the 191st
Royal BattieMech Division, of which the Royal Black Watch
Regiment.had been part, survived the initial slaughter and es-
caped. They continued to fight for two years, with some su rviving
to sea the liperation of Terra.

Aeasonably secure on Terra, Amaris listened with pleasure
1o reports from the other Hegemony worlds. His plan was almost
2 total success. Of the 103 worlds, 95 fell under Amaris's control
in the first day. Though a few units held out and others resortad
to raiding, Amaris forces controlled all the worlds by the end of the
year. Many of the Castles Brian and the Space Defense Systems
were captured intact and now belonged to Republican soldiers.

In a gruesome ceramony, Amaris forced the surviving sol-
diers-of the palace guard to remove the Star League standard
from the flagpoles and run up the Amaris family crest. Then
Amaris ordered the prisoners shot and their bloedy bodies buried
at the foot of the flagpoles with the Star League flag as their burial
shroud.

Amaris next turned his attention to the Cameron family.
Richard's wife, Elise, and two-year-old daughter, Amanda, were
in custody. Consulting computer records, Amans traced the
names and locations of everyone who might have even a trace of
Cameron blood. He brought these people to the Court of the Star
League, treating them with kindness and courtesy until the whole
group finally arrived.

Amaris assembled 79 men, women, and children of the
Cameron family in the Throne Room. Sitting on the Star League
Throne and protected by many guards, he gave the distant
relatives of the Camerons an ultimatum: swear allegiance or die.
He had them brought before him, one by one, to answer. Notone
of the first 20 yielded to Amaris, who accepted their answers and
asked them to rejoin the rest.

The 21zt relative ofthe Camerons, Jason Cameron Bashina,
agreed to bow to Amanis. With a cruel grin, Amaris shot Jason
Bashina with the same laser pistol that had killed Richard. With na
chance to live. the rest of the Camerons rushed the throne, only
to be cut down by the surrounding guards. After the smoke from
the charred bodies had cleared, Stefan Amaris left the Throne
Room and ordered it sealed.

Elsawhere on Terra, similar atrocities occurred. The Green-
haven Gestapo, a notorious mercenary band, took control of
Rome and tortured the people of that noble city for a decade. In
5770, the mercenaries, after an attempt to extort money and
riches from already-stripped Rome and Vatican City, killed Pope
Clement XXVl and many cardinals and bishops of the Roman
Catholic Church.

Acrass Terra and the Hegemany, Stefan Amaris destroyed
gverything that had to do with the Star League or the Camerons.
Amaris wanted the memary of the Star League expunged from the
face of every planet, 1o be replaced by his family crest, the symbol
of the cruel Amaris Empire.




THE KURITA HOSTAGES

Stetan Amaris proclaimed himself First Lord in Janu-
ary 2767. This was the first transmission from the Terran
Hegemony since the coup began. General Kerensky and
the leaders of the other realms were shocked. Everyone
had considerad the Periphery uprising, not the Rim
Worlds Republic, to be the threat. Even the suspicious
Takiro Kurita. who had tried to warn the other Council Lords about
Amaris, was caught off guard by Richard's death. Kurita knew that
Amaris was a schamer. but the Coordinator had believed that
Amaris would exercise control through his influence over Richard.
Kurita had thought Amaris teo shrewd to risk the reaction of the
entire Inner Sphere and the wrath of General Kerensky and the
SLOF.

As weeks passed and the fait accompli began to sink in, the
House leaders began blaming each other for leting it happen.
They also waited for General Kerensky to restore order. The
General, however, was stunned. Immersed in a costly war,
Kerensky was totally surprised by the coup. When he recovered
fram his initial shock, the General reasoned that Amaris could not
have been foolish enough to attempt the coup without suppor
from one or more of the othar realms.

In fact, the Draconis Combine began to cooperate with First
Lord Stefan. Shortly before the coup, Takiro Kurita had ordered
his grand-nephew, Drago Kurita, o evacuate his post as Ambas-
sador to the Star League because the Coordinator feared a
popular uprising against the large number of Republican troops
on Terra. Drago Kurita and his family did not get out in time,
however, Though the 121-year-old Takiro had assigned most of
his duties to staff members, he flew into a rage upon learning that
Amaris had arrested Ambassador Drage, his wife, and their four
children. After fretting for days because he knew how brutal
Amaris could be, Coordinator Takiro had a heart attack. On the
day before he died, Takiro made his son Minoru promise 1o
resolve the hostage situation through negotiation.

Thus the Draconis Combine was civil and cooperative de-
spite Amaris's brash goading of the Kuritas. Not knowing why
House Kurita behaved in a friendly manner to the Ursurper, the
other Council Lords and General Kerensky feared that the Dra-
conis Combine had been part of the plot.

WARRIORS WITHOUT A HOME

While we fought and died trusting that all was well
back home, a cancer was allowed lo grow that has now
seized our hearts and souls. The Hegemony is lost and
our hopes with if. )

—General Aleksandr Kerensky, announcing the
Amaris coup to his troops, February 15, 2767

In January 2767, General Kerensky led the attack to retake
New Vandenberg. For a year, he had been at the head of an
offensive to regain the Taurian Concordat. Though he faced stiff
resistance from the Periphery forces, he finally gained the upper
hand. '

With the seizure of New Vandenberg complete and the
submission of the Concordat likely to follow soon, the General
hoped to pressure the neighboring realms to submit with a
minimum of bloodshed. Yet certain things worried him. The large
enemy BattleMech divisions, once so eager to engage in combat,
began to avoid big batties. It seemed to General Kerensky that
they were waiting for something.

His message to Terra, telling the First Lord of his victory on
New Vandenberg, went unanswered. Then General Kerensky
heard Stefan Amaris proclaim himself First Lord. An unbelieving
Kerensky immediately asked for a status report from command-
grsinthe Hegemony. The few still alive told the General that there
was no hope for the SLDF units that were still fighting.

On May 19, the General received a message whose full
implication filled him with horror:

FROM: Ztefan Ukris Bmaris, Emperor of the Amaris
Emplice

I0: Zeneral Alaksandr 5. Kerensky, Commander of the

late Star League Defense Forces

seneral:

I, with my infinite skills and aided by my loyal
subjects, have struck, with a swiftness given only to
che rightenus, a blow that has corrected decades of
injuries and slights to my family. I rule where the
camerons onoe called home. T control the Cradle of
Humanity. All within the Hegemcny have bowed before
miz; those who didn't are dead.

nelp me impress my word and wisdom upon the other

realms. ['ve no reason to hate you; I wish only peace
between ws. Join me and convince your men and womer
to follow you, and T will give you power second only
to mine. =

But sheuld you dare turn a blind eye to the wisdom

of my offer and decide not to jein, then heed my
warning: [ conlrol everything the Hegemony has. All
‘ts defenses, all of its fortifications are now manned
by people loyal tome. Should you Try to attack, every
inch of Hegemony soil will be stained with the blood
of the fallen, and every drop will be a burden upon
your soul, which must already be heavy with gquilt for
allowing me ta accomplish the complete control of your

homelands.

-

{sigred) Fmperar Stefan Ukris Amaris I



The feable attempt at conciliation and the mockingly
adversarial tone of the letter confused General Kerensky.
Even after the losses in the Periphery war, the SLDF was

 tar the strongest military ever assembled. How did
~_naris dare to antagonize its commander?

For three days, General Kerensky stayed in his
quarters. His troops were more vocal in their reaction.
Because Amaris was from the Periphery, many roopers wanted
lo go on a rampage, destroying anything and anyone from the
Pariphery. Just barely, their

intended to seize the homeworlds of Stefan Amaris to use
ag his base of operations, This was not simply a malter of
revenge. General Kerensky, mistrustful of all the Lords
after what had happened, needed a command center,
and the Rim Worlds Republic lay undefended.

His announcement calmed the soldiers of the Star
League. Knowing that their leader, a man whose stature

and charisma had grown to almost godlike proportions, was back

in command gave everyone hope that all was not lost. Some still
disagreed with the General and

officers contained them and
prevented a catastrophe.

Royal units, whose sol-
diers were recruited from the:
Hegemony, were the hardest
hit by the news. Most of them
wanted 1o leave the Periph-
ary immediately to attack
Amaris, but their officers or-
dered them to wait for Gen-
aral Kerensky's decision.
One unit, the Thirty-fourth
Royal BattleMech Division,
would notwait. Itleftits postin
the Outworids Alliance and
headed for home, It was later
wiped out above Epsilon indi.
its homeworld, by that
planet's automated Space
Defanse System.

General Kerensky finally

-oke his silence by issuing a
Jng message to his iroops
and the people of the Periph-
ary. He expressed outrage al
what Stefan Amaris had
done. He stated that. consid-
ering the nature of the Amaris
tamily, there was little hope
far the life of the First Lord or
anyone who dared 10 show
their loyaity to the Siar
League,

The General went on to
say that a state of war obvi-
ously existed between the
SLOF and the Amaris Em-
pire. He cautioned his troops
that it would be foolish to
charge blindly at Amaris and
his forces. The Rim Worlds
forces were strong enough
that the SLOF needed to plan
strategy, General Kerensky

felt that they should try to recap-
ture the Hegemony immedi-
ately, but the news of the fate of
the Thirty-fourth Royals re-
strained even the most impul-
sive among the soldiers. Mech-
Warriors and commaon soldiers
eagerly agreed with General
Keransky's plan to aftack the
Rim Worlds Republic as a
chance to repay Amaris for
what he did to their home-
worlds.

RIM WORLDS CAMPAIGN

The decision 1o move on the
Rim Worlds Republic must
have been a difficult one for
General Kerensky. He hadlong
been a vocal opponent of what
he called “war's unnecessary
acts of stupidity against the
innocent.,” Even during a
battle’s angriest moments, he
had never succumbed to the
temptation to strnike an easy and
telling blow against an enemy’s
civilian population. General
Kerensky was an anachronism,
mare in tune with a time when
warfare had a set of rules and a
code of honor.

As news of General Ker-
ensky's plan passed through
the Inner Sphere, many people
guestioned its sense. These in-
dividuals believed that the
General should stay in the
Concordat, summoning his
strength and planning his strat-
egy. To embark on a campaign
against the Republic seemed a
foclhardy waste of effort and
lives.

said. Though the SLDF vastly
sutnumbered the Republican forces, General Kerensky knew that
his adversaries would be in excellent defensive positions, and he
worried that one or more of the House militaries, especially the
Kuritans, might be fighting alongside the Amaris troops.
Addressing the people of the Periphery, he said it would be
ndiculous for his troops to centinue fighting the Periphery rebels
to preserve a Star League whose capital was enslaved. He
declared a cease-fire with all the Periphery realms except one.
General Kerensky wamed the Rim Worlds Republic that he

Some among the militaries
of the five inner realms understood. They realized that the
Republic was probably woefully underdefended. Officers of the
iive Houses also understood that the Rim Worlds Republic was
the only Periphery realm that was not batlle-scarred and ex-
hausted. There was every reason to believe that General Ker-
ensky would find plenty of supplies and equipment for his troops
in the Republic. Some also realized that Star League forces would
vent their frustrations on the Republic and thus be able 1o fight for
the Hegemony with less passion and greater thought.




ADMIRAL BRASO'S LAST TRANSMISSION

[EDITOR'S NOTE: The Thirty-fourth Royal BattleMech
Division was aided in its attempt to win back the Hegemony
by the 568th Armed Transport Flotilla. The flotilla consisted
of a single Black Lion Class battlecruiser, two Aegis Class
cruisers, four Lola Class destroyers, one Potemkin Class
cruiser/transport, and 20 transports and service vessels.

Commanding the 568th was Admiral Amanda Braso, a
30-year veteran of the Star League Navy and recipient of the
Maval Medal of Valor, for her action during the Battle of
D'Van's Star, What follows is her last transmission. The
message was received and recorded by a small trading
vessel that was watching the battle from a jump point. The
message was forwarded to the Periphery ]

This is Admiral Amanda Braso, commander of the 568th
Armed Transport Flotilla, 'm hoping that someona friendly to
the Star League might be listening in and relay my message
to the General. He has to know what has happened.

Wa materialized into the Epsilon Indi system on July 1 at
0900 hours at both the zenith and nadir jump points. No re-
sistance. _

We high-geed it to Epsilon Indi in two groups, | in my
flagship and Vice Admiral Mitchell Justin in his cruiser, the E.
Presley. A day away from Indi, we picked up achallenge from
a drone warship. We gave the proper response. To no one’s
surprise, it refused our |0 code. Our computer programmers
took gver al that peint and attempted to worm their way into
tha controls of the Space Defense System. They tried every-
thing but were rebuked by the computer's security system
sach time. My hat's off to whoever built the SDS; they built
quality stuff, damn tham.

As we drew nearer, more Caspars left their posts on the
far side of the planst until all 56 were ready and waiting for us.
There was no way to avoid a fight. | ordered Justin and his
ships to change course and fry 1o make it to the far side of the
planet while my group would bear the brunt of the fighting. |
was hoping that he might have a chance to unload his troops
unopposed.

The Caspars, locking for all the world like warships from
hell, are.incredible to watch. They took the initiative, which
surprised me, and performed an incredibly swift raking pass
at my ships. Our gunners found it difficult to aim at the drone
ships because of their speed and maneuverability. After they
passed my ship, they concentrated on the Rex, a destroyer.
Her commander made a fatal error and tried to run away. Like
sharks around a whale, the drones encircled the Aex and
cliced her to pieces. They went after the transports next. We
managed to scatter the drones by diving into the middle ofthe
fray, but not before they had gotten two troop transports. The
gunners on my ship, bless their hearts, managed to get wo
of them by aiming at their tails. There seems to be an unusual
waakness there that might be exploited by whoever follows
us.

| ordered the remaining transports to launch their Drop-
Ships and 'Mechs, hoping that so many targets would con-
fuse the SDS and that some would get through. The Caspars
split into two groups, one to engage us and the other 1o slice
through the cloud of DropShips and "Mechs, their weapons
firing at even the smallest tank-carrier. Many 'Mechs were
lost, but some survived.

Then, without warning, one of the drone ships rammed
the Huston, an Aegis Class cruiser. | was horrified to see both
ships explode. | then watched helplessly the ground-based
5DS lasers and missiles picked off our remaining ‘Mechs and
DropShips like somany kernels of corn thrown into a fire. One
by one, 'Mechs and DropShips were singled out and de-
stroyed. | estimated that of all the DropShips and 'Mechs | had
in my group, maybe 10 percent actually reached the ground.
Justin's last report said that his group fared a little better, but
not much. | do not hold out much hope for those that did reach
the surface.

| don't know how we are going to overcome these
SDSes. The only way | can see to combat them is just hunting
its warships down and destroying them all, then bombarding
the hell out of the planet in hopes of destroying the laser and
missile batteries on tha planet's surface. |....

What? Evasive action to port! Gunners fire, maximum
spread. Prepare for collision. (Sounds of explosions)

End of transmission.




\When he heard what General Kerensky was plan-
ning, Emperor Amaris was livid. He sent messages
mroughout the Inner Sphere about "the butcher Ker-
. ansky” and “his unhely intention to attack innocent men,
women, and children. * He also sent messages to the
remaining Periphery BattleMech Divisions that he had
helpad form, ordering them to defend the Rim Worlds to
the last soldier,

The offensive began in August 2767 after General Kerensky
and his forces approached the Republic from one side, and
General DeChawiliar, with an equal force, moved in from the other
side. Before they attacked, the Star League force offered the
Republic the chance to surrender. Mohammed Selim, Regent of
the Rim Worlds Republic in Amaris's absence, flatly refused.

The Periphery divisions that Amaris had ordered to protect
the Republic had refused the order. Their reasons were many, but
the mast common one was revulsion for what Stefan Amaris had
done. The warriors in the divisions had wanted independence
from the Star League, not the death of innacents. Without the
protection of the Periphery divisions, the Republic had only
reservists and a few militia units to defend aganst the most
powerful fighting force in history. Against such odds, many
Republican warriors simply gave up, either refusing to fight and
going AWOL or defecting to General Kerensky's side at the first
opportunity. The main contests were at the 20 fortifications
scattered throughout the Republic.

Built decades earlier by the Star League, these fortifications
were virtual copies of the Castles Brian in the Terran Hegemony.
After Richard Cameron had ordered the SLDF to transfer the
fortifications to Republican units, Stefan Amaris had used them to
train his troops on how best te overcome the Castles Brian in the
Hegemaony. General Kerensky assaulted the Republican fortifica-
tions in a variety of ways: full frontal assault, combined assaults,
bambardment from the air or space.

As expected, General Kerensky's troops fought the Repub-
licans with unmatched fury. There were many acts that, under
different circumstances. would have been called foolhardly and
overly vialent. The General and his command staff issued special
orders in an attempt to prevent the Star League troops from
committing the same sins as their enemies, To their credit, most
SLDF soldiers controlled their emotions. There were exceptions.
The massacre at Gutui Junction, where the Ninetieth Dragoons
killed 100 POWs, was the worst incident.

The Rim Worlds Republic fell quickly.

PREPARATIONS AND NEGOTIATIONS

The Rim Worlds Republic had a wealth of resources badly
needed by the Regular Army. What was not expectad was the
docile way the people of the Republic accepted the presence of
o many SLOF wnits on their worlds and in their skies. This has
never been fully explained, though some historians have specu-
lated that even the citizens of the Republic were shocked at what
Amans had done.

Stefan Amaris sent new messages to the leaders of the five
major Houses calling General Kerensky everything from an
unprincipled schemer to the Great Satan. These messages had
a new twist, however, in that they stated Amaris's terms for
admitting the Great Houses to join with his new empire.

General Kerensky also called upon the five Houses to join
him "in ridding Terra. the home of us all, of the Amaris scourge.”
He did not offer terms or try to persuade them to join; he merely

stated that he considered it was a duty honorable people wouid
undertake. Not one of the five member states joined either side.

Oddly enough, the Draconis Combine, the one realm
that most thought would jein Stefan Amaris, was actually
the most eager to join General Kerensky in smashing the
Usurper. Though Minoru Kurita had pledged to try 1o
rescue his nephew peacefully, he grivately did all he could
to help Kerensky. Though pleased to have the support,
General Kerensky was mystified by the Coordinator's
public stance.

The other Houses had no such excuse. Members of their
ruling families had escaped the Hegemony safely. The other
Houses did not want 1o join the struggle for political reasons. To

join the losing side would cause physical and political losses that
could not be recouped, and none could predict the eventual victor.
Though the SLDF was cbviously more powerful than the Repub-

lican military, none of the leaders knew what secret deals might
exist. All the inaction heightened the mutual suspicion.

For the next year and half, while both sides sought to win the
support of the five Houses, the military of the Star League
prepared for the offensive. General Kerensky grew more cynical
and less trusting of the Lords. He created two groups of the
divisions and regiments that were stationed in the Inner Sphere.
One group stripped Star League bases of supplies and equipment
and-sent the materiel to the Republic. General Kerensky ordered
the second group 1o test the defenses of Stefan Amaris. Emperor
Amaris, too, began to prepare for the inevitable, building up his
forces and strengthening fortifications.




The House leaders attempted to protect their inter-
ests without angering either side. The Capellan Confed-
eration rebuffed Amaris incursions. The Draconis Com-
bine, still trying to negotiate with Stefan Amaris, refused
General Kerensky permission to stage raids on Amaris
from Combine terrtory. Coordinator Minoru Kurita even
forced the Third Regimental Combat Team, the Eridani
Light Horse, to leave the Combine if it persisted in tasting the
Republican defenses. Colonel Ezra Bradley, commander of the
Third RCT, was treated brusquely even though his unit had been
hased in the Combine. After an initial confrontation with the Free
Worlds League. the Third RCT was allowed to use bases there.
Colonel Bradley learned a lesson from the Thirty-fourth Royals,
making only probing raids on worlds pratected by an SDS in the
hopes of destroying a few drones at a time,

Often these tactics worked, but sometimes they did not. Al-
mast weekly, the soldiers training in the Republic heard about the
deaths of their fellow soldiers. This news hardened their hearts
and deepened their resolve.

VOLUNTEER REGIMENTS

Though the five Houses of the Inner Sphere adopted a
neutral attitude toward the coming storm, their criizens did not.
The coup and its horrors were felt deeply by the average citizens
in all five realms. The Houses' refusal to join General Kerensky
shocked and angered billions of people. Demonstrations in sup-
port of General Kerensky and against their government's decision
were common and often violent.

Some people were nol satisfied with just protesting. Thou-
sands of men and women left for the Republic so that they could
fight alongside General Kerensky. Though the Steiners, Davions,
and Mariks did nothing to prevent this. the Kuritas and Liaos did.
Meanwhile, sympathetic traders smuggled whole shiploads of
men and women to the Republic or a Star League base. Many
volunteers had been soldiers and officers in the House militaries
who risked court-martial or even summary execution for gaing
AWOL. Some MechWarriors and AeroSpace Pilots escaped with
their vehicles,

The unexpected response deeply moved General Kerensky
and the rest of the SLDF. Everyone was allowed to join. Even the
vary old and young were given tasks to keep the SLDF supplied
and fit. Boot camps and makeshift military academies were
created 1o train those able-bodied enough to fight. General
Kerensky set up a MechWarrior school on Circinus. [ts graduates
received new "Mechs from factories in the Free Worlds League
and the Lyran Commonwealth.

By the tima General Kerensky was ready to launch his
offensiva, there were 36 Loyalist regiments. They became among
the most impassioned fighters, with casualty rates two or three
times higher than the average.

HEGEMONY CAMPAIGN

You have your orders. All | can add is that | hope and
pray sorme sort of sense will come out of this horror story
because | certainly can't see any at the moment.

—From General Kerensky's address to his com-
manding officars, February 12, 2772

The Star League Defense Forces began leaving the Rim
Worlds Republic in early 2772. They had spent a year and a half
resting and preparing for the offensive, but that time could not
replace the men and women who had been lost fighting in the
Periphery. Most units were severely understrength. On paper, the
General had 300 divisions and more than 200 independent
regiments, but barely half that number in reality.

As the units beqan loading onto their DropShips and trans-
ports, General Kerensky received messages from the Inner
Sphere that the leaders of the Lyran Commonwealth and the
Federated Suns would allow the Star League soldiers to pass
through their realms without challenge. These messages were
not unexpected; each had provided shelter and information to
SLDF units probing the Amaris defenses. The Free Worlds
League, which had allowed the presence of the Eridani Light
Horse, now refused the SLDF permission to use League systems
as staging areas. Thus did Kenyon Marik again act on an old
grudge against General Kerensky stemming from an incident
when Marik served on General Kerensky's staff. Later in the
campaign, Keransky repaid Marik by using the Oriente system
without the leaders consent. The loss of Marik support was
partially offset by an offer of help from the Capellan Confedera-
fion.

With the aid of three realms, the General could shape his
strategy. He divided his troops into three major elements, one 1o
travel through each of the accommodating Houses toward the
Hegemony. Once all were in place, the three forces would launch
their attacks. The first objective was not to sirike for Terra, but to
link with each other and encircle Stefan Amaris and his froops.
Only atter the three had linked up and drawn their forces com-
plataly around the Hegemany would the General begin to move
on Terra,

Some questionad Karensky's strategy, arguing for a sudden
thrust for Tarra. The General had chosen the slow and cautious
approach because intelligence reports indicated that Amaris had
been successful in hiring mercenaries and had amassed more
than 40 divisions. This, coupled with the lethal Space Defense
Systems and the Castles Brian, made him a force to be reckoned
with. Besides, the General was still worried that the Draconis
Combine might side with Amaris and was not sure about the Free
Worlds League.

General Aaron DeChavilier was given command of Task
Force Sun, which was to travel through the Federated Suns.
Admiral Joan Brandt was given command of Task Force Com-
monwealth. leaving Task Force Confederation to be commanded

by General Kerensky.




The campaign for the Hegamony began on July 14,
2772, with SLDF divisions assaulting border worids and
with groups of warships venturing deep into the Hagem-
any, hoping to pick off a few enemy ships or bombard
enemy positions. Worlds an the Hegemany's border with
the Draconis Combine were lightly defended. With Mi-
noru Kurita maintaining a nenviolent stance toward
Stefan Amaris. the Emperor stationed few units facing the Com-
hing. Sabik, Lambrecht. Kervil, Telos IV, and Murchison fell
quickly. With Republican troops retreating before a superior
enemy and with General Kerensky still afraid to exposé his back
1o House Kurita, the SLDF paused to consalidate its gains. House
Kurita. always ready to exploit a situation, sent Combine units to
occupy the worlds the Amaris troops were vacating. When Star
L eague forces later advanced, they were surprised to be fighting
Kuritan troops on Vega, Imbros 11l, Styx. and Altair. Wanting no
war with the SLOF, the Combine forces gave ground readily, only
to return after General Kerensky's offensive had moved on.

Because Hegemony relations with the Federated Suns and
the Lyran Commonwealth had always been cordial, the Camer-
ons had built fewer Space Defense Systems and Castles Brian on
those borders. The Regular Army used its superior training,
equipment, and numbers to overwhelm Republican troops on
such planets as Mallory's World, Ozawa, Syrma, and Zebebel-
genubi. These fronts were where Star League troops found the
first evidance of atrocities, the massacras of artists on Helen and
of scientists on Zebebelgenubi.

Though this gave the SLDF an even greater sense of
mission. General Kerensky's troops were bogged down on the
Free Worlds and Capellan fronts, They also found more and more
defenders as they attacked planets closer to Terra. Though Star
League troops had a year and a half to train and plan, they were
<till largely stymied by the Castles Brian and the Space Defense
Systems. The long and costly campaign to recapture Musakan
was a prime example.

Aepublicans soldiers changed the access codes on the
Space Defense Systems. thwarting SLOF efforts 1o break through
the security and into the computers. Other SLDF strategies, such
as drawing drone warships away from a world with a decoy fleet,
also failed. For the first two years, the only way for General
Karensky's soldiers to deal with an SDS was to fight with every
drone. Though this worked., it was accomplished at the cost of at
least three major warships for every planet protected.

Castles Brian proved equally difficult. Soldiers had maps of
each world's Castles, but they did not know how the enemy would
use the fortresses. The castles had miles of tunnels, large enough
tor BattleMechs to walk through, leading to at least 20 concealed
exits. This made it virtually impossibie for Regular Army units to
be sure that Amaris traops were nat popping up behind them. The
nterconnectad bunkers and strongholds were concealed so well
that it often did not matter if a platoon of soldiers knew that a
bunker was ahead of them; they could not attack what they could
not see without Facrificing themselves to draw fire.

The early successes produced prizes for the SLDF when
they captured several key planets, such as Oliver and Ozawa,
more or less intact. As General Kerensky's troops began to meet
stiffer resistance, however, they also gained less from worlds
closerto Terra. Thawoeful conditions of liberated worlds revealed
how harrible life was under Emperor Amaris. Food, water, and
power had been reserved for Amaris troops. The Republicans
drained the resources and supplies from cities they did not need,
often causing the loss of thousands of lives. Living in the country-
side was no better. Farmers were told to triple the yield of their

farms or dig.

Govarnment buildings were destroyed or defaced.
On Saffel, the local garrison, in a fit of ill humor, painted
ihe government buildings in harsh day-glo colors and
gave them to prostitutes from the Republic. Universities
and instructors suffered as well, Amy research project that
might have military application was moved to Terra so that
the Emperor's scientists could monitor it. The rest of the
university was destroyed. Professors who were of no value to the
military were either killed or forced to build defenses for the local
garrison.

By the end of 2774, General Kerensky's troops had seized
anly eleven worlds and were contesting another ten. They had lost
30 divisions and 40 major warships. Morale amang the troops:
plummeted as the soldiers realized how ternble life must be for
those still living under Emperor Amaris and how long it would take
to free them.

NEW STRATEGIES

In November 2774. forces from Task Forces Sun, Common-
wealth. and Confederation linked up. Emperor Amaris was sur-
rounded by a ring of worlds, each thick with Regular Army unis.

The military value of this ring is debatable. Even General
Kerensky admitted that the idea of encircling Amaris was strate-
gically impossible. The psychological effect of being surroundad
did have a profound effect on Amaris, however. Once he heard
that his troops had lost Slocum and Connaught, the final two
worlds in the ring, he reconsidered his defensive strategy.

From recordings made by automatic devices in Unity City, it
was later learned that Amaris was slowly losing his sanity. Gone
was the exultation of those first few months after the coup, when
he had staged huge parties and forced his high-born hostages to
attend. By 2774, he was walking through the desered Court with
3 laser rifle in his hand, firing at anything that reminded him of
Richard Cameron or General Kerensky.

After the encirclement was completed, Emperor Amaris
gathered his high command and ordered them to withdraw from
worlds without either fortifications or an SDS and 1o pull back to
worlds that did. He felt that this limited withdrawal would
strengthen his hold over the key worlds. He ended his meeting
with his officers by remarking that "I can't look at the stars
anymaore. Every time | do, they seem lo constellate the face of
Keransky."

Emperor Amaris's orders were carried out in late 2774 and
early 2775, as his forces pulled back from twelve worlds. Amaris
was pleased that this would use his troops more effectively. When
General Kerensky found out about the pullback, he had reasons
to be happy as well.

The SLDF gained control of worlds scattered throughout the
Hegemaony. Officers and sailors of the Star League Navy quickly
realized the importance of these worlds because their locations
allowed Star League ships to jump across the Hegemony without
using enemy star systems. Two of these worlds, Bryant and Asta,
were within one jump of Terra and later became important as
mustering points.

Recapturing another world, Carver V, provided a psychologi-
cal lift as well. The SLOF units arrived to relieve the remnants of
three Marine regiments that had been holding out since the coup
gight years earlier. The units had received emergency supplies
from the Eridani Light Horse that had allowed them to continue
their fight.



Star League troops quickly garnsoned the twelve
worlds. Amaris's forces had left plenty of minefields and
booby-traps for the troopers to deal with, and the SLDF
spent months removing and evaluating what the enemy
left behind. On some key worlds, such as Graham |V, all
that was left was nuclear devastation.

What Kerensky did find, however, led to a turning
point of the war. Before the war, the planet Nirasaki was the
headquarters of the Nirasaki Computers Collective. The NCC had
been one of the major developers and contractors of the Space
Defense Systems. It had had the responsibility of developing the
incredibly intricate computer communications network that linked
drone warships, ground weapons, and supply centers. When
Genaral Kerensky and Admiral Janos Grec, commander of tha
Star League Nawvy, heard that Nirasaki had been abandoned, they
sent troops and scientists to the NCG research facility hoping to
find something they could use against the Space Defense Sys-
tems.

At first it did not look promising. Most of the NCC buildings
had been destroyed and the scientists rounded up and taken (o
Terra in the first year of the Amaris occupation. Searching the
levels beneath the buildings revealed more of the same. The
computer memories had been dumped and wiped clean. The
paper hles had been burned.

When a soldier discovered a small portable computer in a
clearing closet, it turmed out that the computer's contents had
been hidden by Professor Cathering Glimp, When Nirasaki was
baing senzed by Republican troops, Professor Glimp realized that
the Space Defense Systems would be major stumbling blocks to
anyong lrying o rescue Hegemany worlds. she filled the limited
memaory of the portable computer with information that she and
her colleagues thought might help.

Unfortunately. they had no way to defeat an S0S. In their
words: "We just did too good a job, never once imagining we might
one day wish the stupid things were more vulnerable.” The data
Professor Glimp provided, however, allowed engineers and
communication specialists to devise an electronic countermea-
sure. |t was a dewvice that swamped the primary communication
channels of an S0D5 with static. forcing its computers to use
backup links. The hope was thal these secondary channels would
be less effective in coordinating the various weapon systems. The
device was also supposed to hamper the targeting of the 505
weapons.

General Keransky had no way to tesl the effectiveness of the
new ECM device except in battle. In March 2775, he led an
attemnpt to invade New Home. an S0D5-protected world just a few
light years from the important planet of Kead. Atthe head of a large
fleet of warships and transports, the General anxiously watched
as the new ECM was tried. Al first, it seemed to have little effect.
The nearest drone warships responded to their prasance and
attacked. Other warships around the planet, however, and the
missile and laser batteries on the planet, seemed confused about
how lo respond. Theirineffectiveness allowed the General to drop
his troops with few losses. New Home fell quickly, and Kerensky
tinally had his first break of the campaign.

He wasted little time in exploiting his new advantage. From
mid-2775 through late 2778, the SLOF launched a senes of
attacks against SDS-protected worlds, Terra could not be al-
tacked directly because of its advanced and extensive SDS, and
so the worlds around it became the General's targets. Because
many of the worlds attacked were not protected by Castle Brians,
the fighting on these worids was relatively straightforward for the
Regular Army.

On worlds like Dieron and Procyon, where there
were Castles Brian, the fighting was especially difficult
becausa there was no high-tech answer for overcoming
an enemy firing from inside a bunkar or for ‘Mechs
popping up from a hidden tunnel entrance. General
Kerensky could have bypassed the mountains, where
maost castles weare built, but that would have left whole
regions vulnerable to attacks and atrocities from Hepublican
raaps, wha thought nothung of killing civilians to hurt their enemy.
The only solution was to break into the forts and hunt the enemy
down. On Dieron. Republican troops had entrenched in the cities,
too. The campaign for Dieron lasted two years, cost millions of
lives, and devastated the planet and its economy. :

In 2775, some of the mercenary units hired by Stefan Amaris
began to surrender to the SLDF. Seeing the Space Defense
Systems neutralized and the Hegular Army's new tactics for
combatting Castles Brian took much of the fight out of many
Amaris soldiers and mercenaries.

Alsoin 2775, some of the Star League member states began
to participate in General Kerensky's campaign. Supplies from the
Lyran Commonwealth, the Capellan Confederation, and the
Federated Suns began appearing at worlds held by General
Kerensky's troops. While most of the aid was for the many millions
of refugees, there was also considerable ammunition and other
equipment for the SLDF. Some of the soldiers cynically though
that the member states had begun to contribute only after General
Kerensky and his army had gained the upper hand.

Despite recent successes, General Kerensky felt far from
certain of victory. For every world like Keid, where Amaris had
destroyed the military installations but had found the planet too
useful to ravage. General Kerensky captured another like Caph,
ance a jewel of the Hegemony and left in ruins by the Rim Worlds
forces. The General had lost more than a third of his forces and
almaost hatt of his navy. He did, howeaver, control all the worlds
closest to Terra. He could turn his attention and his remaining
forces to the awesome task of seizing the most heavily defended
place in the universe.




LIBERATION OF TERRA

The Reagan Space Defense System was many
times larger and mare powerful than the others. and the
~gngineers and scientists of the SLDF could offer General
<erensky no short cuts to defeat it. Brute force was the
only way through the Reagan Space Defense System.

The General and his staff held months of confer-
ences to shape the plans for capturing Terra. Code-named
Operation Liberation, the resulting risky plan was 10 swamp the
Reagan Space Defense System with so many targets that most
of Kerensky's forces would be able to reach Terra's surface.

While his troops were preparing for the operation, General
Karensky issued a statement to Terra giving Stefan Amaris a
chance 1o surrender. Amans, by then almost tolally insane, sent
a long, rambling reply that, among other cunious things, called
General Kerensky the angel of death. Takingthe reply as ano, the
Regqular Army continued to prepare for the assault. This could be
the final battle and no doubt the biggest.

On January 23, 2777, soldiers on eight worlds loaded onto
their DropShips. General Kerensky. in his flagship, the Mc-
Kenna's Pride, watched as ships began gathering around the
zenith jump point of New Earth, Twenty minutes before Operation
Liberation was to commence, a taped massage was flashed to all
ships.

"Soldiers of the Star League, |'ve a few words to say before
we begin. We've come a long way, my friends. From the far
Periphery to just outside home, we have fought battle after battle.
We've seen our enemy fall before us, We've seen our friends die.
Naw tired, bloodied, and battered, we are about to enter a battle
that many have said is impossible to win. Perhaps they ara right.
Perhaps freaing Terra from the Usurper is humanly impossible. If
it is. I'm not worried. | have long known that the men and women
whom it has been my honor to command are more than just flesh
and blood. That they are more than the sum of their physical parts.
An unalloyed spirit runs through you like the sparks in diamonds
Itis hard to put this into words but when | look into the eyes of even
the lowest-rank trooper, | see the Star League. And | know that the
worth of the Star League lies with the fact that it gave birth to and
nurtured men and women like you, Friends, itis time to go home.
Godspeed to all of you."

THE LAUNCH

Defeating the automated defenses at Terra's two
standard jump points proved to be the easiest pan of the
entire campaign. The SDS had five major immobile bat-
flestations at each jump paint, their weapons ready to
attack anything that materialized and failed to signal the
proper code. Todeal with this, General Kerensky ordered
the automating of 20 aging JumpShips and 60 Overlord Drop-
Ships with sophisticated computer and guidance systems. The
DropShips weapons were replaced with extra armor. Their mas-
sive holds ware then stuffed with explosives.

These unmanned ships materialized in the Terran system
and accelerated immediately toward the enemy battlestations.
Though many DropShips were destroyed, enough got through 1o
detonate on their targets to destroy all of the battlestations.

Almost a thousand warships and troop transports surround-
ing the jump points of eight different worlds waited 10 make the
journey to the Terran system and responded within minutes after
receiving confirmation that the last obstacle had been cleared
away. Because of the premium on speed, the General reluctantly
agreed to cut the distance between jumping ships to one-fourth
the norm so that extra ships could pack the points and make the
jump. After fully materializing, ships had just five minutes to clear
the jump point before the next group of ships materialized. If they
made a mistake, groups of ships would materialize inside of one
another. There was also no way to stop the operation should
something go wrong; once it started, it would not stop until the last
ship materialized above Sol.

Fate seemed to be looking out for the soldiers and sailors of
the SLDF that day. Of the 932 ships that waited to make the jump
to Terra, only 20 failed. Eighteen of those suffered drive failures
al the poirit of departure without any loss of life. Of the remaining
two, the troop transport Richardson suffered a partial failure of its
station-keeping drives upon materialization. Captain G. T. Garret,
realizing that he would not be able to move his ship out of the jump
point quickly enough, ordered its DropShips to launch immedi-
ately. The DropShips made it clear of the jump point. The
Richardson almost made it clear, but the corvette Mississippf
Oueen materialized with its prow inside the transport’s engineer-
ing section. The Richardson exploded, with all hands lost. The
Mississippi Queen sustained heavy damage but vacated the jump
point before the next wave appeared.

Once the fleet was assembled into formation with the troop
iransports (armored DropShip carriers) surrounded by warships,
it began a High-G acceleration toward Terra. The orders for the
warships were to protect the transports at all cost. Though not
discussed in the briefing rooms of the warships, the ship captains
understood the unspoken order from the Admirals to sacrifice
even their ships as a last resort to save the transports.

Four days betore the main force was to rendezvous with
Terra, 40 warships used pirate points to materialize just a day's

" travel from Terra. They were ordered to destroy as many drone

warships as possible. Each Caspar carried the firepower of a
cruiser and had the maneuverability of a destroyer. For the next
two days, the Star League ships fought the swarm of Caspars that
gathered around them. The cruiser Soveltskii Soyuz was the last
warship to succumb to the sheer number of drones. The 40 Star
League warships had destroyed more than 100 drones.



This left only 150 drone warshnps to chalienge the
fleet. With the main fleet still two days from Terra, the
battle with the Reagan drone warships began. The
drones, using the tactics that long-dead admirals had
programmed into their distant computers, shadowed the
fleet just outside of weapon range, waiting to single out
ships to destroy. Occasionally, groups of two or three
drones would suddenly accelerate and attempt to cut through the
fleat with the ferocity of sharks. They concentrated their fire atthe
transports, destroying many. Whole divisions disappeared in a
single pass of the deadly ships.

Twelve hours from Terra, with the sudden brightness of their
engine exhaust signalling their acceleration, all of the drones
attacked. Admiral Grec ordered mostof his warships to meel them
midway. Fighters scrambled from their carriers.

The two fleets opened fire, the flash of lasers and the angry
exhaust of missiles casting eerie shadows on the hulls of the
ships. Several drones broke through and drove toward the vulner-
able transports. Clouds of fighters chased them down and de-
stroyed them, but atthe cost of more transports. Debris traced the
path of General Kerensky's fleet.

As the battle wore on, the drone warships lost their tight
organization as more weare destroyed. No longer able to make
coordinated attacks on the transports, mare Caspars began
defending against the Star League warships. The unspoken order
was also having an effect. Captains of grievously wounded
warships aimed their vessels directly at drones. Most of the time,
the automated ships easily dodged the suicide attacks, but these
tactics by their human opponents seemed to confuse the drones
and make them maore cautious.

By tha time the fleet was two hours from Terra, the tide of the
battle had turned. Star League warships outnumbered drone
ships. Admiral Grec's warships caught the enemy in a crossfire.
With the transports safe, the fighters returned to their carners for

refueling and rearming.

KERENSKY'S RETURN

The campagn 10 recapiure Torra was lon i and
Dloody. It ook eight vy and cost millions of lives,
consuming maore than halt of the most power ful military
wer assembled

Though the Periphery uprising had cost about one-
fourth of the strength of the SLDF, Ge
Kerensky still had an army of more than 300 di
and he threw the full force of it at Stefan Amans
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troops, the SLODF was reduced from a forc

divizions in strength 10 one of 113 divisions. Even with
such horrifying losses, General Kerensky took with fim
a force stronger than any that remained. The Star
Leaqgue forces that did stay behind became the strong
est umis in the H-' se militanas, with some surviving

THE DROP
An hour from Terra, the fighters were orderad back
into combat. They left their DropShips and warships and
headed toward Terra 1o destroy 30 key laser and missile
batteries on the continents of Elrope and Asia.

To reduce their vulnerability to laser and missile fire,
the fighters chose an especially steep descent angle.
Many were shot down anyway, some by Republican fighters, but
most by the automated defenses of the Reagan SDS.

Some ‘Mechs were already making their descent when the
first fighters reached their targets. DropShips were already re-
lsasing armor and troop carriers. The few fighters protecting the
rain of 'Mechs and men had their hands full with Republican
fighters that scrambled from bases all over Terra. Aiming for the
thousands of ‘Mechs, the Amans fighters had little trouble scoring
kill after kill. If the fighters sent to destroy the 5D bases could not
accomplish their missions, the entire invasion was in jeopardy.

The fighters almost failed. Losses due to enemy fighters,
ground-based weapons, and the treacherous descent were
higher than expected. The remaining pilots, chased by Republi-
can fighters and fired upon from the ground, needed to make
every bomb count. They succeeded, but with extremely heavy
lozsas.

Because of the skill and determination of the Star League
AeroSpace pilots, 30 divisions made their drops onto Terra in
ralative safety. The first division down was the 146th Royal
BattleMech Division {George 5. Patton Division), which landed
within striking distance of Moscow. The other divisions landed as
tar wast as Madrid, Spain, as far east as Magadan on Asia's
Pacific coast. Their landings went unopposed by the Republican
farces, who ware holed up in the major cities and in Terra's twelve
Castles Brian. The few attacks came from AeroSpace Fighters
and other air units, which retreated quickly when challenged.

General Kerensky landed a short time after the initial drop.
He assutned control of the Patton Division and led the first assault
to retake his home city of Moscow. As he did so, other units were
launching similar attacks against other major cities and, more
importantly, spaceparts.

The General's tactics were linged with conflicting emolions
as he maneuvered his Orion BattlieMech down sireets he knew so
well. Every building, every tree, every monument in the city was
sacred to him, and the General knew that this battle would
damage Moscow as much as it would his enemies. Seeing what
his city had become under Emperor Amaris—the defaced monu-
ments, the hospitals turned into mortuaries, the parks where daily
executions had been held—enraged him beyond caring. Eventhe
house where he was born had been destroyed.

With the aid of the Eleventh Mechanized Infantry Division,
General Kerensky pushed the Rim Worlds units, the Thirty-third
Amaris Dragoons 'Mech regiment and attendant regiments, out of
the city and then surrounded them on the plains. For a long while,
General Kerensky seemed to be waiting to call in air strikes and
artillery barrages. Even when the enemy offered to surrender, it
appeared that the General would let his anger rule the day. After
two hours of sitting in the cockpit of his ‘Mech, he finally accepted
the surrender.




INVASION OF NORTH AMERICA
vou will fight to the last soldier, and when you die, |
will call upon your damned soul to rise and speak horrible

CLFSES gt the Snemy. .
—Orders of Emperar Stefan Amaris to his troops

By January 2779, Europe and most of Asia were in
General Kerensky's hands. Though there had been some bitter
fighting, especially for the Castles Brian, it was obvious that most
of the Republican forces were massed on the North American
continent, The Hepuhhcﬁn farces ware using desperate tactics,
including using entire city populations in chains as shields. To
save lives, General Kerensky canceled plans loinvade Africa and
gouth America and instead focused on North America,

Getting there would be the biggest problem. Using Crop-
Ships to ferry troops would expose them to the still-active SDS
ground weapons in the Americas. The ten transoceanic tunnels
1hat connected the continents had been destroyed by Amaris and
were beyond quick repair. General Kerensky devised a plan that
palanced safety and speed.

On January 15, amassive force led by the 322nd BattleMech
Division (The Antarctica Division) and the Minth Mechanized
Infantry Division crossed the Bering Strait and entered the north-
arn state of Alaska. Atthe sametime, SLDF warships and fighters
isosed an enormous barrage on SD5 ground weapons 1o cover
the descent of thousands of DropShips into the Mexican Republic.

Resistance to the simultaneous invasions was much stitfer
than anything encountered in Europe and Asia. The elite of the
Amaris military fought the Regular Army for every centimeter ot
land. On the northern front, the Antarctica Division's tenuous
foothold on Alaska was almost taken away when two Amaris
divisions threatened to push it back into the frigid waters.

Then Emperor Amaris assumed command of the continent’s
defense. He had been a good strategist, but years of paranoia had
asroded his skills and judgment. By March, the narthern force,
reinfarced by a landing in central Canada, was working its way
dawn the coast toward Unity City. On the southern front, the 135th
Aoyal BattleMech Division (Van Diemen Division) was leading
Star League forces north along the coast toward the Court of the
Star League. The states of Florida, Texas, and New York became
secandary invasion sites, pinring down Amaris troops that might
otherwise have gone to the aid of their Emperor.

The Amaris forces made desperate stands against the ap-
proaching Star League troops during June=July 2779. On the
narthern front, massive battles took place on Vancouver Island.
To the south, Republican forces held the northern bank of the
Columbia River against the 135th for three weeks. Star League
farces finally broke through both lines, pushing Republicans back
ta the terrain around the Court of the Star League by September.

On September 3, 2779, forward elements of the Ninth
Mechanized Infantry were the first to see the Court of the Star
League. {The Ninth was known as the "The Pride of Puget Sound”
hecause its ancestor division had once been stationed nearby. )
The final battles proved to be the bitterest. Repu blican troops, frue
to their Periphery herilage, resorted to suicide tactics in futile
efforts to prevent the Star League from regaining the city. Their
desperate tactics delayed the final assault. which General Ker-
ensky led personally.

The victory of the long campaign quickly turned sour, how-
ever, when Kerensky learned that Amaris was not in Unity City.
Even before Star League troops reached the Court, Terran
citizens welcoming the General told him that Amaris spent most
of his time pacing the Imperial Palace.

Heeding the pleas of his wife, two sons, and three
daughters, Stetan Amaris had left Urity City for the Star
Palace that Richard Cameron had built for him in the
Canadian wilderness years earlier. Amarns had renamed
it the Imperial Palace, and there he waited.

General Kerensky left Unity City to his staff and
turned his attention to Amans. To make sure the Usurper
did not escape. General Kerensky called on his second in
command, General DeChavilier, 10 lead a special assault force,
On September 29, ‘Mechs from the elite Twenty-Sixth Royal
‘Mech Division { The Graham Division) dropped on and around the
Imperial Spaceport, which was located near Amaris's retreat,
Genaral DeChavilier's drop. which was soon reinforced by Drop-
Ships carrying more troops, disrupted the Republican defense
and cut off Amaris's only avenue of retreat.

General DeChavilier, commanding regiments from the Ninth
and Twenty-sixth divisions, soon linked up with General Ker-
ensky, who was commanding several regiments from the 328th
Royal '"Mechs (Lion-Hearted Division). Together. they defeated
the Republican guards protecting the area. Despite repeated
ambushes. Generals Kerensky and DeChavilier subdued the
opposition in one day and closed in on Amaris.

. The two Generals, with two lances of 'Mechs guarding them,
entered the large park that encircled the Imperial Palace. Mem-
bers of Amaris's personal guards had been warmed that General
Kerensky would be comingin his olive-drab Orien. Actually seeing
the 'Mech and knowing that commanding it was the mighty legend
himself, however, made them hesitate.

General Kerensky pushed his Orionintoarun. By thetime the
Republican defenders in their armored pillboxes on the wall
began firing, the General was halfway to them. He quickly
reached the walls, where bad firing angles for the pillboxes
protected him. As General DeChavilier and the rest of the two
lances silenced the pillbaxes, General Kerensky's Orionsmashed
the gates of the Impenal Palace.

With that, the Republican soldiers inside laid down their
weapons and cleared the way to Amaris's quarters. When the
Generals approached Stefan Amaris, sfill in his now-tattered
Emperor's robes, came out to meet them. He slowly drew the
same laser pistol he had used lo execute Richard Cameron, and
laid it at the feet of Ganeral Kerensky's 'Mech. He then looked up.
as if expecting his conqueror to say something. When no re-
sponse came, Amaris shrugged and began to leave the Imperal
Palace grounds.

The sight of the former Emperor walking ahead of General
Keransky's olive-drab ‘Mech ended the resistance of the few re-
maining Republican soldiers. From a side entrance. Amaris's wife
and children emerged. They ran to catch up and fell into step
beside im without a word.

The General escorted his prisoners to the headquarters of
the Ninth Mechanized Infantry Division, located in the remains of
what had been a posh hotel for visitors to the Imperial Palace,
General Kerensky treated the Usurper like a gentleman and
ordered a suite of guarded rooms turned over to the Amaris fam-
ily. In return for treatment that he did not really expact, Amaris
gladly agreed to broadcast an order to his iroops o surrender.

The effect of Stefan Amaris's message was immediate.
Republican troops, mostly in the three North American Castles
Brian, began to lay down their weapons and surrender. The
message took longer to reach troops on other worlds, where
fighting did not end until early November. Enemy troops, who
surrendered by the thousands, were treated with respect, as
ordered by General Kerensky.



END OF THE STAR LEAGUE

The General's advisers debated what to do with
Stefan Amaris, his family, and his top aides. Many argued
that they should be executed immediately, but General
Kerensky felt that executing Amarns and his paople with-
out a trial would make a sham of all they had fought for.
Only a few sided with the General, but no one dared challenge the
legendary leader. The prisoners continued to live on in their luxu-
rious cells.

After nearly a decade of war, General Kerensky and the
SLDF rested. The people of the Hegemony and in some other
realms celebrated. Star League troopers were heroes every-
where they went. General Kerensky allowed the atmosphere of
celebration to continue for a month. Then it was back to work. He
ordered his units to assess the damage 1o the Hegemony,
salvaged what they could, and begin the reconstruction.

Two weeks later, while cleaning up the Court of the Star
League and attempting to restore it to its former grandeur, troops
unsealed the Throne Room. Even the most batile-hardened

soldier could not take the sight or the smell of the room for
langer than a few maments. The outrage was immediate.
The cry for Amans's head grew so loud that General
Kerensky had to be careful about who he assigned to
guard the Amaris family. .

Though he had been wading through the stack of ad-
ministrative tasks that had built up, the General had to see
the Throne Room for himself. Two weeks after the unsealing, Ker-
ensky flew from the Imperial Palace to the Court of the Star
League. He walked into the Throne Hoom, which had not been
cleared, and asked to be left alone. Thirty minutes later. he came
out and flew back to the Amaris's retreat. He ordered that Stefan
Amaris, his family, and his aides be marched inlo a courtyard.
where soldiers with laser rifles waited as each prisoner refused a
blindfold. The General himself gave the order 1o fire.

When the deed was done, Kerensky was heard to muftter as
he left, "There will be no sympathy for the devil.”

Later thatday, the General ordered the bodies preserved and
protected until he could decide what to do with them.
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pROTECTOR OF THE REALM

The civil war claimed more than 100 million people.
Eour times that number were wounded, and ten times that
number were left homeless. The immensity of the devas-
ation caused by Amaris stunned everyone, and a silence
spemed to fall across the entire Inner Sphere.

Ruling cver this sad domain was General Aleksandr
Keransky. He announced that he was reassuming his title as Pro-
sector of the Realm. He invited the Council Lords ta come to Terra
ior meetings "to help guide us away from the memories of these
devastating times.”

Reliet supplies and aid bagan pouring into the Tarran He-
gemany from all five Houses. Trading companies donated space
on their ships 1o carry the supplies and danations to the Hegem-
ony, but itwas the common people who made the most heartfelt
contributions. A massive outpouring of concern came forth from
the citizenry of the five realms. They gave what they could afford,
aften taking food from their own mouths to feed tha starving in the
Hegemony. Even people in the Periphery, themselves not yet re-
covered from the ravages of war, felt compassion for the billions
in the Hegemony and gave what they could,

Many people were stricken with remorse upon hearing about
what life had been like under Stefan Amans, Some had relatives
in the Hegemony, Others felt guilty that their governments had
allowsd such a thing to happen. Many assuaged thair guilt by
traveling to the ravaged worlds to offer their time and skills to the
reconstruction effort.

People looked forward to seeing Aleksandr Kerensky be-
come the next First Lord. His fame, considerable sven before the
war, had grown to superhuman dimensions immediately after the
liberation of Terra. Everyone took comfort in the thought that he
—would soon rule the Star League.

The Council Lords reconvened in the ruins of Unity City on
Octobar 10, 2780. The arguing started soon thereafter. The
Council Lords, who shared none of their citizens' quilt for having
stayed aloof from the civil war, fought among themselves for
power. The past four years may have caused incradible grief to
some but they had also created a wealth of opportunities for the
House leaders. Among the few things that they agreed onwas the
appointment of Jerame Blake as Minister of Communications.
They gave him the monumental task of rebuilding the League's
communications netwaork.

They were also agreed that General Kerensky would not be
the cne to lead them. To guiet the public cry for lim to become the
First Lord, the High Council unanimously stripped General Ker-
gnsky of his title of Protector on October 18 of that year. They then
ordered him to demilitarize Terra and to disperse SLOF unils 1o
their peacetime locations.

In response, many people took ta the streets to demonstrate
n support of the General. even in the Draconis Combine and the
Frea Worlds League.

Before leaving, General Kerensky asked to meet the Council
Lords one last time in the Throne Reom, which had been mostly
restored to its fermer glory. They agreed, though not without some
misQivings.

After the five Lords gathered, the General entered carrying
the omate laser pistol of Stefan Amaris. The Council Lords'
uneasiness fumed to near panic when the doors to the room
closed and General Kerensky sat on the First Lord's throne.
Though the Lords must have feared for their lives at that moment,

arensky meraly began animpassionad pleato the Council Lords
to be lenient with captured Republican soldiers. With a sigh of
refief, the Council Lords listened and agreed to the General's
propasals for the treatment of the Amaris soldiers.

General Kerensky left Terra for New Earth, the tem-
porary headguariers of the SLDF. There, he issued or-
ders to his troops to treat the Republicans well and con-
gratulated them on surviving the long campaign. "In the
coming months some of you may envy the dead,” he
conciuded. "The universe has become a very different
place and you may feel that you cannot cope with it. Have
courage. You and | have faced the worst; what comas naxt cannot
be as bad."

A week after Kerensky's return to New Earth, General
DeChavilier approached him with word that all of the Star League
troops were ready to help overthrow the Council Lords. General
DeChavilier wrate in his journal that the General smiled but
politely refused the offer, saying that he was too tired for treason.
He weant on to say that as long as there was a Star League, he
would remain loyal. Historians have pointed out that Aleksandr
Kerensky was a military man, not a politician. Others have
maintained that Kerensky realized that his age and lack of heirs
meant an overthrow would only have delayed the inevitable.

As the weeks wore on and the High Council continued to
meet, the continued existence of Star League looked more and
more doubtful. The Council Lords could not agree on who would
become the new First Lord. Their meelings turned into aggressive
auctions, with each House leader attempting to trade huge sums
of money, resources, and even whole planets in desperate
schemes to become the ruler of the League. The only hopeful sign
was the fact that the Council Lords were still on Terra and still
talking long after the meetings had been scheduled to end.

On August 12, after ten months of deliberations, the five
axhaustad and angry leaders agreed to disagres forever. With a
short written statement that they brusquely handed to some
reporters, the five left for the spaceport and their individual realms.

The message read: "After long months of intense negotia-
tions, we have reached an impasse on the question of who should
become the next leader of the Star League. It is our opinion that
the inability to find a new First Lord makes any further decision-
making impossible. Therefore, we officially dissolve the High
Caouncil on this day, August 12, in the year of 2781."




MOBILIZATION

When news of the dissolution of the Star League
reached Mew Earth. many soldiers believed that now
General Kerensky would have an excuse to seize control.
Instead, Kerensky immediately sent messages to the five
Houses imploring them to reconsider their decision. For
the next two years, he traveled to and fro across the Inner
Spherea trying to get the leaders of the five Houses back into the
Council Chambers, where he hoped they would reconcile and
resyurrect the Star League. His efforts had tremendous public
support but did nothing to sway the House families. who seemed
to prefer the new political alignment.

Freed of limits on the size of their militanies under the Star
League Accords, the five tamilies began massive buildups. They
urned to the skilled soldiers of the Rim Worlds Republic, who
were waiting for release from prisans in the Hegemaony. Aecruit-
ars from the five Houses met every group of soldiers released.
They offered money. rank, positions, and even titles 1o get tham
to sign contracts. MechWarriors and AeroSpace Pilots often
received huge plots of land for their services.

In August 2783, General Kerensky heard that recruiers had
been talking to SLDF units. When the General tned lo keep the
recruiters away from his troops, the House Lords asked for his
resignation as commander of the SLDF. A month later, most ofthe
Ninety-first Heavy Assault Regiment {The Armadillos) deserted
the SLDF to join the Federated Suns. General Kerensky realized
that the spirt that had made the Regular Army and the Star
League so noble was fast eroding.

Mo one knows exactly when General Kerensky decided that
the Exodus was the only answer. Most records left with the
General, leaving historians with only sketchy notes and hints into
tha General's thinking. Some have suggested that Kerensky was
planning the Exodus even before the New Vandenberg rebellion
and the subsequent second war in the Periphery. Other histonans
have theonzed that it was not General Kerensky's idea at all, but
General DeChavilier wha originated the plan.

Mast of the evidence points to August or September as the
fime when General Kerensky settled on an Exedus of the SLDF.
Records shaw that in September, activity at the General's head-
quarters jumped dramatically and that the HPG station on New
Earth was in almost constant use.

On February 14, 2784, more than 100 division commanders
and an equal number of lesser officers crowded into an empty
wooden warehouse on Taerra. General Kerensky and his High
Command then explained Operation Exodus 10 the astonished
officers. The Star League siill lived within the heart and soul of
each trooper and sailor, the General said, but this new cruel age
would eat away at that spirit in no time. It so many lost lives were
to have any meaning, the essence of Star League had to be
saved. Thus. the Exodus. When Kerensky finished speaking,
gveryona present stood and applauded.

Mews of Operation Exodus traveled quickly through the
SLDF. Soon every soldier was talking about it, yet the plan never
loaked to the five Houses. Though secrecy was complete, many
Baliavers in the Saints Camaron guessed what was about 10
happen from reading Jonathan Cameron's letters. There are also
indications that Minoru Kurita suspectad Kerensky's scheme.

Each soldier was eventually asked individually it he or she
wanted to follow General Kerensky, and more than 80 percent
said that they did. Most of the remaining 20 percent felt that
leaving would be improper. A few whole units decided not to go.
and like the Eridani Light Horse, played an important part in the
future of the Inner Sphere. Most of the individuals who refused
later died wearing the uniform of one of the five Houses.

Ship traffic among SLDF bases rose dramatically
after the February 14 meeting. Star League shipyards
grew hectic as workers hastily repaired damaged ships for
the coming journey. Because 200 more transporis were
needed 1o carry the soldier's fanilies and supplies, the
SLOF went on a buying spree, snapping up all available
ships from commercial JumpShip manufacturers,

Cuartermasters began buying massive amounts of food and
supplies. They bought on the open market from private compa-
nies in the other realms. Sometimes they even bought directly
from the House governments. Star League military bases were
stripped of all their supplies and parts, and families bundled up
their lives into boxes and crates.

Despite the scale of the preparations, the preoccupied lead-
ers of the five Houses, except for Coordinator Kurita, failed to
realize what was going on until units in the Periphery and in outer
reaches of the Inner Sphere began moving in August.

It was not until July, when the jump points around Hegemony
worlds were thick with warships and transports, that the five
leaders begin asking for explanations. General Kerensky gave
them none. He banned the SLDF from communicating with
outsiders unless absolutely necessary.

STORM INHIBITORS

The Terran Hegemony gained influence over the
ather realms partly by providing high-tech services that
others could not do themselves. One of these services
was terrafarming, and Storm Inhibitors were amaong the
most advanced features of the process. Consisling
mostly of huge orbiting reflectors that focused heat on
clouds, the installations could not actually prevent storms
but greatly reduced their severity.

Storm Inhibitors could change weather in other
ways, too. By using heat, they could create high-pressure
areas and guide rain clouds to parched areas. Storm
Inhibitors could also warm a planet, or part of it, ether to
make it more comfortable for colonists or to melt icecaps
or glaciers to provide water, The fall of the Star League
took with it all production of Storm Inhibitors. The few that
remain do not work properly because of the lack of
maintenance and spare parts.

—_From Ghostin the Machine: Technologies Lost, by
Gwen Hill, Stormseed Press, Donegal, 2580

THE EXODUS

To those that we leave behind, let me say that we see no way
to continue living in a civilization that spurns the ideals it once
professed to hold so dear. Though we depart, our hope is that one
day we might return. :

— Last known transmission from the warship McKenna's
Pride, assumed to have been written by General Kerensky

On July 8, General Aleksandr Kerensky flashed a one-word
arder to the ships assembled about him at the New Earth jump
point and to the ships assembled above 50 other stars throughout
the Inner Sphere. The order was “"Exodus.” More than a thousand
ships made jumps that day.

General Kerensky's convoy headed into the Draconis Com-
bine, making as many jumps as possible in the shortest ime and
making no outside contact. Across the Inner Sphera, othe
convoys were moving through the other realms toward the
Combine. When asked the purpose of their journey, they replied:
“Out on extended maneuvers.”



They rested only in star systems with a sizable SLDF
pase. Food and other supplies had been stockpiled in
{nese systems and were loaded onto the transports when
-efleatreachedthe system. Whenthe last group of ships
,as about toleave, the people onthebase packed up and
gined them. Some convoys stopped to pick up civilians,
100, as on the planet Helen.

To the five Houses. the Exodus appeared to be & military
mission. Warships guarded each fleet of transports, and the
SLDF's reluctance to explain their exlended maneuvers seemed
igindicate that the General was planning revenge on one or more
of the House Lords. Because Minoru Kurita had treated Stefan
amaris s0 well and Aleksandr Kerensky so badly. the Dracomis
Ccombine seemed a likely target. The routes of the convoys
seemed to confirm that suspicion. The SLOF was still vastly
stronger than any of the House militaries. It would not take much
sffort to depose any of the ruling House Lords and declare that
realm the true Star League. Each of the five House leaders
remembered every real or imagined slight o General Kerensky
and was haunted by the fear of becoming the target of the
General's wrath.

House Kurita had the most reason to worry. The Kuritas had
always been at odds with the Camerons and the Star League.
almost everyone except Coordinator Minoru Kurita in the Com-
hine felt certain that Kerensky was about to attack. Kurita believed
ha understood the honor-bound thinking of the General, and if he
wera corract, the worst response would be panic, The Coordina-
tor told his realm to remain calm and wait. Coordinator Kurita's
conviction that General Kerensky was planning to leave the inner
Sphere grew when the convay's routes turned away from Luthien.

The first transports and warships arrived above the Combing
vorld of New Samarkand on October 2, 2784. Daily, more and
nore ships appeared at the star's two jump points. By October 12,
the entire fleet of 1,348 transports, carrying more than 100
divisions and their families and escorted by 402 warships, was in
the New Samarkand star sysiem.

The SLDF had two major military bases on the planet, each
with large wilderness areas of deep forests and mountains.
General Kerensky ordered that everyone be allowed to spend
some time on the two bases before they left the Inner Sphere. For
the next three weeks, a constant stream of planetary transports
shuttled between the planet and the jump points. At night, the
forests and mountains of New Samarkand were speckled with the
campfires of men, women, and children all enjoying some rest
hefore journeying on. Above them, their ships shone like stars in
the might sky.

During this shuttling, General Kerensky completed his last
duty in his old role of Protector; he gave the remains of Stefan
Amaris and his tamily to the medical school at the University of
Mew Samarkand.

On Movember 5, as the last DropShip was docking with its
JumpShip. the first group of ships left New Samarkand for the Pe-
riphery. It took a whole day for all of the ships to leave the system.
The last ship to leave New Samarkand was McKenna's Pride.,

The fleet quickly maved through the Periphery. The lasi
known star system where the fleet was seen was abave the
sparsely populated world of Gutara V, which, coincidentally, had
bean the site of ane of Stefan Amans's secret MechWarmar
academies. After the 1,000 ships of the Regular Army left Gutara
!, they were never seen again.

THOSE WHO STAYED BEHIND
Though the Star League Defense
Forces remained loyal to General Aleksandr
Kerensky through frightening times and 115
divisions joined him on his voyage into the

unknown. there were some who stayed
behind.

In the long years between the exacution of
Stefan Amaris and the Exodus, recruiters from the
five Inner Sphere reaims attempted to lure Star
League troops into the House militaries. Without
their previous sense of purpose, a few soldiers and
units of the SLDF were swayed. but the vast major-
ity remained loyal to General Kerensky.

The idea of the Exodus, however, cost General
Kerensky the loyalty of many more of his troopers.
Units that declined to join the jourmey had encugh
love for the General to help keep his plans secret
even though they would not join him.

When it became clear that most of the SLDF

-was not coming back, the five House governments

looked eagerly atthe few units that were left behind.
A swarm of recruiters descended on these troops,
most of whom were in the Terran Military Region.

With offers of high pay, promotions, and land,
the realms of the Inner Sphere each recruited a
number of units. The Free Worlds League wooed
fawer units than the other reaims but did eventually
get one of the plums, the remainder of the Third
Regimental Combat Team. These units, the Sev-
enty-first Light Horse Regiment, the 151st Light
Horse Regiment, and the Twenty-first Striker Regi-
ment, survived to modern times as the elite merce-
nary Eridani Light Horse.

Other units, including the Twelith Heavy As-
sault Regiment, the Twenty-fifth Striker Regiment,
the Fifteenth Dracon Regiment, and the Fourth Tau
Ceti Rangers, also kept their organization and iden-
tity to modern times. Most other units eventually
broke up or were destroyed in the Succession
Wars.

In all, the Draconis Combine recruited nine in-
dependent regiments of Star League forces, the
Lyran Commonwealth recruited an infantry division
and nine regiments, the Federated Sung got ten
regiments, the Capellan Confederation got the
biggest prize, the 360th BattleMech Division (The
Bannockburn Division), and seven regiments, the
Free Worlds League recruited the Erdani Light
Harse plus two other regiments, and one regiment
joined the Peripheary.

In many cases, these units formed the back-
bone of key fronts in the Succession Wars, and
often their weapons, training, and organization
became models for House units.

—From The Rise and Fail of the Star League,
by D.H. Rand, Tharkad Press, 2983




AFTERMATH

it is a favorite cliche among scholars to say that
General Kerensky and his men disappeared into history.
Almost immediately after the Exodus was confirmed,

people began turning the story inta romantic myth. Biog- 98

raphies. novelizations, and holo-shows purporting to tell

the true story of General Kerensky, the coup, and the Exodus
came out by the thousands. barely slowing when the Succession
Wars started. One of the mast teling pictures ever taken in the
First Succession War was of a Davion infantryman in a foxhole,
fus rifle in his lap, reading a book whose cover asked the question
on the minds of billons: "Where Did the General Go?"

There have been five attempts to trace the path taken by
General Kerensky. During the height of the First Succession War,
when it seemed that the Dra-
conis Combine might con-
quer a huge chunk of the
Federated Suns, the First
Frince sant a fleet to look for B
the SLOF. The hope was that
five JumpShips could find the
SLOF and persuade them to §
come back an the side of the §
Federated Suns. The five
ships returned two years
later. They had gone more
than 100 light years beyond
Gutara V, following a trail of
debns left by the General's
ships. The tral eventually
became confused and then
slopped aitogether. forcing
the expedition 10 return,

The next four missions,
two by the Federated Suns
and ftwo by the Draconis
Combine, extended the
scope of the search but
yielded only a few tantalizing
clues. Only recently, the
Guided Light Expeditions
have provided a clearer pic- |
ture of where the General
and his followers might have
gone. The explorers discov-
ared that the General proba-
bly did not continue in a
straight line, as everyone had
assumed. About 130 light
years from the Periphery, the
survey leams found proof
that the fleet had changed course. This raises two new possibili-
ties. One is that General Kerensky had a definite destination for
his fleet, contrary to romanticists who believe he just leaped off
into the unknown. The other possibility is that his descendants
could be living just outside known space, waiting and watching.

It this proves to be true, it will help explain certain mysterious
incidents that have occurred in the Inner Sphere since Kerensky's
Exodus. One of the most well-known of these puzzling stories is
the one involving the Minnesota Tribe.

In 2823, as the Second Succession War was just getting
under way, a regiment of unidentified ‘Mechs appeared in the

Draconis Combine. From a convoy of transports and
DropShips, the regiment struck at the garrison on Svelvik,
seizing supplies and then leaving. People were quick to
notice that the 'Mechs were in excellent condition and
painted according to Regular Army standards. The rev
ment fought using Regular Army tactics, and wounded o
stranded MechWarriors killed themselves rather than be
captured. There was a small symbol on each ‘Mech that was later
identified as a map of Minnesota, a geopolitical domain of North
America.

The |leaders of the Draconis Combine did not need further
proof to be convinced that the Minnesota Tribe, as the regiment
came to be known, was the vanguard of an SLODF attack. The
Minnesota Tribe attacked three more worlds. During its last at-
tack, its MechWarriors freed thousands of political prisoners on
the Combine world of
Richmond. The Minnesota
Tribe then left the Draconis
Combine and was never
seen again.

Another curious incident
was the departure of the Clin-
ton Cutthroats during the
Third Succession War. A
reputable mercenary unit, the
Cutthroats had been working
for the Federated Suns when
a courier vessel landed in the
midst of a battle, A man and
woman got out of the ship and
asked to see the commander
of the mercenary regiment
For three days. they engage
in private talks with the unit's
commander. Then Drop-
Ships, unmarked but obvi-
ously in excellent condition,
landed and whisked the Cut-
throats offplanet and out of
the Inner Sphere.,

These incidents are just
two of many stories and ob-
sarvations that have accumu-
lated over the years. Other
= | stories revolve around the
powerful Wolf's Dragoons,
who many believe are part of
the SLDF. Anocther favonte
lale told in smokey taverns on

. % | cold winter nights is one
i1 = | about the Vandenberg White

Wings, sguadrons of white
AeroSpace Fighters that appeared on the Periphery edge of the
Capellan Confederation escorting 20 Star League transports. The
Disappearing Battleship of Merope is yet another story about a
Black Lion battleship that was seen and filmed orbiting Merope,
but then vanished when ships from the Inner Sphere came to
nvastigate.

Itis uncertain whether these stories are the wishful thinking
of men and women eager for the return of the good days of the Sta
League or whether they are factual sightings. What is certain is the
possibility that descendants of General Kerensky and his forces
still live. Just cutside our sphere of light, men and womean may well
be watching and waiting for the day of return.




SOCIOPOLITICAL
STRUCTURE

The League, Liberty, and the Accords.
—Dfficial motto of the Seventh Royal BattleMech Division

(The Keid Division)

No matter how wonderful the Accords might be, they are
nothing until each and every citizen of the Star League bothers o
acquaint himself with the new government. Only then will thay
roalize that it really means nothing and that everything rests on the

characters of their new rulers.
— First Lard lan Cameron, fram his diaries, October 2575

Because the Star League was such a bold experiment in
peace and cooperation, people today assume thatits government
was staffed by political geniuses capable of solving any problem,
Star League citizens were mere mortals, however, which is why
tounder lan Cameron designed the Star League government on
very practical foundations.

The Bureau of Star League Affairs, the BSLA, was the
government's bureaucracy. Departments with sophisticated
computers and communication systems kept track of every per-
son in the Star League. The BSLA enforced the laws of the High
Council and ran on yearly contributions from the six member
states and on assorted taxes and license fees. The Council Lords,
lsaders of the six member states, met biannually on Terra. Their
decisions shaped the course of the Star League.

At the pinnacle of the Star League was the First Lord, who
was responsible for ensuring the stability and development of the
fragile urmion of six cullures. His goal was to make certain that
peace and prosperity were at the heart of every government
action. Though the power of the six First Lords often exceeded
what lan Cameron had envisioned, the structure of the govern-
ment remained constant throughout its history.

FIRST LORD

lan Cameron used the term "first among equals” to describea
the First Lordship, seeing his role as a continual moderator "who
would shape the Lords' discussions toward a greater and stronger
union of the mamber states.” The Star League Accords granted
the First Lord three major powers that made him far maore than an
equal 1o the other leaders. Furthermore, the First Lord could call
upon other important resources that were unavailable to the other
Lords.

The First Lord could call on the Star League Defense Forces
without the permission of the other Lords. He was not a com-
mander in chief who could declare war without the Council's
permission, but he had the authority to order the military to
execute certain "defensive missions." Complementing this au-
thority was the soldiers’ willingness, even eagerness, 10 serve,
giving the First Lord enormous power.

He also had considerable control over the Star League
economy. Through the Department of Economic Relations, he
could shut down any exchange or mint without consulting the
other Lords. This could create economic chaos in a targeted
member state. The First Lord could also shut down companies
doing interrealm business. Those that angered the First Lord
risked disastrous economic retaliation,

There was also a provision in the Star League Accords that
stated: "No realm shall be forced to share any technological or
agricultural secrets with the other member states.” This gave the
First Lord. in his role as leader of the technolagically advanced
Terran Hegemony, tremendous power. The Terran Hegemony
was always extremely reluctant to share secrets that would
diminish its technological edge. The Accords made that secrecy
legal and allowed the First Lord to use his realm’s technology as
amajor bargaining chip. Many people were willing to do anything
he asked in exchange for Hegemony technology.

The First Lord also had the support of the Star League public.
The Cameron family's mystigue was so powerful that most peopie
unhesitatingly gave their enthusiastic support to any request of
the First Lord. Knowing that the First Lord had such great popular
support, the leaders of the member states often agreed to policies
that they privately opposed.

The Cameron family rarely used these great powers, The
Camerons seemed to feel that they derived more power and
moral strength by refraining from using their political weapons.
This reluctance to flex their muscles sometimes forced them to
COMPromise on an issue, a restraint noticed by both the Lords and
the common people. The public loved the Camerons even more
because of it. This belief that quiet persuasion and compromise
were better than political warfare was undoubtedly the key to the
Cameron style of leadership.



THE CAMERON STAR

During the months before the formal declaration of
the Star League, an attempt was made to come up with
a fitting symbol of the new realm. Many designs were
created. Some were simple, many were ornately compli-
cated, yet none caught the eye of lan Cameron, the
future First Lord.

The obvious symbol, a radiant sunburst, was dis-
missed from the first because it resembled the Feder-
ated Sunburst. Other star designs were tried. One, a
central star, surrounded by five smaller stars, was con-
sidered faverable until someona asked whether the
symbal would be redesigned once the Periphery realms
joined the League.

The new symbol was discovered one day as lan
Cameron was visiting his niece, Tomasina Cameron-
Havley, at a'day care center. As he approached, he saw
the little girl lost in concentration, desperately trying to
draw a symmetrical star like the one her teacher had
done. She could not and was left with a star with two of
its rays longer than the others. When she gave up in
frustration, the child noticed her uncle and held up the
star to him. “This is a bad star," she said peevishly. lan
Cameron said that it wasn't, that it was grand because
"it's a Cameron Star.”

lan Cameron took the child's drawing to several
artists who developed and embeliished it. Cameron then
took these and sent copies 1o the rulers of the other
houses with a letler explaining the story behind the
design. All, even Coordinator Hehiro Kurita of the Dra-
conis Combine, were enchanted by the story and the
star and thus was Cameron's Star adopted as the official
symbol of the Star League.

—From A Reader's Digest History of the Star
League, by Vandreesen Joa, Lyran Public Press, Done-
gal, 3002

HIGH COUNCIL

The Lords of the six member states made up the
official High Council, In their meetings, which were held
on Terrain the High Council Chamber in the ornate palace
of Unity City, they gathered privately to discuss the
problems facing the Star League. There were two two-
month sessions each year, the spring meeting in May and June,
and the autumn meeting in September and October.

When faced with a crisis, the Council Lords could call a
special meeting. The Lords were usually able to gather within a
week. The Coordinator of the Draconis Combine was often the
last to arrive, not only because of the travel distance, but also
because the Coordinators were generally so reluctant to deal with
tha Star League.

During scheduled meetings, the Lords received biannual
reports from the BSLA, detailing the financial, social, and military
status of the Star League. Atthe spring session, the Lords studied,
modified, and ratified the yearly budget. They were supposed 1o
bring their annual contributions to the Star League's coffers with
them to the autumn session.

Open discussion took place after the scheduled tasks were
completed. Diaries and electronic records of the sessions show
that any type of issue was raised. The Lords haggled over the
steep licensing tees of the Department of Econamic Relations,
and they consistently complained that the First Lord was spending
too much money on the Regular Army. Basically, they argued
over everything. The only thing that they could not argue about
was how the other Lords ruled their own realms.

If the subject was a matter of extreme concern, the Lord
drafted a Council Directive or Council Order, which was putlo a
vote. A majority of those present was necessary for passage. The
First Lord's vote broke ties. If some Lords were absent when &
Directive was passed, the law was considered temparary until the
full Council could meet to vote again.

Each Lord brought an entourage of his closest advisers,
known as unofficial High Council members. They did the ground-
waork necessary to allow their Lords to dispatch routine matters
easily and move quickly to the more pressing issues. In fact, many
Lards let their advisers tell them how to vote. Each High Council
hill or document carried six wax seals, each one representing the
adviser of a particular Lord. Each Lord could check the seal o see
whether or not his staff approved of the bill, and then vote
accordingly.

These advisers became very powerful during the last few
decades of the Star League. Many became nobles, and their
positions on a Lord's staff became hereditary. Many advisers
traveled throughout the Star League on fact-finding missions.
Some used their prestige to become wealthy, then acquired land
and businesses to become very rich. Though these actions were
frowned on by many of the Lords, the First Lord often applauded
them, saying that they were taking full advantage of what the Star
League had to offer.

It the High Council was to consider a matter concerning the
Periphery Territories, the four Periphery Administrators who
controlled the territories for the Star League sat in on the mesting.
The Administrators reported on the issue and participated in the
discussion, but they could not vote, Though this gave the appear-
ance of some representation for the Periphery, the truth is that
important decisions were often made unexpectedly with n
administrators present.

The High Council often summoned high government offi-
cials, important officers. and citizens to testify on an iIssue.
Oeccasionally, when the Lords had little to do, they heard people’s
petitions,



ROYAL COURT

Though not an afficial part of the Star League gov-
arnment, the spring and winter gatherings of nobles,
intellectuals, and celebrities at Unity City affected Star
League politics.

These courts, usually led by the First Lord's spouse
or by the Master of Protocol, existed only as social gatherings for
the VIPs of the Star League, a time to put politics aside, a lime for
the best and the brightest to party. Sporting games, hunting

artias in the wilderness surrounding Unity City, elegant dinners,
and grand balls were on the daily agenda. These court sessions
lasted for twa months, during which even the harried First Lord
allowed himself some fun.

Bolitics infiltrated even the most innocent events. Behind the
festivities was rampant political and economic dealing. Business
deals were made and broken like romances. Political favors were
traded like party favors. Everyone was spying on everyone else.
One observer speculated that more than one-third of all major
pusiness deals and at least ten major marriages were formulated
during the festival days and nights of a Royal Court.

NOBILITY

Though nobility reappeared in the 24th century in the
Terran Hegemony when Director-General Michael
Cameron reinstated noble titles, it was never more than
a glorified job description. Terran nobles never gained
complete dominance over the public, as did nobles in the
other realms. This was deliberate on the part of the Camerons,
who wanted to avoid creating a class who believed they were
superior to other peopie.

The Camerons accomplished this by never granting the
nobles permanent positions in their planet's government. Though
the higher nobles eventually gained power in government, they
did so through their political abilities, not their titles. There was
nothing to prevent the public from voting a noble out of office.

The title Duke or Duchess was the highest and most power-
ful. Dukes usually owned the most land and controlled most of a
planet's major industries. Thare were alsa many Dukes without
their own worlds. They were called "Vagabond Dukes,” nobles
who usually owned major industrial conglomerates scattered
throughout the Hegemony.

Mext in social rank was the Marquess and the Marquessa.
This title was occasionally given to someone who made a signifi-
cant scientific contribution, such as Professor Gregory Atlas, who
was given the title Marquess of Military Technology for his work
on myomer technology.

Counts and Countesses were often owners of large compa-
nies or large tracts of land on a world. The Count's allegiance
usually depended on whether his company or land was tied to the
holdings of the planet's Duke. If it was, the Count was expected
1o follow his leader's wishes. |f not, the Count was more independ-
ent.

Baron and Baroness, the lowest ranks of peerage in the
Terran Hegemony, were usually owners of modest companies or
individual farms. Many Barons without land or a business were
titled as a result of rewards while in the SLDF or the BSLA. Most
Barons, because their lands or factories were usually controlied
by conglomerates, answered to either a Count, Marquess, or
Duke. In the Hegemony, Barons and Counts became extremely
powerful local leaders because they usually stayed on their own
planet and were more closely in touch with the common people.
Many rose to lead the planetary government, to the dismay of their
noble superiors, Some of the greatest tests of wills were between
these politically powerful minor nobles and their aristocratic

SUperiors.
BUREAU OF STAR LEAGUE AFFAIRS

The heart of the Star League government was the Bureau of
Star League Affairs. Its six departments coordinated the laws and
desires of the High Council.

The headquarters of the BSLA was in a huge pillared buslding
that stood opposite the Royal Court, across the greenery of the
People's Botanical Gardens. Beneath the impressive architecture
were 20 underground floors housing the huge computer and
communication facilities that monitored the flow of millions of
reports and orders. The Royal Court and the BSLA were con-
nected to each other and to other major buildings by an under-
ground magnelic subway system, .

These information-packed buildings were among the victims
of Stefan Amaris's coup. Information was stripped from the
computers, paper documents were removed, and the empty
buildings were destroyed.



DEPARTMENT OF ADMINISTRATION

Administrators represented the Star League govern-
ment outside the Terran Hegemony. These men and
women, trained in diplomacy and politics, were respon-
sible for publicizing and enforcing the laws of the High
Council. Because they were the first to face a political
crisis, Administrators had to show initiative and withstand stress
in dealing with belligerent foreign politicians.

The Commander of the BSLA controlled the Star League's
bureaucracy. Next to the First Lord, the Council Lords, and the
Commanding General of the SLDF, the BSLA Commander was
the most powerful person in the League. The Commanders
decisions shaped the Star League's legal enforcement and reve-
nue-collection policies. The power of the Bureau Commander
was 50 great that when one retired, the First Lord personally
chose a successor loyal to the Camerons and the Terran Hegem-

ony.

STATE ADMINISTRATORS

State Administrators were the Star League’s ambassadors to
the member states of the Inner Sphere. Each lived in the realm'’s
capital city and kept in contact with Terra via a personal HPG
station. The administrator monitored the realm’'s adherence to
Star League laws. The many divisions and regiments of the
Regular Army stationed in a realm provided the State Administra-
tor with plenty of muscle to demand that a member state enforce
Star League laws. In an emergency. a State Administrator could
ask the SLDF commander to undertake military actions to uphold
the Star League's rights.

As the years went by, those chosen to be State Administra-
tors gradually narrowed to five families. Each family's familiarity
with a realm became so great that few could challenge their
cradentials to become Administrators. In the Draconis Combine,
where the post of State Administrator was extremely stressful
because of constant tension between the Kuritas and the Camer-
ons, the Isu tamily became the State Administrators. Time and
time again, they prevented incidents from escalating,

The Hughes family of New Earth became the State Adminis-
irators of the Free Worlds League. Thay seemed unusually adept
at deciphering the fragmented paolitics of that realm.

The Brewers were the State Administrators of the Lyran

Commonwealth. They were tough and capable economists who
could judge how to implement the Terran laws without adversely
affecting the vital Lyran economy. They were also very willing to
engage in frank and open discussions with the Steiner family,
even if it meant risking relations between the Commonwealth and
the Star League.

The Ling family became the State Administrators of the
Capellan Confederation. As major landholders in the Tikonov
Commonality, a major part of the Confederation, they could force
a stubborn Chancellor to agree to Star League policies by

threatening economic damage.
The State Administrators for the Federated Suns were the

Green family, an unusually large family with strong and important
ties to the Federated Suns government. Because of their thor-
ough knowledge of the realm, the Greens devised new and
innovative ways of enforcing Star League laws. The Cameron
family attributed the cordial relations between the Federated
Suns and the Star League to Green family tactics.

PERIPHERY ADMINISTRATORS

The Reunification War waged by the Star League to
force the Periphery realms into the fold brought 20 years
of destruction and death. The governments of the four
realms, the planetary governments, and even the local
governments were destroyed in the fighting, leaving the
people of the Periphery with no way of governing their
meager resources.

Even before the war ended, the High Council, realizing how
horrid the aftermath could be, began sending aid to the Periphery.
The Star League also sent Administrators to be sure that the
supplies were wisely used. The first Administrators were lawyers
and bureaucrats from the SLDF Judge Advocate General's
Command. They set up new governments and coordinated re-
construction.

When the war ended, civilian diplomats from the BSLA
assumed control from the SLDF officers. The Periphery was
divided inta four territories, each run by a Periphery Administrator.
For the next 30 years, the Periphery Administrators were the
highest authority in the four Territonal States.

The administrators gradually yielded powers to the people of
the Periphery. The four Periphery Administrators then became
much like the State Administrators, with one important difference.
Periphery Administrators could strike down any law proposed by
the Periphery governments that would endanger the Star
League's control over the region.

In 2722, First Lord Jonathan Cameron signed Council Direc-
tive 41. It was supposedly a declaration of independence for the
four Periphery governments, freeing them from the few remaining
Star League restrictions. It also withdrew the Periphery Adminis-
trators and the Star League's planetary administrators. The Lords
from the Capellan Confederation and the Free Worlds League,
whao wrote the directive, thought the administrators were no longer
needead.

Though it seemed to grant freedom to the four territories, the
Council Directive was actually a sham. With the administrators
gone, the Periphery planets fell prey to unscrupulous business-
people and politicians from the Inner Sphere. The suffering in the
Periphery during this period left a deep hatred that later exploded
with dire consequences. .

A

DISTRICT ADMINISTRATORS
Each member state of the Inner Sphere was divided into

three administrative districts, used by the BSLA and the Regular
Army. Each had a District administrator to enforce the rules and
regulations of the Star League. His immediate superior was the
State Administrator.

A State Administrator usually remained on a realm’s capital
world, but the three District Administrators traveled almost con-
stantly. They were supposed to visit regularly as many of the
major nobles and politicians in their region as possible. They also
supervised the planetary Administrators.

PLANETARY ADMINISTRATORS

The BSLA built a Diplomatic Mission on every Star League
planet with a population of at lsast one million. These missions
and their administrators were vital to the League for many
reasons, especially because they set an example of the Star
League's ideals. Planetary Administrators were trained exten-
sively in protocol and in the history of the world that they would
administer.




Planetary Administrators also monitored the plane-
rary government's treatment of SLDF garrison units. This
was a possible cause of tension because many planets
shjected 10 having foreign troops on ther soil. Moregver,
iheir governments did not like criminals’ entering SLOF
rocruiting stations and escaping justice by joining the
Regular Army.

Planetary Administrators were the eyes and ears of the Star
League government. They were the first to know whether a new
law succeeded or failed, and they wera the first 1o recognize
trouble brewing. Their job was occasionally dangerous. Many
Planetary Administrators were killed when they became the focus
ot anti-League hatred. Planetary Administrators were often re-
ierred to as “the troopers of the BSLA"

DEPARTMENT OF SOCIAL RELATIONS

The Depanment of Social Relations had two main functions
in the Star League government. The depariment kepl a database
of political informatien about the member slates and the Territorial
States. Important records, such as copies of freaties, agree-
ments, and the writings af each realm's leaders, were available lo
the public. It was hoped that the ready availability of the political
thinking of every major realm leader would promote open and
honest relations between the member states.

Whan relations broke down, the depariment performed its
sacond function. The Depanment of Social Relations then acti-
vated its PERT (Pailitical Emergency Response Team) arganiza-
tion, men and women trained to deal with potentially explosive
diplomatic problems, Each team member had extensive training
- in diplomacy, types of political systems, and the backgrounds of
sach realm's leaders. Each administrative region had several
PERATs, complete with JumpShips and DropShips, to race 10
political hotspots, armed with diplomacy

DEPARTMENT OF ECONOMIC
RELATIONS

(See the Socioeconomic Chapter.)
DEPARTMENT OF REVENUE

In the Star League Accords, each signatory agreed lo pay a
percentage of his realm’s gross national product to fund the Star
League government. As the years passed, this revenue was
supplemeanted by a variety of taxes, such as licenses for trading
vessels or fees for renting advanced Hegemony technology. The
Department of Revenue was created to collect the money and 1o
keep strict ledgers.

History has shown that collecting taxes is always athankless
task and often a dangerous occupation. Working for the Depart-
ment of Revenue was no exception. Member states usually paid
willingly, but collecting money from planets sometimes proved
difficult. Many worlds, particularly those in a member slate's
interior, felt no benefit from the Star League government and
therefore no obligation to pay their taxes. Planetary governments
often flatly refused to deal with representatives from Star League
Reverue. To make these planets more cooperative, Hegular
Army troops-on the planet and on nearby worlds commenly held
very vigorous and public "maneuvers.” This occasionally angered
the realm’s ruling family, whao then complained about interference
in their domain, but the House leaders rarely intervened.

Collecting taxes from individuals was even more difficult.
Millions of people, many rich business owners, tried to avoid their
taxes and fees. Special tax collectors, called Revenue Agents by
the BSLA but Maney Grubbers and Cameron's Thieves by the
public, tracked down and captured the most flagrant violators.
These agents had considerable combat training.




DEPARTMENT OF EDUCATION AND
INFORMATION

The Department of Education and Information was
created to maintain an advanced education system and
to provide information to anyone in the Star League with
access 1o a library or computer.

In 2572, First Lord lan Cameron issued Executive Order 4,
which attempted to unite the education systems of the member
states by outlining a curriculum that emphasized the study of
foreign reaims. It was an effort to promote peace through under-
standing. Called the Universal Curriculumn, the series of books
and class outlines was adopted by many schools in all of the
member states.

The department also lrained and licensed teachers. Teach-
ers from the other realms traveled to the Terran Hegemony and
the department's many leaching colleges to become official
Teachers of the Star League, a highly coveted title. particularly in
realms where teachers were in short supply.

The department also ran Prometheus Inc., a government-
awned company that published books, managed librarnes, and
ran a vast computer database availlable to Star League citizens.
Mamed for the Greek god who gave mankind fire against the
wishes of the other gods, Prometheus Inc. published books to
promote peace and understanding. The company also built and
administered almost 1,000 libraries throughout the Star League
The Prometheus database connected all of the libraries with an
information service that was free to anyone visiting the library or
to any who had a personal computer. The information in the
system’'s computers, which were on Terra, was extensive. The
company and its computers were destroyed in Stefan Amaris's

COUp.

DEPARTMENT OF THE ATTORNEY
GENERAL

This department was responsible for capturing and
trying men and women accused of breaking Star League
laws. The department was divided into two commands:
the Attorney General's Command was in charge of prose-
cuting suspects, while the Judicial Command trained judges.

The Attorney General's Command depended heavily on the
Star League Defense Forces to capture criminals. Under the Star
League Accords, detachments of Military Police from the Regular
Army had the right to search and seize anyone suspected of
breaking Star League laws. They also pursued criminals who fled
from one member state to another.

Such fugitives were either extradited to another realm or
taken to a Star League court, The courts were usually built on
barder worlds owned or administered by the Terran Hegemony.

There were three levels of courts. The lowast were the
Regional Courts, which handled maost criminal trials. Next were
the Appellate Courts, which reviewed lower-court decisions and
also heard political cases in which planets or whole member
states disputed a Star League law. The Supreme Court of the Star
League, founded on Terra, in the District of Columbia, was the
highest court of law. Its seven judges, two from the Terran
Hegemony and one from each member state, heard cases too
impartant or complex for the lower courts.

At first, people expected the Supreme Court to rubber-stamp
the High Council or to split along regional interests. However, the
first justices, led by Chief Justice lona Devorla of New Earth,
steered an independent course. The court continually sided with
the right of a planet's people to determine their own fate, which
often went against the wishes of the Star League leaders and the .
member states.

STRENGTHS AND WEAKNESSES

The Star League government's one major fault was that it
depended on the wise rule of the Cameron family for guidance. If
an unfit Cameron assumed control, the government quickly fell
pray to all political vices, such as greed and the lust for power, that
had been absent in previous administrations.

Another Star League government weakness was also a
strength. The Star League was an extremely high-minded en-
deavor. Time and again, the government disdained the easy
course in problem-solving. While these high principles saved the
government's morals, it was often at the expense of speed and
flexibility.

These weaknesses were completely overshadowed by Star
League strengths. Its simple existence, binding together the six
Inner Sphere realms, was a miracle. Its policies created a united

~ economy that allowed goods and services to travel between

raalms. Its emphasis on education and culture showed people
how little actually divided their sociehes.

The government of the Star League raised its citizens from
the rubble of the Age of War to a level of wealth and sophistication
ithat has never been matched.



STAR LEAGUE
'DEFENSE FORCES

| am the detender of the Star League,; my strengthis inloyaily.
—Motto of the Star League Defense Forces inscribed into the
marbla archway above the main entrance of the War Academy on

Mars

The largest military ever assembled, the Star League De-
tanse Forces had almost 15,000 regiments before the New
andenberg rebellion. The navy had that many warships and
wransports. The SLDF was the unguestioned might behind the
laws of the Slar League.

Except tor Royal units, every regiment in the Regular Army
and every crew of every warship was made up of men and women
from all of the member states. Though they were neither kept
apart nor threatened by their officers to get along. there were few
ncidents of fighting between the soldiers from different realms.
During training, each soldier leamed that being a part of the Star
League was more imporant than individual House rivaires. The
cameron family's greatest achievement toward uniting all Hu-
manity was accomplished by the military.

The SLDF also earned respect for its advanced weaponry.
Star League BattleMechs, fighters, and warships were tar beyond
what our capabilities can produce today.

The SLOF's bureaucracy was an efficient machine. Togather
necessary information and dispatch orders while keeping track of
and providing for the needs of its 100 million soldiers was a feat
that boggles the imagination.

Believing that the goals of the Star League were noble, the
soldiers’ espirit de corps was what made the SLDF the strongest
military in history. Never has there been an army so effective in
conveying to the people a sense of common purpase through the
guiet confidence of its soldiers.

COMMANDING GENERALS

GEMERAL SHANDRA NORUFF-CAMERON (2571~
2373)

When the Star League was created, First Lord lan Cameron
lurned to his wife and commander of the Hegemony Armed
Forces. General Shandra Moruff-Cameron, to realize his dream of
a huge military made up of soldiers from every realm.

Ganaral Noruff, known to her soldiers as a disciplinarian,
faced a monumental task. Besides the logistics of merging six
very different militaries, there were bitter rivalries and hatreds
among the realms after more than a century of wars.

For the first few years, the SLOF was composed mainly of
divisions from the Hegemony Armed Forces and regiments on
loan from the member states. There was no miang within units,
and commanders took great care in the placement of each.

While the new army was testing its abilities in a series of
wargames, General Norutt was lebbying the Council Lords 1o
pass key provisions of her plan to build a united military. A few
_ords required a bit of arm-twisting, but General Neruff eventually
got her majonty.

The Border Guards Agreement of 2572 was one of the most
important laws passed. It allowed the Star League government 1o
purchase lands on member worlds for use by the SLDF, As soan
as this order was signed, General Noruff ordered the construction
af military bases throughout the Inner Sphere. Under her leader-
ship, the SLDF built nearly 600 bases along the member-state
borders and along the Periphery borders.

General Noruff also won the right to recruit soldiers from the
member states. This was a key victory. Molding untrained men
and women from every world into Star League troopers was
central to the plan to make the SLOF troops loyal to the League
over and ahove House politics.

After only four years as Star League Commander, General
Moruff stepped down because of ill health. Despite her shart term
as Commander in Chief, her work and her vision had a lasting
impact on the SLOF.

GENERAL DANGMAR LEE (2575-2597)

General Dangmar Lee took over from General Noruff and
was soon immersed in the Reunification War. The Periphery
realms had refused the Cameron family's rather heavy-handed
afiorts to persuade them to join the Star League. They formed
their own alliance and an angry First Lord began to war against
them in 2575.

General Lee had little time to advance the plans begun by
General Norutt, During the Reunification War, the SLDF remained
a collection of separate member-state regiments, with very few
units containing soldiers from moere than one realm. Though the
SLDF was still young and untried at the start, General Lee won the
war, which lasted 20 years.

In the confusion caused by the change of leadership, by the
partially finished integration of the SLDF, and by a new war, the
Council Lords made an unofficial change in how the Regular Army
received its soldiers. General Noruff had wanted the SLDF to draft
raw recruits from the member states. General Lee needed more
than recruils to fight a war, and so the Council Lords began
sending the SLDF trained soldiers. This allowed them to send
soldiers who would remain loyal to their individual Houses.
General Lee needed trained soldiers so badly that he accepted
this change.

Despite that, Dangmar Lee is remembered as the first
fighting commander as well as the person responsible for giving
the Star League military bureaucracy its final shape.

GENERAL NICHOLAS KINNOL (2598-2646)

General Lee stepped down immediately after the Reunifica-
tion War. In his place, First Lord Nicholas Cameron appointed
General Nicholas Kinnol as the Commanding General of the
SLDF. '

General Kinnol was a charismatic man, With the Star League
no longer at war, the General took up the task of continuing to
reshape the Regular Army as General Noruff and First Lord lan
Cameron had intended.




His most controversial action was to challenge the
member states' system of sending trained soldiers to the
SLDF. He demanded the enforcament of laws passed
during the first years of the Star League. He reasserted
the right to establish recruiting stations on any planet and
to accept anyone who wished to join the SLDF. This
gutraged the Council Lords, who decried it as an attempt
to interfere in the affairs of the member states. Fortunately for
General Kinnol, the First Lord agreed with him completely and
issued Executive Order 34, which reaffirmed the SLDF's right to
recruit anyone. General Kinnol quickly established recruiting
stations on hundreds of worlds in the Inner Sphere and the
Periphery.

With the economic boom in the Star League after the Reuni-
fication War, General Kinnol built up the SLOF. The number of
divisions doubled under his command, and the Star League's
training and education programs began to turn out soldiers who
were troopers of the Star League.

GENERAL KILLIAN SQUARN-TURK (2646-2680)

When General Kinnol retired, General Killian Squarn-Turk
ook command of the SLDF and continued most of the programs
begun by his predecessors. His only major change was to ask the
High Council to allow retiring soldiers to buy their weapaons with
their usual muster-out bonus. Of course, soldiers could not
purchase any Hegemony technology, which was still being jeal-
ously guarded.

This provision was controversial and caused many to worry
about the proliferation of weapons in the cities. The policy was
actually aimed at counteracting the scourge of pirates and bng-
ands who were haunting the edges of the League. Most of the
soldiers who bought their weapons went to the Periphery as

guards on distant worlds, ~ |

General Squarn-Turk died in 2680. He is best re-
membered for expanding and deepening the curriculum
at the military academies, To the General, an officer had
to be as intelligent and sophisticated as he was deadly.

ADMIRAL DAVID PETERSON (2680-2707)

In choosing a successor for General Squarn-Turk,
First Lord Michael Cameron went against the convention that the
commander of the SLDF come from the Regular Army. Instead,
he chose the head of the Star League MNavy, Admiral David
Peterson. It was a controversial decision, especially since the
Admiral was only 45 years old, an age many officers considered
too young for the job.

The First Lord's choice turned out to be a wise one. Admiral
Peterson addressed one of the SLDF's greatest weaknesses, the
lack of coordination between the Army and the Navy. Until his
appointment, the Regular Army was considered superior to the
Star League MNavy. Every military operation revolved around the
ground forces. The Navy's main function was to get the Army to
and from the battlefield; everything else was secondary. As a
result, warships had been permanently assigned to divisions and
were not free to roam the Star League. This had created a deep
gulf between the two services. The MNavy felt like glorified bus-
drivers, and the Army considered the Navy a pack of do-nothings
too lazy to get into a fight.

Admiral Peterson freed the warships from the Regular Army
and allowed them to exercise their independence by chasing
brigands without reporting to the Regular Army. The Admiral also
formed special task forces, consisting of a small group of soldiers
and 'Mechs escorted by a warship, to hunt down bands of pirates.
Finding them usually required traveling deep into unknown space
beyond the Periphery. The captain of the warship had overall
command of the task force, the first time the Navy had control over
a joint operation.

During the command of Admiral Peterson, warriors from the
Draconis Combine started challenging soldiers from the SLDF to
‘Mech duels, duels in which the Combine shamed the Regular
Army. Not wanting a war with the Combine, the Admiral and First
Lord chose not to retaliate and ordered SLDF troops to refuse all
provocations. Admiral Peterson and the First Lord then designed
the famous Gunslinger Program, which faught Star League
MechWarriors and soldiers how to compete against their sk led
Kurita opponents. Though the highly skilled Combine warriors
continued to seek out duels, the special Star League Gunslingers
began to give good accounts of themselves, with many encoun-
ters ending in draws.

Admiral Peterson was also a major architect of First Lord
Jonathan's military renaissance. He laid out the basic designs of
the Space Defense Systems and oversaw their development.
With rapid advancements in military technology during this pe-
riod, Admiral Peterson was especially careful to assign new
weapons only to the Royal units, which were composed exclu-
sively of soldiers from the Terran Hegemony.
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THE WINNING EDGE

One of the triumphs of the SLDF was its continued
technological lead over the House armies. The Star
League managed this by pursuing a vigorous research
program and by selling equipment to the House armies
only after the SLOF had deployed a newer system. Only
rarely did one of the House militaries receive a new
vehicle or other piece of equipment that incorporated the

newest technology.
Compared to ‘Mechs of the 31st century, Star

League ‘Mechs in the middle 2700s had more efficient
and lighter fusion plants and engines, more efficient heat
sinks, longer-range weapons, smarter missiles, ad-
vanced slectronics, and better-trained pilots. House
‘Mechs of the time were no match tor those inthe SLDF.

The Amaris coup stopped maost research. When
Stefan Amaris gained contral of the research centers,
those scientists who survived put no effort into helping
the Usurper.

We can only imagine what technology General
Kerensky took with him when he left the Inner Sphere.
Ha took technology that was never releasad to House
forces, and he took enough resources to create an
industrial base wherever he ended up. He also took
enaugh military scientists to continue the research and
development of weapon systems.

—From The Past, the Present, and the Future, by
Clhio Edge. House Publishing Service, New Samarkand,
2987

GENERAL IKOLOR FREDASA (2707-2729)

General Ikolor Fredasa was Admiral Peterson's
aide. When the Admiral died in a DropShip accident, First
Lord Jonathan Cameron named General Fredasa to the
command. )

General Fredasa, with his love of publicity, became
known as "The Father of the Military Renaissance.” alitle
he did not really deserve aven though he continued to introduce
new technology and to build even more regiments.

The General was the most socially active of all the command-
ars of the SLDF. He attended all the parties, saw all the right
peopla, and took greater care of his appearance than did most
mistresses of the court.

when Jonathan Cameron became increasingly distant and
disturhed, General Fredasa was one of the first to question his
ability to rule. General Fredasa was the leader of a group of
government officials who visited Jocasta Cameron, the First
Lord's sister, in her convent and offerad support for her to depose
her insane brother. When Jocasta refused the offer, General
Fredasa began to spread rumors that she was planning a coup
attempt.

General Fredasa was the first of three officials to be caught,
tried for treason, and hanged by an enraged First Lord.

GEMNERAL REBECCA FETLADRAL (2729-2738)

Jonathan Cameron's mental iliness, while not cured, was
contained after his sister convinced him that he was ill. Jocasta
soon became the de facto ruler of the Star League. One of her first
"suggestions” to the Council Lords was to appaint her friend,
General Aebecca Fetladral, to be commander of the SLDF.

(General Fetladral pushed her soldiers to a higher state of
readiness. There was no public explanation for this atthe time, but
it was later learned that Dame Jocasta Cameron had shown
General Fetladral copies of Jonathan's letters. These dark mes-
sages, filled with dreams and visions of a fallen Star League,
deeply disturbed the General,

Jonathan Cameron's words shaped the General's admini-
stration of the SLDF. She agreed to almost everything he re-
guested. Space Defense Systems, designed under Admiral Pe-
terson, were built and put into place. Fortifications were com-
pleted, and new troops were trained, all in an effort to prevent the
First Lord's visions from coming true. The eagerness with which
she obeyed the First Lord and defended his controversial plans for
the SLDF often put General Fetladral at the center of controversy.

when Jonathan Cameron died in 2738, General Felladral
immediately resigned, though she was still young. She said that
she was tired of the constant controversy surrounding her com-
mand. In fact, she felt that her aide, General Aleksandr Kerensky,
was the only hope to preserve the Star League and 1o prevent
Jonathan Cameron’s visions from coming true.

GENERAL ALEKSANDR KERENSKY (2738-2777)

An account of General Aleksandr Kerensky's life can be
found in the history section of this book. Suffice it to say that the
life of General Kerensky and the Exodus of the Regular Army
beyond the farthest known star became legends that even-the
smallest child could retell centuries later.



RECRUITING

Executive Order 34, issued by First Lord Nicholas
Cameron in 2608, reaffirmed the Star League Defense
Forces' right to recruit men and women from any member
state without interference from its government.

The SLDF opened hundreds, and eventually thou-
sands, of recruiting offices on all of the heavily populated worlds
in the Inner Sphere and Periphery. The offices had all the rights
of a diplomatic migsion. Once someone walked through the front
daors, that person was governed by the laws of the Star League.
nat the mamber state.

The public was enthusiastic. Many men and women were
caught up by the growing mystique of the SLDF and wanted 1o
join. The number of volunteers was so great that the SLDF
scrapped its plans to draft citizens from the member states.

The House governments were not 5o enthusiastic. The fact
that anyone could join and could thereby escape their laws
angered the House leaders because soon criminals and dissi-
dents were flocking to SLDF enlistment centers. In 2631, the
Coordinator of the Draconis Combine and the Chancellor of the
Capellan Confederation demanded that something be done.
Realizing that the situation could become dangerous, First Lord
Nichalas relented, surprising the two leaders.

The First Lord issued Executive Order 35, which amended
the previous order. The new law aliowed the member states to
petition the Star League government to locate and punish SLOF
personnel who were accused of crimes. The two Lords who had
complained the loudest about fugitives in the SL DF learned that
the new order was just a partial sclution. The SLDF did find many
who had been accused of crimes, but they were tried under Star
League laws. The Judge Advocate General's Command vigor-
ously prosecuted crimes such as murder or theft but winked at
others. like "public-speaking” or "failure to obey a moral superior.”

This new order stood until the Star League's collapse, with
the Draconis Combine and the Capellan Confederation continu-
ing to complain that criminals were escaping justice by enlisting
in the military. At times, they acted on their complaints. The two
realms tried many times o prevent certan individuals from
entering recruiting stations. They even tried to prevent recruits
from leaving the offices for SLOF bases.

On the capital world of the Draconis Combine, palice officers
once stopped a transport carrying recruits to the Fort Luthien
military base. Police boarded the transporn and began looking for
a dissident noble who had severely chastised the Coordinator for
his treatment of common pecple. The noble had had plastic
surgery to alter his appearance before he tried 10 flee the planst,
and 50 the police asked each recruit's name. With the infectious
camaraderie of the SLDF affecting even the recruits, sveryone
aboard, including the women, protected their tellow soldier by
claiming to be the noble. With the palice confused and wondering
what to do, Star League troopers arrived to escort them off the
transport.

The recruiting offices of the Star League Defense Forces
became permanent fixtures of most large cities and a comfort to
many of the citizens. Children looked in awe at the smiling
recruiting officers in their dress uniforms who were handing out
regimental patches, pictures, and models of Star League ve-
hicles. Recruitment posters and advertisements in the local
madia built the mystigue of the Regular Army in the minds of the
young men and women. By the time they reached the legal age,
many entered the recruiting offices with pride.-

MILITARY EDUCATION

Young men and women between the ages of 16 and
18 and with exceptional physicgl and mental ability were
invited to try out for one of the 200 military academies rul
by the Star League Defense Forces. Candidates came
frarm all of the member states, from all ethnic groups, and
from both sexes.

The testing usually consisted of a five-hour examination,
bath oral and written, and a two-hour test of physical prowess.
Those who wished to become MechWarriors or AeroSpace Pilots
ended the day-long examination with the dreaded "Skull Cap"
1est. A candidate donned a neurohelmet and attempted to move
a2 small model of a BattieMech. Those who could were accepted.
Those who could not, once they régained consciousness, were
offered positions in different branches.

Cadets spent the next four and a half years studying a wide

range of subjects. General education accounted for about 40
percent of the student's curriculum. The remaining time was spent
studying military history, strategy and tactics, and the operation of
modern weaponry. Once a year, the cadets performed maneu-
vars. '
" -@raduates from military academies began their four years of
service in the SLDF with the rank of Sergeant. Though starting
academy graduates at the rank of Sergeant was unusual, it
reflected the SLDF's policy of making a cadet earn his commis-
sion. It also added to the mystique of the Regular Army when a
Lieutenant, a rank that enemies expect of green officers, fought
like a veteran.

MILITARY ACADEMIES ON TERRA

Terra, the birthplace of mankind, was also the birthplace of
war, During the Star League, it was the center of all militan,
thought,' with more than 100 major military academies, most
having histories extending back many centuries.

Because Michael Cameron graduated from the Sandhurst
Aoyal Military College, in Berkshire, England, it was considerad
the best of the military academies. Sandhurst, the War Academy
of Mars, and the Military Academy of Aphros were referred to as
the War Triad, the three foremost academies. All of the Terran
academies tested new methods of teaching cadets and were
impartant centers of military research.

Many other academies on Terra, thoughnot as prastigious as
Sandhurst, were also good. The Saint Cyr Military Academy of
France, the Frunze Military Academy, the Malinovsky BattleMech
and Tank Academy of Russia, the Krieg Universitat of Germany,
the Kure Naval Academy of Japan, the West Point Military
Academy, and the Annapolis Naval Academy were just a few of
the other top academies.

War Academy of Mars

The War Academy of Mars served not only as a training
facility for cadets, but also as a headquarters for the SLODF.
Facilities on Terra handled the bureaucracy of the SLDF, and the
War Academy dealt with the strategy. Graduating from the War
Academy usually guaranteed an officer plenty of action and
responsibility.

Military Academy of Aphros

Built on a high plateau and surrounded by wastelands, the
Military Academy of Aphros served as one of the major centers of
the SLDF's Gunslinger Program. The academy also trainec
fighter and DropShip pilots.
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combat College of New Earth
puilt in 2331, the Combat College was the first
miltary academy on a foreign world. The college prided
LIf on baing equal to any academy on Terra. To prove
ir worth, the graduating warrior and pilot class always
challenged the Sandhurst graduates to a military contest.
It was a tradition that continued until the Amaris Coup,
when studenis from both schools had their final exams fighting
Aepublican forées
Fieet School of Keid
next 1o the Annapolis and Kure Naval Academias, the Fleet
gchool of Keid was the largest training facility for naval personnel
' tha Star League. Each of the schools had several warships and
JumpShips to rain crews.
Flight Academy of Graham
The Flight Academy was one of the few schools devoted to
\eaching fighter pilots. It was also one of the few orbiting space
cademies. More than 2,000 pilots graduated from the academy

eyery year.

A

University of Proserpina

The University of Proserpina was a small but very
tradition-bound school. During the early years of the
Terran Hagemony, ten members of the Cameron family
were trained there. This became the basis of the schoal's
traditions, and students were forced to obey very unusual
customs because one of the Proserpina Camerons had
daone the same thing years before. This rigid tradition furned out
many snobbish officers who often had difficulty unlearning their
sense of superiority.
Foreign Academies

The Sanglamare on Skye, the Nagelring on Tharkad, and the
Albion Military Academy on New Avalon were the only accredited
SLOF military academies built outside the Terran Hegemony.
Throughout the life of the Star League, attempts to build acade-
mies in other realms fell through because of tensions, misunder-
standings, or suspicions. As a result, when the coup by Stefan
Amaris and the first years of the Succession Wars devastated all
of the military academies in the Terran Hegemany, only the three
fareign academies remained as examples of SLDF military edu-

cation.

TWELVE PRINCIPLES OF COMMAND

1.Objective, Always keep a clear goal inmind. Withoutit, the
lives you lose are meaningless.

2. Offensive. When given the chance, aftack and remain on
the offensive for as long as possible. The enemy is weakest
when backing up, and s0 are you.

3. Unity of Command. Always know whois above and below
you in the chain of command and what they are doing. It will
nat anly help you in times of trouble, but it will also give you
a hetter sense of how your mission fits into the gverall picture.
4. Strength. Never willingly enter battle at anumerical disad-
vantage. Eventhe sloppiest army can defeat you ifitis bigger.
5. Economy of Force. Do not waste your effortand supplies.
Use just enough of your force to inflict the maximum amount
of havoe on the enemy in the minimum amaunt of time. Save
the rest of your strength to exploit your gains or protect
yourself from counterattack.

6. Maneuver. Learn the value of maneuverability. Being able
to speed across the battlefield ina coordinated wave of force
can overwhelm the toughest opponent with a minimum of
bloodshed.

7. Surprise. The element of surprise effectively doubles your
force.

8. Intelligence. Information is like eggs, the fresher the
better. A good guess might win a battle, but a bad one can
eventually lose a campaign.
9. Simplicity. If a plan looks messy on paper or in a computer
simulation, it is foo complicated to succeed. The best plans
aften turn out 1o be ones drawn in the dirt and explained with
a few hand gestures. A good solution applied with vigor im-
mediately is better than a perfect selution ten minutes later.
10. Maintenance of Morale. Instill pride and sense of duty.
warthiness, and loyalty into your soldiers. Keep them in-
formed, rested, and happy. Officers should visit the front
oftan. not to meddle but far personal contact with the troops.
11. Administration. This is the dullest, most mind-numbing
of chores, but deing it properly is infinilely better than tacing
the anemy without ammunition.
12. Mercy. Be firm and win the day, but once the fighting is
over, treat your prisoners with respect and courtesy. Not only
i it the correct and moral thing for a soldier of the Star League
lo do, but once enemy soldiers hear of your merciful treat-
mant, they might also be more willing to surrender.

—From A Primer to Tactics and Strategy: 34th Edition,
edited by General Aleksandr Kerensky, SLDF Press, 2742




UNIFORMS IN THE SLDF

Soldiers in the Star League Defense Forces wore
unifarms that plainly identified branch of service, rank,
and unit,

The uniforms also fostered an esprit de corps and
had great symbolic importance. Soldiers have put them-
=glves in danger to protect their portable clothes-care machinas
5o their uniforms would not stay dirty.

Star League citizens gave soldiers in uniform great respect.
People gladly gave soldiers their seats, allowed them to walk to
the head of lines, and freely offered them the best they had. S50
great was the public’s awe of soldiers that a historian of the time
rather scornfully called the uniform “that khaki halo that makes it
shvious 1o all that the wearer was someone who could do no
wrong.” In general, the soldiers lived up to the people's expecta-
tions: committing a crime while in uniform was perhaps the most
shametul thing a trooper could do.

Civilians of the time showed their admiration by copying the
style of the uniforms. For almost the antire life of the Star League,
fashion designers created and refined what was called the
"“Trooper Look,” which incorporated elements of the soldiers'
uniforms into business suits, dresses, and jackets. Children
collected mittary memorabilia and watched holo-shows about the
noble defense forces.

Bits of the SLDF uniforms survive in the uniforms of the five
Houses today. Examples are the School Rag of the Lyran Com-
manwealth Armed Forces and the knitted cap worm by JumpShip
crewrnen in the Free Worlds League. Even ComStar apparel
owes partions of its appearance 10 the uniforms worn by the
magistrates in the administration section of the SLDF,

The following are some typical examples of Star League
drass. There were variations over the years. For axample, the
ceremonial swords worn by officers of the Royal Guards began as
blunted daggers when the Star League was created but grew
longer over the years until they became rapiers and cutlasses
during the League's final days. The half-jacket worn by soldiers of
the Regular Army and the cummerbund of naval personnel came
inmany colors and pattérns 1o indicate the wearer's world of origin
or military academy.

DRESS UNIFORM (ARMY)

Against military tradition that the dress uniforms of officers
should be grander than those of enlisted personnel, the Star
L eague Defense Forces designed formal uniforms that accentu-
ated the wearer's branch of service rather than his rank.

The basic color of the dress uniform worn by members of the
Fegular Army was olive drab. On the left shoulder was the rank
patch, on the left were campaign ribbons and service sitipes.
Knee-high leather boots covered the pant legs. Gloves, usually
matching the boots, were worn outdoors. A slandard capwas also
part of the uniform.

An olive drab half jacket was worn over the thick shirt of the
uniform. Running from the right shoulder down 1o the left hip was
- World Sash. Each Star League member world daesigned a
pattern of colors to be worn by natives of their world who entered
the Regular Army. Officers somatimes replaced the World Sash
with a School Rag that signified a cenain military academy. Unit
insignia appeared near the top of the sash. Completing the
uniform was a Cameron Star on the left chest.

Officers from Royal units, divisions from the Terran Hegem-
ony that formed the core of the SLOF, were allowed to wear
ceramanial swords. At first, the sword was nothing more than an

arnately carved blunt dagger. As the years passed, the
types of swords changed and gradually bacame maore
lethal and even more ornate.

Marines wore uniforms that were dark blue with red
highlights, but otherwise identical to the ones worn by the
Regular Army.

DRESS UNIFORM (NAVY)

The dress uniform of the Star League Navy was substantially
diffierent from that of the Regular Army. A knee-length white coat
with gold piping was worn aver purple pants and shirt. On the high
collar of the coat were two purple Cameron Stars, and the
standard naval cap was also in purple.

Naval Honor Gards, which were awarded for actions and for
yearsin service, were wornon the left shoulder and draped across
the chest. Cuff stripes on a naval officer's jacket dencted an
admiral, with each stripe eguivalent to a general's star in the
Regular Army. A lower officer wore his rank on his left shoulder.

The School Rag, a cloth cummerbund, wrapped around the
waist. Its color showed the officer's naval academy. Officers from
the Terran Hegemany wore a sword belt aver the cummerbund.
The naval ceremonial sword remained the same length through-
out the Star League era, but the style of the hilt changed often.

For outdoor ceremonies, naval officers wore gray gloves.

DUTY UNIFORMS (NAVAL ENLISTED)

The duty uniforms of the sailors of the Star League navy were
designed for safety and efficiency. A khaki jumpsuit covered a
warm gray flannel shirt. Rank patches appeared on the right
shoulder strap, front and back. Naval personnel wore thick purple
boots to prevent foot and leg injuries.

A sailor wore a Communcation Device, called a CD, on the
left wrist. The CD allowed the wearer 10 communicate with sailors
in different sections of the ship and served as a small audio
computer that allowed the wearer 10 load programs that offered
step-by-step instruction for com plex tasks. The CD also collected
medical information, gathered by sensors woven into the sailor's
suit. that could be transferred into a medic's computer in an
emergency. Officers have similiar CDs that aliowed them to talk
with other officers on the secured command channels of the ship.
A thick knitted gray and purple cap, affectionately known as the
'Cameron Dome Warmer,” completed the uniform.

DUTY UNIFORM (NAVAL OFFICERS)

The duty uniform of Star League naval officers was very
similiar to that of the sailors. A high-collar shirt replaced the collar-
less one worn by the enlisted personnel. An officer's jumpsuit was
white along the right side and had the Cameron Star stitched onto
the left shoulder strap. A white knitted cap bore the rank patch.

MECHWARRIORS

The uniform worn by a MechWarrior of the Regular Army was
a marvel of electronic sophistication.

MechWarriors wore tan long-sleeved shirts and shorls made
of a synthetic, heat-resistant cloth wowven around a network of
tubes of varying diameters. Hookups at the cuff allowed the
warrior to connect his gloves to the shirt and cool his hands.
Covering the shirt and shorts was a cooling jumpsuit in camou-
flage colors. Uniike today's jackets, the Star League cooling
jumpsuit extended down the front and backs of the warrior's legs
and around the feet, preventing MechWarnor Hotfoot, the com-
mon modern problem of gradual loss of feeling in the feet caused
by repeated exposure 10 excessive heat. The cooling systems



ysed a synthetic coolant that was three times maore
officient than water n removing heat from a person's
pady. The formula for the liquid has long since been lost.
Though the cooling system plugged into the ‘Mech as
wday's cooling jackets do, a warrior of the Regular Army
nada pump and heat exchanger on his belt for emergency
se.
’ A Star League warrior's neurohelmet could perform many
more functions than today's helmet even though it was smaller
and lighter. The neural biofeedback apparalus was much more
sensitive and did not require contact with the wearer's scalp as
they do today. The feedback was so sharp and powerful that a
warriar could actually fight with his visor and windows blackened,
relying on the sensors that teed information directly into the brain.
When properly worn, the uniform was airtight and had its own
air supply. This gave the warrior much greater confidence when
fighting on a world that had no atmesphere or one that was
poisonous. The rank patch appeared near the throat on the
helmet pad, though this changed over the years. A warrior kept
anly small personal weapons, usually only a dagger and what the
warriars called their "persuader,” a palm-sized laser that had the
range and power of today's laser pistols.

FIGHTER PILOTS

A Star League fighter pilot wore a flight suit that was far
superior ta what pilots wear today. Sewn into the coolant suit,
which also doubled as a (G-suit to prevent pilots from blacking out
during high speed maneuvers, was a unique semi-exoskeleton.
Made of a plastic steel alloy that has been lost, the exoskeleton
protected the pilot's chast, back, arms, and legs. The exoskeleton
could absorb the shock of a blast without inhibiting a pilot's
movement. In fact, the pilot could use small motors in the

oskelaton to act as a power assist when the pilot needed extra
strength during high-speed manauvenng.

The fighter pilot's neurohelmet was large and cumbersome,
but its capabilities were amazing. When in combat against mul-
tiple foes, the fighter lowerad the steel visar of his helmet and went
into the CTNA mode. CTNA stood for Complete Tactical Neuro
Presentation. Fighter pilots in the SLDF said CTNA made its
wearer feel as though he were flying through space without a
fighter. A pilot could turn arcund in his seat and look to the rear as
if the fighter were not even there and see if any enemy fighters
ware approaching from behind. This was accomplished with
sophisticated sensors embedded in the fuselage of Star League
fighters. The sensors fed their information to the CTNA, giving the
pilot a convincing depiction of space around them in a vanety of
modes, such as infrared, ultraviolet, and simple color vision.

Multiple backup systems, particularly in the environmental
controls, helped fighters survive longer than modern ones can.

Most pilots were unconcerned about ranks. When a pilot
wore the rank palch at all, it was affixed to the exoskeleton near

the shoulder.

ARMOR CREWS

Crews of military combat vehicles in the Regular Army had
similar protection o that of MechWarriors. A crewmember wore
an olive drab cooling suit that was similiar, though not as exten-
sive, 1o that of a 'Mech pilot. Crewmembers of tanks, hovercraft,
armored personnel vehicles, and self-propelled antillery wore
*andard field jackets over the suits. Some armored crews,
ricularly those that operated in rough terrain, wore shoulder

pads that protected both the shoulders and neck.

Star League technology was so advanced that the
helmets worm by vehicle crews performed almost all of the
functions of the neurohelmets wom by MechWarriors
today. The cameras and sensors on their vehicles helped
the armored crew navigate and fake advantage of the
terrain far better than the tank crews of today, who have
only ophcal periscopes. The helmet also contained a
communication system that allowed the wearer to talk to his crew.

Rank patches and unit insignia were worn on the left shoul-
der. Half-gloves, standard issue boots, a holster for a sidearm and
a pouch to carry ammunition, batteries for a laser pistol, and other
effects completed the uniform,

INFANTRY UNIFORM

Troopers in the Regular Army wore uniforms that seemed too
light and thin for the battlefield. Gloves and standared-issue boots
covered the cuffs of olive drab pants and shirt. A legless step-
through jacket in standard camouflage fit over the shirt. The
trooper's rank patch and unit insignia appeared on the shoulders
of the jacket. A trooper wore a small backpack that carried a
powerful battery for the soldier's laser weapon and the trooper's
personal items. When the unitwas traveling, the soldier's sleeping
bag was tied to the bottom of the pack.

The maost obvious difference between the trooper of the
Regular Army and the foot soldier of today is the full helmet worn
in the SLDF. From the few surviving specimens and from re-
search, engineers have learned that the helmet was a marvel of
electronics and strength. The design provided an excellent field of
vision for the soldier. The three panes of the visor were made of
a secret polarizing, clear polymer thal provided excellant protec-
tion against bullets and that turned to silver tone the instant it was
hit with the light of a laser. Through voice commands to the
internal computer, the trooper could switch to several modeas of
vision. Infrared allowed the soldier to see hidden heat sources,
and EE (Electronic Emission) vision showed him the source of
manmade electronics. The trooper also had sighting screens that
projected onto the visor of his helmet to help him aim.

TECHNICAL AND SUPPORT PERSONNEL (ARMY)

The uniforms worn by technicians, those who maintained
and repaired military hardware, and support personnel, those
responsible for logistics and bureaucracy, were very similiar to
those worn by the infantry. Rear-echelon soldiers did not wear a
camouflage jacket and wore a simple cloth cap instead of a
helmet. Technicians' uniforms were embedded with strands of
lead to help protect them from radiation, which is a commaon
hazard near vehicles. Their jackets had a number of hooks for
tools.

ENGINEER'S UNIFORM (NAVY)

Engineers aboard warships, DropShips, and JumpShips
wore a uniform that could double as a space suit for occasions
when the technician had 1o leave the ship or enter a damaged
saction. The white suit was made of several layers of insulating
fabrics and tubes that carried fluid to keep the engineer warm.
Despite the suit's complexity, it was only a few kilograms heavier
than other uniforms. The high collar hid the helmet ring, which
connected a large helmet that had lights and a camera. On the belt
was a portable air supply and hook up points for a larger air supply
called a maneuver unit, which gave the wearer more mobility
outside the ship.
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RANKS

The Star League Defense Forces rank system was
designed to advance a soldier steadily until he reached
the rank and position best suited to his ability. The system
was patterned after that of the Hegemany Armed Forces,
with five grades for enlisted personngl. one for warrant
officers, and seven for officers.

Enlisted personnel and warrant officers wore a Rank Patch
an the left side of the chest and on the cap. Officers wore a senes
of bars or slars.

RECRUIT

A Becruit entering one of the theusands of boot camps run by
the SLDF began with the rank of Recruit and wore a white Rank
Eatch. Recruits retained this rank after boot camp and on their first
posting.

PRIVATE

After surviving their first battle, recruits were promoted to the
rank of Private. The Rank Patch for a Privale was white, divided
into three diagonal sections.

CORPORAL

To reach the rank of Corporal in the SLDF usually required at
least a year of experience. As a result, Corporals tended o be far
more experienced than their counterparts in other armies. Gorpo-
rals in infantry units usually led squads. Corporal was the highest
rank the average trooper achieved. The Corporal's Rank Patch
was like the one worn by Privates except the top and bottom
sections of the patch were green instead of white.

SERGEANT

Sergeants made the mostimpaortant tactical decisions on the
battlefield. They faced the battle up close and ugly. and they had
to make the instant decisions that controlled the tate of the paople
they commanded. The rank af Sergeant usually took three years
of service in the SLDF ta attain, Sergeants were usually platoon
leaders in infantry units. MechWarriors fresh from military acade-
mias started their careers at this rank. The Sergeant's Rank Patch
was green

MASTER SERGEANT

To reach the rank of Master Sergeant, a troopar usually had
to serve four years inthe SLOF, partofthe time spentlearning how
10 become a better leader. A Master Sergeant usually com-
manded a company's best platoon. Experienced Master Ser-
geants sometimes commanded lances in BattleMech companies.
Lower ranks sometimes called the Rank Patch of a Master
Sergeant the "WWRPatch" or the “Which Way Patch" for the way
the green design resembled four arrows pointing in different
directions.

WARRANT OFFICER

The rank of Warrant Officer was reserved for experls ina
technical field, such as computer programming or "Mech mainte-
nance. Warrant Officers received extra training in their fields and
usually had less combat experience than other soldiers. A War-
rant Otficer usually commanded an engineering company. War-
rant Officers had status and pay comparable 1o 2 Lieutenant, but
\n combat situations they were expected to yield to more combat-
experienced Sergeants. Warrant Officers wore a blue bar.

LIEUTENANT

When a Master Sergeant showed tactical skills on a
battiefield and seemed able to inspire the soldiers around
him. he was offered a chance to go to Officers Candidate
school. Graduates received cofmissions in the SLOF,
beginning their careers as Lieutenants. Sergeants who
had that rank as graduates of amilitary academy received
sheir commissions directly upon distinguishing themselves on the
battlefield. Lisutanants most often served as Platoon and Lance
Commanders. Some Lieutenants also served as Executive Offi-
cers to Company Commanders. A Lieutenant wore a green bar.

CAPTAIN

Captains were usually Company Commanders. In the Navy,
Captains usually commanded DropShips. Both were expected 10
show considerable initiative in combat instead of depending on
orders from above. Caplains wore two green bars.

MAJOR

Majors were batlalion commanders in the Regular Army.
Majors were expected to be in the front lines with their troops. This
made Majors of the SLDF much more experienced and respected
by their juniors than were their counterparls in private and House
armies. In the Star League Navy, Majors commanded destroyers
or cargo and troop JumpShips. The insignia worn by Majors were
two green bars with a round silver pip in the center.

COLONEL (COMMODORE)

Colonels were regiment commanders in the Regular Army.
Reaching this rank meant that the officer had spant at least ten
years in the military and had exhibited great skill. In the Navy, the
eguivalent rank of Commodore commanded major warships or
jump stations, Colonels and Commodores wore a small star.

LIEUTENANT GENERAL (REAR ADMIRAL)

Lieutenant Generals in the Regular Army commanded bri-
gacles and regimental combat teams. Occasionally, an extremely
<killed Lieutenant General commanded a division. As a com-
mander of several units, a Lieutenant General needed strategic
and administrative skills. The equivalent naval rank of Rear
Admiral usually commanded a fleet or shipyard. A Lieutenant
General wore a three-dimensional star, and a Hear Admiral wore
a single stripe on the jacket cuff.

MAJOR GENERAL (VICE ADMIRAL)

A Major General usually commanded a division or some-
timas a corps. Often a Major General was incharge of the defense
of 3 vital world that was in danger of attack. In the Star League
Navy, the rank of Vice Admiral was given to an officer who was in
charge of the naval presence in one of the military regions, The
insignia of Major Generals were two three-dimensional stars. Vice
Admirals wore two cuft stripes.

GENERAL (ADMIRAL)

Generals were commanders of armies, army Qroups, ar
administrative commands within the SLOF bureaucracy. The
commanding officer of the Star League Navy was given the rank
of Admiral. Generals wore three three-dimensional stars.

COMMANDING GENERAL {EGMMAHDIHG‘ADMIHAL}

This title went to the overall commander of the SLDF. He
needed the First Lord's nomination and the approval of the othes
Council Lords, The SLDF Commander In Chief wore four three-
dimensional stars or four cuff stripes.
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Dress uniform (army)

Colonel Ivan Tchernovkov of the Eighteenth Royal
Mechanized Infantry Division (The Pride of Leningrad)
wears the typical dress uniform of the Regular Army in
2602.




Dress uniform (navy)
Admiral David Peterson, commander in chief of the
Star League Defense Forces, wears the naval officer's
dress uniform in 2692.




Duty uniform (naval enlisted)
Master Sergeant Joseph Poseka of the SLS
McKenna wears a typical duty uniform for a sailor in the
Star League Navy about 2688. The computer-and-
communicator device shows clearly on his left wrist,




Duty uniform (naval officer)
Captain Catherine Janos, commander of the SLS

Jackson, a Vincent Class corvette, wears the standard
uniform of a Star League officer in 2620,



MechWarrior

Major Saul Cameron of the 175th BattleMech Divi-
sion (The Katukov Division) wears Star League Mech-
Warrior apparel. Note the small helmet, the emergency
coolant pump on the belt, and the heat exchanger on the
belt, all lost technology.




Fighter Pilots

Captain Tom Hutler of the 236th Ground Aero Wing,
attached to the 159th Royal Mechanized Infantry Divi-
sion (The Athena Division}, relaxes with his pipe while he
waits for his fighter to be readied for combat.
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Armor crews
Sergeant Pierre Katosa, a tank commander in the
233rd Mechanized Infantry Division (The King of Den-

mark's Own), prepares to perform some adjustments on
his vehicle.
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Infantry

Recruit Indira Hosceejun practices with her half-
rifle. Though considered a sidearm, the weapon had the
power of modern-day laser rifles twice its size.



R T A R

Technical and support personnel

Captain Joanna Harding is a member of a support
unit for the Ninth Mechanized Infantry Division. Her thick
clothing, wrist dosimeter, and the first-aid symbaol on her
tool kit mark her as a health physicist charged with
keeping vehicle cockpits free of radiation.



! Engineer (navy)
! Technician Elaine Gorman, a reservist on a training
exercise, holds a sensor bundle that she will use to
replace a damaged one on the outside of her JumpShip.
In her right hand, she has the oxygen hookup for her
maneuver unit.
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Duke Bradford Van Timons of Talitha, who was
active in Star League politics in the 2620s, wears his
"work clothes" for the House of Lords on Talitha. The
long walking stick that he carries can become a stun
stick with the flick of a button in its grip.

outLes

Duchess

Duchess Salina Hemsley of Thorin wears the latest
fashions of the 2660s. A quiet woman of exceptional
intelligence, she played a major role in the revitalization
of the diplomatic corps during her tenure as Commander
of the Bureau of Star League Affairs.
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Magistrate

During the chaos that swirled over Terra during the
final days of the Terran Alliance, it was thought that trials
were unduly influenced by the expression of the judge's
face. Whether he said anything or not, his expression
was thought to be a clue to the jury on how they should
decide. To counter this, many countries ordered their
judges to wear masks or even mirrored face plates when
they heard cases. Though that fear subsided, the tradi-
tion continued in the Terran Hegemony. In the Star
League, many high government officials and magis-
trates wore simple cloth masks. Here, a member of the
Star League judicial system prepares to leave court.
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Cargo inspector

Though high officials steered the Star League
government, lower officials made it run. Pictured here is
a customs inspector, whose duties were to ensure that
ships carrying cargo to his world had nothing illegal or
hazardous. Though he occasionally stumbled across a
cache of contraband, he spent most of his time examin-
ing fruit for Proserpina Crop Devil larva.
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Security officer

Jeremy Hoffmann, a member of an elite Marine
honor guard, guarded Star League diplomats. Members
of this team were trained in crowd control, terrorist
techniques, and personal combat. These guards were
posted in front of all Star League diplomatic missions.
Included in Hoffmann's equipment is a device that can
open or lock security doors throughout the diplomatic
compound. A small stun wand hanging from his belt is
his only weapon.
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Courtesan

Depending on which Cameron was First Lord,
courtesans enjoyed a certain status at the Royal Court
or were banished altogether. When their presence was

condoned, they were among the most stylish there, as
this minor noblewoman from the planet Orkney.

—————
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STRUCTURE

The organization of the SLOF was axtramely com-
«. The force was divided into 15 departments, called
.ommands, with separate functions and personnel.
Despite the complexity of this set-up, each command
ook pride in performing its task with a minimum of
persﬂnr'rEL often only one-third to one-half what the House militar-
a5 needed for considerably smaller armies. Each command
ralied heavily on computers and constantly updated records 1o
keap frack of whal remained to be done. Back-up copies of
records were kept at SLDF headquarters on Terra, Mars, and
other strategic locations.

REPLACEM ENT-DEPLOYMENT COMMAND _

The job of the Replacement-Deployment Command was to
make sure that each unit was at full strength. It was the Rep-Dep
Ccommand's duty to transport recruits and new officers from the
boot camps and academies 10 their first postings. This was
accomplished in stages, with huge troop fransports picking up the
assembled soldiers and taking them to a Rep-Dep Center in the
appropriate military region. There the soldiers were put on smaller
sassels to be taken 1o their units. |t was also the responsibility of
the Rep-Dep Command to take the retiring, the wounded, and the
dead from the SLDF to their homes.

JUDGE ADVOCATE GENERAL'S COMMAND

This command had the responsibility of administering the
SLDF's code of conduct and justice 1o its soldiers. Because the
Star League forces came from ten different realms, the JAG
~ammand had an exiremely $&n sitive task. Soldiers accused of

srious crimes had the right to counsel.

The JAG Command also ruled over newly captured lands
under martial law and over worlds whose populations were
continually rebellious. It was the JAG Command and its many
military governors who sdministered the Periphery worlds after
the Beunification War until the Star League government assigned
civilian administrators.

QUARTERMASTER COMMAND

The Quartermaster Command hadthe seemingly impossible
chore of meeting the needs of 100 million soldiers. The shipping
of supplies was the Quartermaster Command's primary respon-
sibility. The Quartermasler Command was also responsible for
policing military contractors to ensure that they met SLDF con-
tracts. that the quality was high, and that companies wera nol
sharing military secrets with foreign realms.

TRANSPORT COMMAND

The Transport Command was responsible for seeing that
soldiers and supplies reached their destinations. To use its
incredible fleet of transports and troop carriers as efficiently as
possible and to deliver 10 cargoes as quickly as possible, the
Transport Command drew up huge, intricate timetables of arrivals
and departures. These timetables were updated constantly.
Computers linked together by HyperPulse Generators reg ulated,
organized, and traced the ships coming and going fram each
planet throughout the Star League.

INTELLIGENCE COMMAND

The Intelligence Command was the information-
gathering arm of the S| DF. Realizing that anything they
overlooked or thought too uninteresting could be fatal for
someone, Intelligence Command personnel collected
anything, no matter how trivial, from the strengths of
House troops ta intimate details about a terrorist leader’s
personal habits. These bits of data were organized and senttothe
appropriate Intelligence Section. Most of the information was
collected by agents, by equipmentin SLDF bases, and by remote
listening posts. Many of these listening posts were automated
devices on astercids or moons. To retneve this information, the
Intelligence Command used special JumpShips that looked like
common freighters. The command also ran two academies on
Tarra, the Riley Intelligence College and the Samsovitch College

of Intelligence Gathering.

SPECIAL FORCES COMMAND

The Special Forces Command was respongible for training
and outfitting elite units of soldiers, The Special Armed Services
unit, known as the Blackhearts, was trained in counterespionage
and for campaigns against terrorists. Anaother Special Forces unit
was the All-Weather Combat Corps. which was composed of
‘Mech battalions trained for unusual battlefield conditions, such as
vacuum combat or nonstandard gravity. These units wera known
as the Foul Weather Fiends. The Flying Lions, officially known as
the Special Forces Aero Wing, was an elite unit of AeroSpace
Fighters that performed particularly difficult missions. This unit
also had a precision flying team for public demonstrations.

RESERVE COMMAND

The Reserve Command controlled the reservists and their
supplies, providing vital pools of strength for an emergency.
Retirees from the SLDF played an important part in reserve units.
Soldiers often received pramotions for joining the reserves upon
mustering out of the regular service. The equipment kept on
soldiers' homeworids was usually old, but it was kept in fine
candition. The Reserve Command also supervised the planetary
garrison units on Hegemony worlds.

COMMUNICATIONS COMM AND

The Communications Gommand was, in many ways, the
torerunner of ComStar. Its most important function was to operate
the SLDF's countless portable HPG stations, connecting the
many scattered units in a web of communications. The portable
HPG was developed just a few years before the Star League was
farmed. and it was one of the Hegemony's most closely guarded
technological secrets. It could be towed by a large truck and fit
comfortably in the hold of even the smallest DropShip.

ADMINISTRATIVE COMMAND

The Administrative Command was the upper echelon of the
SLDF bureaucracy. Only the Bureau of Star League Affairs was
larger. Tha Administrative Command collected and sorted the
records of the other commands. Despite its size, the command
was remarkably efficient and never made the major blunders that
zgem to characterize the large bureaucracies of today. The
Administrative Command also ran the SLOFs many military
academies and boot camps.
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ROYAL COMMAND

Upan the creation of the Star League, the High Command of
the Hegemony Armed Forces became the Royal Command ofthe
SLOF. Because the HAF units entered the SLDF intact, becoming
the military's only units compased of soldiers from just one realm,
the Royal Command was assigned to handle any special prob-
lems that might anse in the Royal units. This command also had
a second, and less well-known, mission. It operated as a shadow
High Command, allowing the First Lord on several occasions 10
issue private orders to Aoyal units. An example of this occurred
in 2698 when Jonathan Cameron used the Royal Command to

order Hegemany units to seize the 20 Gal-Tech Weapons facto-

ries because they were selling Hegemony military secrets to the
other member states.

MEMBER-STATE LIAISON COMMAND

This command was responsible for maintaining good rela-
tions between the Regular Army and the member states. Liaison
afficers were important on SLDF bases and castles because they
sarved as buffers between the regiment and the civilians.

A more important function of the Liaison Command was 1o
snsure that the soldiers considered themselves citizens and
guardians of the Star League, not as Kuritans in the SLOF or as
Lyrans in the SLOF. The Cameron family had realized from the
heginning that the SLOF could function only if its soldiers put their
arigins and House loyalties aside. During SLDF's tormative years,
the First Lord depended on Liaison Officers in every unit to ease
rensions between factions. Officers who exhibited the necessary
skills received extra training to recognize and understand the
ditferences between soldiers from various realms and be able to
give them a sense of common spirit. The relatively smoaoth and
peaceful integration of Star League forces was testimony to the
Liaison Command's capabilities.

MEDICAL COMMAND

The Medical Command was respon:
ing care for the soldiers of the SLDF. i
hospital JumpShips, DropShips, and ground
vehicles. It also had many orbiting hospital
medical complexes on the more populated w
technalogy of the Medical Command was a
maost advanced in the Inner Sphere.

HIGH COMMAND

The High Command of the Star League Defense
consisted of the commanding officers of the serwice com
and the commanders of the 20 military districts and re.
Presiding over the High Command was the Commanding
eral, Commander of the SLDF.

The main headquarters of the SLDF and the meeting p
of the High Command was The Citadel. Located just outside
Court of the Star League, The Citadel was a 30-story black pii
next 1o a spaceport. On the tower were windows and observat
decks for traffic controllers. Around the base were enfrances |
AeroSpace Fighters and ‘Mechs. Buried under the impaosir
tower, which was sa strong that it once withstood the impact of
fighter with little damage, was the rest of the SLDF's headquar
ters.

. When in the field, the High Command met on a battlecruiser
that had some of its weapons remaved for communications
equipment. The Commanding General and his staff were not
expected o be on the frontline, but many Star League Command-
ers exposed themselves to danger, some repeatedly.

Because the command style of the leaders of the SLDF
varied considerably, the makeup of the High Command varied
alzo. Some commanders preferred to have plenty of advisers, and
others trusted just cne or two close friends.

REGULAR ARMY COMMAND

The Regular Army Command controlled the Star League
ground forces. The command was divided into eight sub-com-
mands, with each responsible for its branch’s weapons and
aquipment, among other duties. The BattleMech Sub-Command,
though representing a fighting arm vital to the SLDF, was not as
all-important as 'Mechs are loday. The Armored Sub-Command
taok care of combat vehicles and the soldiers who operated them.
The Trooper Sub-Command represented the interests of infantry-
men. The Fighter Sub-Command took care of the Regular Army's
AeroSpace Fighters and their crews. The Artillery Sub-Command
controlled the many artillery units in the SLDF. The Engineenng
Sub-Command saw to it that the SLDF's magician enginears had
the material and equipment they needed. The Resupply Sub-
Command was responsible for storing supplies from the Guarter-
master Command and distributing them to the front-line troops.
The Planning and Strategy Sub-Command was the think-tank of
the Regular Army. These officers’ projections, aided by advanced
computers, were highly accurate in predicting enemy actions.

NAVAL COMMAND

The Star League Naval Command controlled and supplied
the thousands of ships used by the military. It was divided into six
sub-commands: the Warship Sub-Command, the DropShip Sub-
Command, the Naval AeroSpace Sub-Command, the Transport
Sub-Command, the Marine Corps Sub-Command, and the Plan-
ning and Strategy Sub-Command.



WEAPONS INDUSTRIES

The Terran Hegemony was by far the largest manu-
facturer of weapons in the Star League. |t had more than
' 300 manufacturers of major systems and hundreds of
subsidiaries that made parts and lesser weapans. Each
company, though technically independent. was moni-
lored by the SLOF's Quartermaster Command and the BSLA's
Department of Economic Relations. either of which had the
authority to seize control of the firm if necessary.

The Hagemony Research and Development centers and the
Hegemony Military Sciences labs, where scientists and angi-
nears fram ditferent companies met and traded information, were
the sources of most BattleMech designs, though some compa-
nies claimed to have developed particular weapon systems. The
Hegemony government owned the rights to all of the major
weapon designs and had the right to contract with more than one
company to manufacture a particular weapon. This gave the
government great flexibility to ensure that the HAF, and then the
SLDF, had ail the weapons it needead.

TYPES OF FACTORIES

BattleMech factories, though varying in location and size, fell
into two main types: thase built before 2455, when the Hagemony
was the only domain to have BattleMechs, and those built later.
Factories built befora 2455 looked much like any other factory, out
n the open with, at most, a fortified perimeter wall. The major
security concernwas preventing spies from stealing secrets. After
Lyran commandos stole BattleMech plans from a factory on
Hesperus |1, however, there was no longer any reason o worry
that spies might steal secrets. Instead, companies knew that thair
wech factories would become targets in any war, and so they built
themn to withstand an attack. BattleMech factories built after 2455
were constructed inside mountains, under the ground, and even
under the seas. They also had Hegemony Armed Forces bases
rearby.

The Defiance facility on Hesperus |1, with its five assembly
lines. was an average BattleMech factory of the Star League era.
Factories with less than five assembly lines were usually owned
by small companies or were designed for making prototypes and
experimenting with variants of existing models.

Most factories that made AeroSpace Fighters were built like
BattleMech factories on a planet's surface, but many companies
manutactured their fighters in shipyards floating around a planet
or at a jump paint. An HAF fighter base was usually built over an
underground AeroSpace Fighter factory to protect it and so that
ils pilots could test the factory's fighters.

Factories that produced armored vehicles, such as tanks,
hovercraft, and self-propelled artillery pieces, were either com-
bined with BattleMech factories or built in caverns of earth and
rock.

Building warships required factories in orbit, either around a
planet rich with the required resources or orbiting a stars jump
point, using the abundant energy to power the huge forges
required for warships. Exposed as they were, these faclories were
usually protected by plenty of AeroSpace Fighters and warships
from the SLOF navy.

During the Star League era, Hegemony weapon manufactur-
ers made deals with the governments of foreign realms. Under
these agreements, many weapan companies built factories in
foreign realms. The Hegemony's scrutiny of these factories was
fiarce, Royal farces were quick 1o seize any facility that violated
strict provisions against disclosing military secrets.

MANUFACTURERS

What follows is a partial list of major manufacturers and the
location of their headquarters. Most companies had many facto-
ries, but the largest was usually located near the company's
headguarters.

Battlemechs

Bergan Industries—New Earth

Briden BattleMechs Unlimited—Errai
Cosara Weaponries—MNorthwind
Diplan 'Mechyards of Ozawa—Ozawa
Earthwerks—Terra

Ford Military Limited—Terra

General Mechanics—Mars

Kong Interstellar Corporation—Connaught
Maltex Corporation—Errai

Mitcheil Vehicles—Graham [V
Mewhart Industries—New Earth
Orguss Industries—Marcus

Ostmann Industries—Terra

StarCorp Industries—Fletcher

AeraSpace Fighters
AeroFighter Unlimited—Oliver
Allied AeroSpace Inc.—Pollux
Boeing Interstellar—Terra
Bowie Industries—Wasat
Caletra Fighters—Fletcher
Harvard Company, Inc.—Epsilon Eridani
lona Light Shipyards—Capella
Mitchell Vehicles—Graham IV
Mewhart Industries—New Earth
Wanker Aerospace—Mars

Warships

Blue Nose Clipperships—Mars
Boeing Interstellar—Terra

Dekirk Aerospace—Graham IV
Delhi Warships—Capella

Di Tron Heavy Industries—Terra
Krester's Ship Construction—Terra
Mitchell Vehicles—Graham IV
Nicholas Spacecraft—New Earth
Thompson's Shipyards—Keid

Armor

Aldis Industries—Terra

Grumman Industries—New Earth
Jolassa Armored Vehicles—Tybalt
Killosh Industries—Bharat
Leopard Armor of Terra—Terra
Mitchell Vehicles—Graham IV
Numall Armored Weapons—New Earth
Paulina Weapons—Tigress

UIston Armor—MNew Earth

Yelm Weapons—Fletcher



BASES AND DEPOTS

Well-equipped bases are essential to any military.
Bases provide a place to store supplies, a place o rest
and to call home, and a defensive position where a unit
can hold off attackers until help arrives.

The Star League had thousands of military bases
throughout the Inner Sphere and the Periphery. Each inhabited
planet had at least one SLDF base or depot. The Border Guards
Agreement, signed by the Council Lords in 2572, gave the Star
League Defense Forces the right to purchase land on any world.
Though the presence of foreign soldiers irked some of the Council
Lords, the Reunification War and the rebels’ near success con-
vinced everyone to give the SLDF unrestricted range.

The Generals’ highest priority in locating bases was fo
gstablish circles of defense around Terra. Three defensive rings
were built. The innermost, sometimes called the Home Circle,
was the heavily fortified border of the Terran Hegemony. Bases
in the second ring were on worlds about 250 light years from
Terra. The third ring was established on the borders between the
Inner Sphere and the Periphery, 500 lightyears from Terra, These
rings were connected by five lines of forts and castles built on
borders between member states. Between the rings were smaller
bases. Most of the major bases built on the rings of defense were
also the headquarters of divisions or the home ports of major
fleets.

In the Periphery, bases were larger and had stronger de-
fenses. They were also evenly distributed throughout the four
realms, each within a short journey of the next.

The most commaon types of bases are described below.

FORTS
These were the typical SLDF bases. Most were built to

accommodate a single regiment. Forts had facilities to house and
care for the unit's soldiers and families. Forts also had extensive
maintenance and communications facilities, People of the host
planet provided food and water on a contractual basis. If the fort
was the posting of an independent regiment on a potentially
hostile planet, it was self-sufficient. Each fort had its own Aero-
Spaceport for fighters and DropShips. The extent of security ofa
fort depended on the nature of the world where it was built. If the
world had a troubled history, the fort was given extensive protec-
tion. such as walls and guard towers.

CASTLES

Castles were built on worlds that were either extremely
important or that had rebsllious populations. Often built into the
sides of mountains or underground beneath meters of concrete,
castles were stockpiled with weapons and honeycombed with
tunnels for the soldiers o reach ambush points.

CASTLES BRIAN

The most famous and the most awesome type of castle was
the Castle Brian. The first Castles Brian were built on Hegemony
border worlds to deter neighboring realms. Each could hold up to
two brigades in their endless series of tunnels and BattleMech

caverns.

QUTPOST CASTLES

The Star League built Qutpost Castles after the Reunification
Wars to suppress further rebellions. The Outpost Castles were
very much like Castles Brian, a fact that led to the deaths of many
troopers during the Amaris Coup because it gave his forces a
thorough understanding of Castles Brian and how to defeat them.

PORT CASTLES

Port Castles were complex creations carved out of
stone. Each had a small spaceport built into a highly
protected position so that the regiments in the castie could
be relieved during a fight. Few Rort Castles were built
because the spaceports, no matter how well-defended,
were vulnerable to attacks from the ground and the air.

MINI-CASTLES

Smaller versions of castles, Mini-Castles held only one
regiment and had fewer exits and entrances. Mini-Castles were
sometimes built around a Castle Brian to serve as its first line of
defensa.

SUPPLY DEPOTS

There were many different types of supply depots. On worlds
considered safe, supply depots were little more than a collection
of warehouses guarded by an infantry unit. On hostile worlds,
however, they were either located inside a fort or castle or hidden
for emergency use.

NAVAL BASES

The Star League Navy had more than 15,000 warships,
JumpShips, and DropShips. To build and service them required
more than 500 orbiting naval bases, each a huge collection of
shipyards, moorings, and housing for sailors. An AeroSpace
Wing and two destroyers were assigned to defend each naval
base. When the tensions reached a high level during the final
decades of the Star League, a cruiser was added to the ships
protecting each base.

SECRET BASES

Many different types of SLDF sites were called secret bases.
Maost were simple information-gathering stations and employed a
small group of Regular Army operatives from the Intelligence
Command in a few concealed buildings. Larger research stations
were also considered secret bases, Secret depots were built
outsided the Terran Hegemony to hide supplies of advanced
weapons meant for Royal units only.

To make sure that secret bases went undetected, army
engineers performed many incredible feats, regularly diverting
rivers, draining |akes, building land in the middle of ocaans, and
leveling mountains. Their real expertise was hiding what they
built. They could make buildings look like a clump of rocks or hide
a spaceport beneath a lake. Even when doing "courtesy” jobs for
member states, SLDF engineers showed their talent for camou-
flage. The flood-control project on the Roja River on Tharkad,
where the engineers sculpted the land and created tree-covered
dams that appeared to be mountainsides, was one of many
examples of their work.

Because of the engineers' skills, there may be hundreds,

- perhaps even thousands, of secret SLOF bases that have yet 10

he discovered. Almost every year, one is found somewhere in the
Inner Sphere. Most of these had been stripped by General
Kerensky's departing soldiers, but occasionally someone finds an
installation that was not cleaned out. The information from these
secret bases can be very important, and the potential reward
prompts many to continue the search, despite the difficulty.



UNIT COMPOSITION

ARMY GROUPS

- The Star League was divided into ten military re-
gions, each corresponding to the barders of a member
state or territory. Each of the five military regions that
corresponded to the member states was further divided
nto three districts. The divisions and regiments stationed in each
of the five House military regions and the ships and support units
that attended them were organized into an army group. Each
Army Group bore the name of the ruling family of its member state:
Army Group Marik, Army Group Steiner, and so on, As well as
heing the supreme authorty in a military region, the general in
command of an Army Group also had to represent the SLDF inthe
politics of the member state.

ARMIES

There were 20 armies in the Star League Defense Forces. All
of the divisions, regiments, and warships in the Terran Military
Region were organized into an army. There was also an army for
each of the Territorial States. The three districts of each House
military region each had an army. A typical army had three or four
corps under the overall command of a general or sometimes an
admiral. These armies were born in the great expansion of the
SLDF, taking over for the corps in charge of each district during
the time of the Reunification War.

CORPS

A corps was a group of divisions, regiments, and warships
that fought and trained together. A corps had one to three
TattleMech divisions, two to seven infantry divisions, and usually
. number of independent regiments. Each corps also had a
contingent of warships and transports. Most corps were assigned
to protect 30 inhabited worlds and the surrounding space, though
some were responsible for more than 100 worlds.

DIVISIONS i

The division was the heart of the Regular Army. Each division
was responsible for a sphere of star systems one jump in radius.
Occasionally, a division was responsible for protecting only one
extremely important planet. A division in the Regular Army con-
sisted of three brigades of three regiments each, plus reserves, a
Ground Aero Wing with 54 fighters. and support units. Some
divisions had fewer than three brigades, and some had four or
more
BattleMech Division

The offensive punch of the Regular Army was the BattleMech
division. Each division had two brigades of BattleMech regiments
and a brigade of Mechanized Infantry regiments.
Mechanized Infantry Division

The Mechanized Infantry division provided most of the mass
of the Regular Army. Each had two brigades of Mechanized
Infantry and one brigade of ‘Mech regiments. A BattleMech
division was expected to create holes in enemy lines, and Mecha-
nized Infantry divisions were expected to exploit them. They also
bore the brunt of defensive stands.
Infantry Division

Slow. but not as dependent on vehicles, the Infantry division
vas a throwback to the days of foot patrols and foxholes. Infantry
divisions were used in terrain that barred vehicles, such as heavy
forests, mountains, and cities. Each Infantry division contained
two brigades of Grunt Infantry and one brigade of light ‘Mech
regiments.

Jump Infantry Division

Jump Infantry divisions were used for missions that
required surprise and swiftness, These divisions had two
brigades of Jump Troops and one brigade of 'Mechs. The
division also had two Ground Aere Wings to carry and
protect the Jump Troops.

REGIMENTS

The Regular Army had seven different types of BattieMech
regiments. Unlike today's BattleMech units, companies and even
battalions consisted of a single 'Mech type. Though this might
have made a unit vulnerable to an attack that took advantage of
a weakness in that particular type of 'Mech, it vastly simplified -
maintenance and repairs. The SLDF occasionally violated this
policy and made special "Multi-'Mech" or "Buddy" companies of
MechWarriors who had been friends in the academy but qualified
in different 'Mech designs. These units were assigned to the
independent regiments.

Line Regimenis

These regiments appeared in BattleMech brigades. Their
simple organization of lance-company-battalion-regiment is simi-
|ar to the way 'Mech regiments are organized today, except that
most line regiments did not have their own AeroSpace Fighters,
instead getting air support from the division's Ground Aero Wing
or from Fleet Aero Wings from orbiting warships. Most line
regiments' coats-of-arms incorporate a sword into their design.

Heavy Assault: The knock-out punch of most 'Mech bri-
gades, these regiments had 'Mechs of heavy-to-assault weight
and had a fourth company of attached artillery.

Battle: The core of most 'Mech brigades, these units con-
tained medium to heavy BattleMechs.

Striker: These regiments were used for reconnaissance and
breakthrough attacks. They used light to medium BattlieMechs
and had at least one Recon company made up of Land-Air
BattleMechs. Striker regiments often had pairs of AeroSpace
Fighters attached to them.
independent BattleMech Regiments

These regiments were designed to operate without support
fram a division. They were used against enemies too small to
justify the use of a division but too large to leave 1o infantry
regiments. Independent regiments often fought alongside Infan-
try Divisions. In keeping with their independent nature, these
"Mech regiments had companies of nen-'Mech weapon systems,
such as Jump Troops, hovercraft, tanks, and fighters. To describe
the three types of independent 'Mech regiments, the SLDF used
the names of ancient typas of horse cavalry. In keeping with this
sense of the cavalry, the independent regiments often incorpo-
rated a horse into their coats-of-arms.

Dragoon: Against well-equipped enemies, the Regular
Army sent a Dragoon regiment, normally composed of heavy to

_ assault BattleMechs, tanks, and hovercraft.

Hussar: Hussar regiments were the most common inde-
pendent regiments in the SLDF. They used medium to heavy
'Machs, tanks, and hovercraft.

Light Horse: The Light Horse regiments were axtremely
mobile, made up of light to medium vehicles. There was also a
special emphasis on reconnaissance in Light Horse units. Each
Light Horse regiment had at least two Recon companies of
information-gathering ‘Mechs, like Ostscouts, and information-
gathering vehicles as well as regular ‘Mechs. The Star League
often dropped a Light Horse unit onto a world to discover the size
of enemy forces. Light Horse regiments were also grouped
tagether to act as quick-response units called Regimental Com-
bat Teams.



Cavalry, Armored, Aerospace, And Naval Regiments

The CAAN regiments were Marine Corps units
designed for use on water-rich worlds. They consisted of
BattleMechs, tanks, hovercraft, fighters, and water war-

ships.

THE MARTIAL OLYMPIAD

The art of war is simple enough. Find out where your
enemy is. Get at him as soon as you can. Strike at him a
hard as you can and as often as'you can, and keep moving

— ] — orn.

AEROSPACE FIGHTERS

The Star League Defense Forces grouped AeroSpace Fight-
ers into four kinds of units: Ground Aero Wing, Fleet Aero Wing,
independent Aero Wing, and fighters attached to other units.
Each had a specific set of responsibilities and duties.

Ground Aero Wings were assigned to divisions. They main-
tained air superiority above the division and provided fire support
tor ground forces, There were 54 AeroSpace Fighters in a GAW,
arranged into nine squadrons. Each squadron had just one fighter
type. Each GAW also had 54 combat aircraft and 54 transport
aircraft, also in squadrons of six. Attached to the Aero Wing was
a detachment of combat engineers to build runways and erect
hangars and other buildings.

Fleat Aero Wings were formed whean the Star League Navy
organized warships into a task force. AeroSpace Fighters as-
signed to DropShips and warships were combined under the
command of the senior fighter pilot. The FAW was responsible for
protecting the fleat's lightly armed ships, such as transports and
troop ships. In a planetary assault, the FAW accompanied the
DropShips to clear the air above the landing zone until a GAW or
fighters attached to the unit could take over.

Independent Aero Wings were unattached GAWSs assigned
wherever a division needed extra support. A battalion of mecha-
nized infantry was attached to each IAW.

Besides those in Aero Wings, other AeroSpace Fighters
were attached to independent BattleMech or Armored regiments.
A pair of fighters was usually assigned to each company of the
regiment, though the fighters shared an airfield.

OTHER UNITS

Though Armared and Infantry regiments were not as impor-
tant to the SLDF as BattleMech regiments, administrative officers
still paid careful attention to their composition. Armored units were
organized in much the same way as line BattleMech regiments.
There were Assault, Heavy, Medium, and Light Tank regiments,
and each had just one type of tank. There were also Hovercraft
and Wheeled Armor regiments. Most tank regiments were as-
signed to divisions as anti-Mech regiments or were given garrison
duty.

There were four types of Infantry regiments: Mechanized,
Grunt, Jump, and Marine. Each regiment was organized as
infantry regiments are today, with three battalions of three com-
panies each. Companies were broken up into three platoons.

Artillery was usually organized into Artillery regiments at-
lached to divisions. There was occasionally an artillery battalion
attached to an individual 'Mech or Armored regiment. There were
also AirMaobile Artillery Batteries with their own special air trans-
portation.

—General Ulysses Simpson Grant

Keeping the Star League Defense Forces in fighting shape
during peacetime was a challenge. The experience of other
peacetime militaries taught the Generals of the SLDF that men
and women, no matter how well equipped and trained, could not
be called soldiers until they faced and overcame their fears on the
battlefisld.

To test the soldiers of the SLDF without disturbing the peace
or losing lives, General Joseph Cameron drew up an extensive
saries of wargames that culminated in the Martial Olympiads.

What General Cameron envisioned was 50 "skirmishing
worlds." arenas throughout the Star League totest troops' fighting
skills. These worlds were barren, with few inhabitants and no
native lifeforms. There, the divisions and regiments of a corps
engaged in wargames while the warships attached to the corps
had their own competition above.

‘The best units in an army were gathered up into a temporary
"hero corps™ and pitted against the hero corps of a neighboring
army in another round of competitions. Winners of these regional
contests then went to Mars for the Martial Olympiad. After 2704,
the final competition was held on Outreach.

There were more than 100 "events” in the Olympiad. Divi-
sions and regiments were pitted against each other on a variety
of battlefields. Some events had a division defend or attack
Sparta, a city complete with roads and tall buildings but no people
Other events tested a unit’s ability to hold off an attack by a force
two or threea times its size.

Above Mars, AeroSpace Fighters and DropShips, when not
defending or attacking ground units, were competing among
themselves. Throughout the Sol system, fleets of elite warships
played out their own contests.

The SLDF took great precautions to avoid deaths and inju-
ries. Energy weapons were set on low power. Autocannons shot
rounds one-tenth normal strength, and missiles were fired with
soft warheads that dented armor but did not penetrate it. Infantry-
men wore body armor studded with sensors that reacted 1o
special weapons that shot low-power |asers instead of bullets.

Despite these precautions, the wargames were still danger-
ous. Judges and an incredibly sophisticated computer system
called the ComRef watched over the battlefield. The computer
monitored every participant through special hookups to vehicle
computers and infantrymen communications systems, as well as
an array of optical, acoustic, and magnetic sensors throughoutthe
battiefield. Special paints covered BattieMechs, fighters, Drop-
Ships, and warships. When hit by an energy weapon, the paint
chipped away to reveal a layer of highly reflective silver coating.
When sensors picked up the telitale reflections of silver, the
ComRef immediately cut off the attacker's energy weapons 1o
prevent real damage. The computer also disabled the target
vehicle according to how it would have been damaged had the
attacker's weapons been at full strength. The computer system,
aided by the human judges, also regulated combat betweer
vehicles and infantrymen, who were vulnerable to vehicle-weap
ons even at low strength. A separate computer, the NavRef,
controlled air and space combat.
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Despite the precautions, injuries and deaths oc-
curred, though their numbers were small compared to the
millions participating in the contests. For the soldiers, the

ames were rigorous and frightening, which was the
whole point of the exercise. Soldiers who later saw real
combat often credited their lives to the realistic nature of
the games.

A variety of medals and ribbons went to the soldiers and units
who won events in the Martial Olympiad. The most coveted was
the Shandra Noruff Medal and Ribbon, which went 1o the best
overall performers in the games.

These wargames, held every four years, were expensive.
Though the games were funded by the Star League treasury, the
Council Lords were especially criical of the Olympiads. The
House leaders were no doubt disconcerted by the sight of millions

of soldiers, all extremely loyal to the Star League, maneu-
vering about in their realms. Furthermore, units from
House militanes were excluded from the Olympiads until
2676. Even after that, the House toops were consistently
gliminated in the early round.

Despite the Council Lords' objections, the wargames
were extremely popular media events. The media had
access to much of the data ComRef and NavRef were receiving
from their sensors. Taped contests between military units be-
came like sporting events to the people of the Star League, with
decorated officers performing color commentary and fans of a
particular division or regimant flocking to see them depart for the
next round of contests.

These competitions continued to be popular for a century,
until General Kerensky halted them so the SLDF could focus on
the real war.

MARTIAL OLYMPIAD CHAMPIONS 2640-2736

Martial Olympiad Best Division Best Regiment Best Warship
151, Mars. 2640 316th Royal BattleMech Division {Rio Grande Division) 90th Dragoon Regiment SLS Ark Royal
2nd, Mars, 2644 225th BattleMech Division (Battle of Moscow Division) 228th Striker Regiment SLS Michigan
rd, Mars, 2648 B3rd BattleMech Division (Balan Division) 20th Dragoon Regiment ELS israel

4th, Mars, 2652 416th Royal BattleMech Division (Rio Grande Division) 302nd Hussar Regiment SLS Ukraine

Sth, Mars, 2656 s0th Royal Infantry Division (Flame Keepers of Greece) 228th Striker Regiment SLS Richelieu
&th, Mars, 2660 295th BattleMech Division (Battle of Mescow Division) 309th Heavy Assault Regiment SLE Hiryu

Tth, Mars. 2664 13th Royal Infantry Divizion {Superstition Division] 13th Royal French Demi-Brigade SLS Yorktown
8th, Mars, 2668 181st Aoyal Mechanized Infantry Division (King's Own Scots Rifies) 512th Striker Regiment SLS lona

gth. Mars, 2672 316th Royal BattleMech Division (Rio Grande Division} 90th Dragoon Regiment SLS Cycilone
10th, Mars, 2676 318th BattleMech Division {Swamp Fox Division) 55th Raoyal Light Horse Regiment SLS Victory
11th, Mars, 2680 2%2nd BattleMech Division {Chief Joseph Division) 302nd Hussar Regiment SLS Enterprise
12th, Mars, 2684 13th Royal Infantry Division (Superstition Division) 55th Royal Light Horse Regiment  SLS Whitewind
13th, Mars, 2688 262nd BattleMeach Division (Chief Joseph Divisicn) 228th Striker Regiment SLS Bishop's Regrel
14th, Mars, 2692 181st Royal Mechanized Infantry Division (King's Own Scots Rifles)  13th Royal French Demi-Brigade SLS Golden Hind
15th, Mars, 2696 118th BamleMeach Divisien [Swamp Fox Division) 29th Royal CAAN Marine Ragiment 5LS Mckenna
160, Mars, 2700 225th BattieMech Division {Battle of Moscow Division) 20th Royal CAAN Marine Regiment SLS McKenna
17th, Outreach, 2704 340th Royal BattleMech Division (King Henry Divisian) 515t Hussar Regiment SLS Nimilz

18th, Quireach, 2708 50th Royal Infantry Division (Flame Keepers of Greece) 200th Heavy Assault Regiment SLS Bismarck
19th, Outreach, 2712 31Eth BarleMech Division (Swamp Fox Division) 305th Battle Regiment SLS Ymir

0th. Outreach, 2716 1615t Mechanized Infantry Division 902nd Royal Hussar Regiment SLS Hindenburg
21sl, Qutreach. 2720 B1st BattleMech Division (Devils of Devil's Rock] 231st Light Horse Regiment SLS Kiev

99nd. Clutraach, 2724 349th Royal BattleMech Division (King Henry Division} 302nd Hussar Regiment SLS Hindenburg
29rd Outreach, 2728 81st BattleMech Dvision (Devils of Devil's Rock) 515t Hussar Regiment SLS New Jersey
24th. Qutreach, 2732 161st Mechanized Infantry Division 309th Heavy Assault Regiment SLS Melson

25th. Outreach. 2736 179th BattlieMech Division (New Home Division)

320th Dragoon Regiment SLS White Cloud




MEDALS AND DECORATIONS

The Star League used many medals and awards to
honor its leading soldiers and citizens, The Cameron
tarnily was always ready to reward people who did their
hest for the Star League. The Camerons felt these honors
encouraged others to work for the League. Many of the
hanors included maoney, land, or a promaotion. Receiving a Star
League medal also usually brought similar recognition from the
recipient's native realm. Below are some of the major medals and
orders of the Star League governmant.

STARLEAGUE MEDAL
OF HONOR

The Medal of Honor
was the highest single
award that could be given to
acitizen of the Star League.
In the military, the recipient
was usually a soldier who
exhibited extreme courage
upholding the honor of the
SLDF in the face of over-
whelming odds. For civil-
ians, the medal was givento
people whose individual action either raised the standard of living
or markedly improved relations between member states. The
medal was presented by the First Lord himself in an impressive
ceremony held at the Court of the Star League. A substantial
gndowment accompaniad the medal, as well as the honorary title,
"Keaper of the Star League's Honor." Those who received the
Medal of Honor almost always were |ater named to the Order of
the Sword or to the Order of the Dove. The medal is the official em-
blem of the Star League in precious metals and jewels, hung on
a blue, green, and white ribbon and worn around the neck.

MEDAL OF VALOR

The Medal of Valor was a
military decoration for con-
gpicuous gallantry and pro-
fessionalism in the face of
enemy forces. The Com-
mander of the SLDF made
the presentation. The medal,
the SLDF symbol in precious
metals worn on a silver and
black ribbon. carried with it an
automatic adwvancement in
rank, except for ranks above
colanel. It also carried a sub-
stantial cash bonus and the
expectation that the recipiant
would be inducted into the
Order of the Sword upon re-
tirement.

HEGEMONY MEDAL

The Hegemony Medal was given to soldiers from the
Terran Hegemony whose actions served as an example
of what a soldier from the Star League should be. Soldiers
received the medal for their nonmilitary conduct, particu-
larly in relations with people from foreign member states.

SHANDRA NORUFF RIBBON
The Shandra Noruff Ribbon, named for the SLDF's first com-

mander, was awarded to the winners of the Martial Olympiad, the
huge competition between regiments and divisions from the
SLDF and the House militaries that was held every four years. The
ribbon was a wide gold and green streamer adorned with an
image of a charging lion, the Noruff family symbol. The year was
affixed in gold. The ribbon was highly prized by regiments, divi-
sions, and the crews of warships. Individual winners, such as the
best MechWarrior or AeroSpace pilot, were allowed to paint the
Moruff lion on their vehicles.

DEKIRK MEDAL
This was given to diplomats and politicians whose work

substantially improved the moral stature of the government.

STAR LEAGUE
RED CROSS

This was given
annually to the best doctor
or group of doctors and
nurses whose actions
saved lives.

THE MCKENNA WHEEL
This was awarded yearly to crews of warships who were
chosen as the best trained and most efficient in the Star League

GEERSON FLYING CROSS

The best fighter pilotin the SLDF received this annual award,
which is named for Lieutenant Naomi Geerson, the Hegemony's
first AeroSpace ace.



ORDER OF THE STAR
The Order of the Star was the highest lifetime honor

tha Star League bestowed upon its citizens. To bacome
" g ofthe 100 Knights of the Star meant that the cilizen's

\te had been filed with many instances of advancing the
Star League. The Order of the Star included civilians and
soldiers. Knights received money, land, and the honor of
giving their opinions to the First Lord, the leader of the Order of the

Star.

ORDER OF THE SWORD
The Crder of the Sword honored soldiers whose careers had

shown repaated bravery and adherence (o the tenets of the Star
League Defense Forces. Recipients carried the title Knights of the
sword and wore a large medallion on a sash. The comm ander of

the SLDF was the order's leader.

ORDER OF THE DOVE
The Order of the Dove was given to men and women who had

davoted their lives ta peace and the unity of the Star League. Most
Knights of the Dave were from the Bureau of Star League Affairs,
though some artists, business leaders, and others were honored
15 well. Like the Knights of the Sword, the Knights of the Dove
wore a large medallion on a sash. The comm ander of the Bureau

of Star League Affairs led the order,

ORDER OF THE PALM

This was given to administrators who significantly improved
the bureaucracy of who exposed corruption. It was inspired by an
ancient Terran movie about one naval officer's battle against a

ompous and cruel superior.
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REGULAR ARMY 'MECH DIVISION
BattleMech divisions in the Star League De-
fense Forces were patterned after German
Panzer Divisions of the 20th Century. A panzer
division had three regiments of tanks and
mechanized infantry as its main force, but the
Star League 'Mech division fielded three bri-
gades, ning regiments, of 'Mechs and Mecha-
nized Infantry. '
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DEPLOYMENT OF THE
REGULAR ARMY

To the Star League Defense Forces, ihe Inner
Sphere consisted of everything within 500 light years of
Terra. The Inner Sphere was divided into six military

the six member states, Each region, except the Tarran
Military Region, was further divided into three military
districts. District One took up a wedge of space between
the Terran Hegemony and the 250-Light-Year Circle.
Military Districts Two and Three split the region of space
hatween the 250-Line and the 500-Line. An army occu-
pied each district. In the Periphery, there were four

ragions, 8ach corresponding to the territorial boundaries of one of military regions, each roughly corresponding to ane of the four
Territorial States.

MILITARY REGIONS

STAR LEAGUE DEFENSE FORCES IN 2764
Infantry Divisions: 50

Mechanized Infantry Divisions: 200

Jump Infantry Divisions: 73

BattleMech Divisions: 125

Independent Regiments: 304

FORCES FIGHTING PERIPHERY UPRISING

Unit Type Taking Part  Destroyed
BattleMech Divisions BT 30
Infantry Divisions 217 76
independent Regimenls 205 61
FORCES DEFENDING AGAINST COUP

Unit Type Taking Part  Destroyed
BattleMech Divisions 3 1
Infantry Divisions B B
Independent Regimeants 7 7
CAMPAIGN TO RECAPTURE TERRA

Unit Type Taking Part  Destroyed
BattleMech Divisions 82 44
Infantry Divisions 218 112
Independent Regiments 212 102

FORCES IN EXODUS
BattleMech Divisions: 32
Infantry Divisions (all types): 76
Independent Regiments: 63

Disbanded Joined Rebels

Disbanded

g -
17 1
B

2
24
12

EXPLANATION AND ABBREVIATIONS

The following table shows the deployment of Star League
units in 2764, the redeployment in 2765 due to uprisings in the
Pariphery, units that defended the Terran Hegemony from Stefan
Amaris's coup in 2766, units that participated in General Ker-
ensky's campaign to recapture Terra tram 2767 to 2779, and the
eventual disposition of units when the SLDF ceased to existin the
Inner Sphere in 2784, The chart uses the following abbreviations:

TMR: Terran Military Region

FWLMR: Free Worlds League Miltary Region

LCMR: Lyran Commonwealth Military Region

DCMR: Draconis Combine Military Region

FSMR: Federated Suns Military Region

CCMRA: Capellan Contederation Military Region

D1: District Cne

D2: District Two

03: Distnct Three




TERRAN MILITARY REGION (TMR)

FIRST ARMY
Headquarters: Terra and Mars

Lnit

| Corps
4Bth Royal BattleMech Division {The Goliath Division)

191st Royal BattleMech Division (The Zavijava Dwvision}
Bth Royal Mechanized Infantry Division

741h Mechanized Infantry Division

156th Mechanized Infantry Division

290th Mechanized Infantry Division

g9th Jump Infantry Division ({The Gotchas)

175th Jurnp Infantry Division (The Luzon Knifers)

34th Rgyal CAAN Marine Regiment

277th Light Horse Regiment {member of the Terran RCT)
1a8th Hussar Regiment (mamber of the Terran RCT)
118th Dragoon Regiment (member of the Terran RCT)
543rd Striker Regiment (member of the Terran RCT)
406th Battle Regiment

269th Independant Aerg Wing

X Corps

7th Royal BattleMech Division (The Keid Criwigsion)
26th BattleMech Division {The Paolypheme Division)
T0th Infantry Division

26th Mechanized Infantry Division

36th Mechanized Infantry Division

282nd Mechanized Infantry Division {The Denebola Division}

56th Aoyal Jump Infantry Division

205th Light Horse Regiment

112th Royal Hussar Regiment (The Jokes of Joseph)
114th Hussar Regiment

20th Dragoon Regiment

XXl Corps
9th BattleMech Division (The Gog Division)

13gth BattleMech Division (The Stonewall Jackson Division)

164th BattleMech Division (The Hannibal Division)
10th Infantry Division (The Welsh Foot Division)
92nd Machanized Infantry Division

111th Mechanized Infantry Division

203rd Mechanized Infantry Division

17th Jump Infaniry Division {The Golden Talon)

ath Royal CAAN Marine Regiment (The Black Sea Regiment)

35th Light Horse Regiment

51st Dragoon Regiment (The Green Devils)
32nd Stnker Regiment

201st Striker Regimeant

12th Heavy Assault Regiment

305th Royal Heavy Assault Regimeant

7 BattleMech Divisions

16 Infantry Divisions

18 Independent Regiments
Total Number of Divisions: 25

2764

TMA
TMR
TMA
TMR
TMA
™R
TMR
TMA

TMR
TMR
T™R
TMAR
TMR
TMR
TMR

TMR
TMR
TMR
TMR
TMR
TMR
TMR

TMHA
TMRA
TMR
TMA

TMR
T™MR
TMR
TMR
T™MR
T™MR
MR
TMR

TMR
TMR
MR
TMR
TMR
TMR
TMR

2765

LCMA D1
CCMR D1
DCMA D1
FSMR D1
CCMRA D1
FSMA D1
FWLMRE D1

FWLMRE D1
LCMRA D1
DCMA DA
FSMR D1

FSMR D1
FWLMR D1
CCMRE D1
LCMR D1
FWLMR D1
LCMR D1
DCMR D1
CCMR D1

FSMR D1
CCMR D1
CCMR D1
FWLMA D1
DCMR DA
LCMR D1
DCMR DA

2766

survived

survived

destroyed
destroyed
destroyed
destroyed
destroyed
destroyed

dastroyed
destroyed
destroyed
destroyed
desiroyed
destroyed
destroyed

2767-2TT9

destroyed
destroyed

destroyed
destroyed

heavy lossas

survived
destroyed

heavy losses

destroyed

dastroyed

heavy losses

survived
survived

destroyed
destroyed
survived
destroyed
destroyed
survived
destroyad
survived

destroyed
survived
destroyed

heavy losses

survived
survived
destroyed

2784

disbanded
Exodus

disbanded

disbandad
joined DC
Exodus

Exodus

Exodus

Exodus

Exodus

disbanded
Exodus
joined LC
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EIGHTH ARMY

Army and Region Headquarters: Talitha

N Corps
43rd Infaniry Dwvision
(3002nd Heavy Tank Regiment)
100th Royal Mechanized Infantry Division
194th Mechanized Infantry Division
185th Jump Infantry Division
11th Royal CAAN Marine Regiment
48th Hussar Regiment
105th Drageon Hegiment
147tk Aoyal Dragoon Regiment

= 211th Striker Ragiment

457th Heavy Tank Hegiment
SE7th Royal Artillery Regiment
5008th Mechanized Infantry Regiment

Vil Corps
q161h Royal BattleMech Division
| The: Rio Grande Division)
335th Battlehech Division {The Joan of Arc Division)
246th Mechanized Infantry Dwision
275th-Mechanized Infantry Divizion
2a7th Mechanized Infantry Division
{2004th Battle Regiment)
A6th Jump Infantry Division
35th Royal CAAN Maring Regiment
19th Light Horse Regiment
28th Light Horse Regiment
78th Hussar Regimeant
B1st Dragoon Regimant
1491h Dragoon Regimant
2215t Dragoon Regiment

XX Corps

2764
FWLMRA D1

FWLMR D1
FWLMR D1
FWLMR D1
FWLMA DA
FWLMRA D1
FWLMA D1
FWLMR D1
FWLMR D1
FWLMR D1
FWLMR D1
FWLMR D1

FWLMR D1
FWLMAR D1
FWLMR D1
FWLMR D1
FWLMR D1

FWLMR D1
FWLMRA D1
FWLMA D1
FWLMRA D1
FWLMR D1
FWLMR D1
FWLMR D1
FWLMR D1

&7th BattleMech Division {The Epsilon Endani Division} FWLMA D1

131351 BattleMech Dwision (The Hercules Division)
Tth Aoyal Infantry Division

30th Infantry Division

Ard Jump Infantry Division

a9th Jump Infantry Division

f8th Rayal Light Horse Regiment
A9th Light Horse Regiment

205th Hussar Hegiment

I06th Hussar Regiment

31st Dragogen Regiment

3G5th Battle Regimeant

105th Heavy Assauilt Regiment

XXV Corps o
157th BaftleMech Division (The Mapoleon Division)

FWLMR D1
FWLMR D1
FWLMR D1
FWLMR D1
FWLMRA D1
FWLMR D1
FWLMR D1
FWLMR D1
FWLMRA D1

.FWLMR D1

FWLMA D1
FWLMR D1

FWLMRA D1

360th BattleMech Division {The Banngckburn Division] FWLMR D1

BEth Infantry Division

14th Mechanized Intantry Division
4Ath Mechanized Infantry Division
70th Mechanized Infantry Division
4515t Striker Ragiment

189th Battle Regiment

312th Heavy Assault Regiment
2nd French Infantry Regiment
256th Independent Aera Wing

& BattleMech Divisions

16 Infantry Divisions

27 Independent Regiments
Divisions in District: 25

FWLMR D1
FWLMR O
FWLMR D1
FWLMR D1
FWLMR D1
FWLMR D1
FWLMR D1
FWLMR D1
FWLMR D1

2765

FWLMR D2

FWLMR D3
FWLMR D2
FWLMR D3
FWLMR D2
FWLMR D3
FWLMR D2
FWLMR D3
FWLMR D2
FWLMR D3
FWLMR D2
FWLMR D3

FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2

FWLMRA D2
FWLMRA D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMRA D2
FWLMR D2

FWLMR D2
FWLMR D3
FWLMR D2
FWLMR D3
FWLMR D2
FWLMR D3
FWLMR D2
FWLMRA D3
FWLMR D2
FWLMR D3
FWLMR D2
FWLMR D3
FWLMA D2

FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3

2766

FREE WORLDS LEAGUE MILITARY REGION (FWLMR)

27T67-27T9
heavy 05588

destroyed
survived
survived
destroyed
survived
destroyed
survived
destroyad
heavy losses

© survived

destroyed

sunvived
destroyed
destroyed
destroyed
heavy lossas

survived
survived
destroyed
surnvived
destroyed
destroyed
survived
destroyad

destroyed
survived
destroyed
destroyed
destroyed
destroyed
destroyed
destroyed
destroyed
heavy losses
destroyed
destroyed
destroyed

destroyed
survived
destroyed
dastroyed
survived
destroyed
destroyed
survived
survived
dastroyed
destroyed

2784

disbandad
joined LC

Exodus
Exodus

Exodus
Exodus

disbanded
Exodus

Exodus

disbanded
joined FS
Exodus
Exodus
joined DC

joined F5

Exodus

disbanded

joined CC

Exodus

joined CC
Exodus




-------------------—--------------------------

NINTH ARMY

Army and District Two Headquarters: Chalouba

XVl Corps
352nd BattleMech Divizion {The Attila Division)
915t Machanized Infantry Division
1201h Royal Mechanized infantry Division
108th Jump Infantry Division
20th Royal CAAN Maring Regiment
[The Saipan Regiment)
183rd Hussar Regimant
245th Royal Hussar Regiment
42nd Oragoon Regiment
102nd Dragoon Regiment
312th Dragoon Regimant

XNl Corps
15th BattleMech Division {The Bryant Division)
1515t Royal BattleMech Divison
{The Ulysses 3. Grant Division)
32nd Infantry Division
13th Royal Mechanized Infantry Division
32nd Royal CAAN Marine Regiment
{The lwao Jima Ragimeant)
13th Light Horse Regiment
22nd Light Horse Regiment
502nd Battlea Regiment
52nd Heavy Assault Hegiment
189th Heavy Assaull Regiment

XXXV Corps
405th BamleMech Division
{The Golden Pharach Division)
441h Mechanized Infantry Division
Eoth Mechanized Infantry Division
{The New Kyoto Samurai)
62nd Mechanized Infantry Division
3015t Hussar Regiment
1ath Dragoon Regiment
187th Royal Striker Ragimeant
3555th Independent Aesro Wing
471st Medium Tank Regiment
257th Hover Armor Regimant
a51h Marine Infantry Regiment
9999th Mechanized Infantry Regiment

XLI Corps

245th BattleMech Division (The Mama Division}

275th BattleMech Division (The Altair Division)
(104th Striker Regiment)

172nd Mechanized Infantry Division

218th Mechanized Infantry Division

35th Jump Infantry Division

30th Royal CAAN Marine Regiment

81st Light Horse Regiment

13th Hussar Regiment

384th Striker Regiment

387th Barle Regimenl

15t French Cavalry Regiment

B02nd Independant Aero Wing

6 BattleMech Divisions

11 Infantry Divisions

27 Independent Regiments
Divisions in District: 20

2764

FWLMR D2
FWLMRA D2
FWLMRA D2
FWLMR D2

FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2

FWLMR D2

FWLMR D2
FWLMR D2
FWLMR D2

FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2

FWLMRA D2
FWLMR D2

FWLMR D2
FWLMR D2
FWLMR D2

FWLMR D2 .

FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2

FWLMR D2
FWLMR D2

FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2
FWLMR D2

2765

Penphery, destroyed

2766

Penphery, desiroyed

Penphery
Periphery

Fenphery
Periphery, destroyed

Periphery
Periphery. destroyed

Periphery
Periphery, destroyed

Periphary

Periphéry .
Feriphery
Periphary

Periphery, destroyed
Periphery
Periphery
Periphery, destroyed
Feriphery
Periphery

Periphery
Periphery. destroyed

Periphary
Periphery, destroyed
Periphery. destroyed
Feriphery
Periphary
Periphery, destroyed
Feriphery
Periphery. destroyed

Periphery, destroyed

Feriphery

Periphery

Feriphery

Periphary, joined rebels

Periphery, destroyed
Periphery, destroyed
Periphery, destroyed
Pariphary
Periphery, destroyed
Feriphery

Periphery, destroyed

Periphery

2767-27TT9

survived
destroyed

destroyed
destroyed

sunvived

sunived

destroyed
survived

survived
destroyed

survived
survived

destroyed
destroyed

destroyed
destroyed

destroyed
survived

destroyed
survived

survived

destroyed
destroyed

survived

2784

Exodus

Exodus

Exodus
Lrkmown

Exodus

Exodus

joined DC
Exodus

Exodus

-Emdus

joined DG
Exodus

joined FWL




TENTH ARMY

Army and District Three Headquarters: Cirebon

IV Corps
125th BattleMech Division [The Talitha Division)
1449th BanieMech Division
{The Erwin Rommal Division}
168t Mechanized Infantry Division
190th Rayal Mechanized Infantry Division
415t Jump Infantry Division

147th Light Horse Regiment
42nd Hussar Hegiment (member of 151 RCT)

Xl Corps

254ih BattleMech Division
iThe Terra Firma Dvesion)

J49th Infantry Drvision

63rd Royal Infantry Division

160th Jump Infantry Division

237t Hussar Ragimant
11th Dragoon Regiment

XX¥1 Corps

372nd BamleMach Division (Tha Asia Division)
14th Infantry Division

180th Jump Infantry Division

210th Jump Infantry Dnision

91h Rayal CAAN Marine Regiment
7ath Light Horse Regiment {member of 15t RCT)
138th Dragoon Regiment (member of 1st RCT)

XXXIX Corps
21st Royal BattleMech Dwvision
(The Antaeus Division)

58th BattieMech Division (The Pollux Division)
42nd Mechanized Infantry Division
g2nd Meachanized Infantry Division
1461h Mechanized Infantry Division
120th Jump Infantry Division

[467dIn Stnker Regiment)

195th Royal Light Horse Regiment
imember of 151 RCT)
7th Hussar Regiment

6 BattleMech Divisions

13 Infantry Divisions

9 Independent Regiments
Divisions in District: 20

Total Number of Divisions: 65

2764
FWLMR D3

FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3

FWLMR D3
FWLMR D3

FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3

FWLMR D3
FWLMRA D3

FWLMR D3
FWLMR D3
FWLMR D3
FWLMRA D3

FWLMR D3
FWLMR D3
FWLMR D3

FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3
FWLMR D3

FWLMR D3
FWLMR D3

2765
Periphery

Periphary
Periphery
Periphery
Periphery, destroyed

Periphery
Feriphery

Perphery, destroyed
Pernphery, destroyed
Periphery, destroyed
Feriphery. destroyed

Periphery, joined rebels

Periphery

Feriphery, destroyad
Pernphery
Periphery
Periphery

Perighery
Periphery, destroyed
Pariphary

Periphery
Periphery, destroyed
Feariphary
Pernphery, destroyed
Pernphery
Feriphiary

Feriphery, destroyed
Periphery

2766

2767-2779
desiroyed
survived

destroyed
destroyed

destroyed
destroyed

destroyed

survived

destroyed

survived
unknown

survived

destroyed
destroyed
survived

survived
jeined DC

heavy losses

2784

Exodus

Exodus

Exodus

Exodus

Exodus
Exodus

disbanded

e ———— ———————————————————————————




LYRAN COMMONWEALTH MILITARY REGION (LCMR)

ELEVENTH ARMY
Army and Region Headquarters: Zollikofen

Y Corps

4311 Royal BattleMech Drision
{The Narth Amencan Division)

1515t Mechanized Infantry Divisian

153rd Mechanized Infantry Division (The yain-Openars)

1841n Mechanized Infantry Dvision ’
g0th Royal Jump Infantry Division
135ih Royal Striker Regiment

20ath Striker Regiment

25 7th Battle Regiment

541st Battie Regiment

XXV Corps

2764

LCMR D1
LCMA D1
LCMR D1
LCMA D1
LCMR D1
LCMRA D1
LCMA D1
LCMR D1
LCMRA D1

413th BattleMech Dwision (The Grand Association Diviswon) LCMA D1

3rel Infantry Divisian

&1st Infantry Division {The Michigan B1st)
[346th Heavy Tank Reqgiment)

55th Mechanized Infantry Division

12ath Mechanized infantry Divisian

52nd Jump Infantry Dwision

11th Reyal Heavy Assault Regiment

73rd Heavy Assault Regiment

and French Cavairy Regiment

188th Royal Independent Aero Wing

&BTIN Hover Armor Regiment

g5ath Artillery Regiment

ALIX Corps

sa0th BatileMech Dwision (The Hali Davision}
2g5th BattleMech Division {The Blua Star Division) ™
1ESth Mechanized Infantry Division

on5th Mechanized Infantry Division

296th Mechanized Infaniry Division

gth Jump Infaniry Division iThe Meleors)
261h Jumg Infantry Division

110th Hussar Regiment

2410 Hussar Regiment

47th Dragoon Regiment

170th Dragoon Regiment

Li Corps
sth BattleMech Division (The Alula Australis Division)
146th Royal BattleMech Division
(The George 5. Patian Division)
&7th Infantry Dwvision
11th Machanized Infantry Drvesion
27th Reyal Mechanized Infantry Division
17th Mechanized Infantry Divigian

14th Rayal CAAN Manne Regiment (The Tnpoli Regiment)

16th Lignt Horse Hegiment
sGth Royal Light Horse Regiment
§9th Hussar Regimant

& BattleMech Divisions

18 Infantry Divisions

18 Independent Regiments
Divisions in District: 26

LCMRA D1
LCMR D1

LCMA D
LCMR D1
LCMR D1
LCMR D1
LCMR D1
LCMA D1
LCMA D1
LCMR D1
LCMA D1

LCMA D1
LCMR D1
LCMR D1
LCMA D1
LCMB D1
LCMA D1
LCMA D1
LCMR D1
LCMR D1
LCMR D1
LCMR D1

LCMR D1

LCMR D1
LCMR D1
LCMAR M1
LCMR D1
LCMA D1
LCMR D1
LCMA D1
LCMA D1
LCMR D1

2765

LCMR D3
LCMR D3
LCMR D3
LCMR 03
LCMR D3
LCMA D3
LCMR O3
LCMA D3
LCMR D3

LCMA D2
LCMR D2
LCMR D2

LCMRA D3
LCMR D2
LCMR D3
LCMRA D2
LCMR D3
LCMR D2
LCMA D3
LCMR D2
LCMR D3

LCMR D2
LCMRA D2
LCMR D2
LCMR D2
LOMA D2
LCMR D2
LCMA D2
LCMR D2
LCMR D2
LCMA D2
LCMR D2

LCMR D2

LCMR D2
LCMR D2
LCMRA D2
LCMR D2
LCMR D2
LOMRA D2
LCMR D2
LCMRA D2
LCMR D2

2786

2767-2779

survived
destroyad
destroyed
sunvived
survived
survived
survived
destroyed
destroyed

destroyed
destroyed

heavy losses

destroyed
survived
destroyed
survived
sunvived
destroyed
survived
destroyad
destroyed

destroyad
survived

destroyed
destroyed
surynved

destroyed
destroyed
destroyed
survived

destroyed
destroyed

destroyed

survived
destroyed
destroyed
survived
destroyed
destroyed
destroyed
survived

destroyed

2784

Exodus

wuriknown
Exodus
Exodus
Exadus

disbanded
poined FWL

Exodus

joined LC
joined F3

Exodus

uriknown

joined LC

joined DC

Exodus

Exodus

Exodus




TWELFTH ARMY
Army and District Two Headquarters: Deia

Il Corps _ N
11th Royal BattleMech Dwvision {The Ciriyn lesu_:un:l
aznd BattieMech Division (The Sheridan Division)
2ath Infantry Dwesion
18th Aoyal Mecharnized Infantry Dwvision

iThe Pride of Leringrad)
29in Mechanized Infantry Duision

249th CAAN Marine Regiment
agth Light Horse Regiment

XXX Corps

118th BattleMech Division {The Jotun Division)
20gth BatleMech Division (The Chara Division}
a7th Mechanized Intantry Division

118th Mecharized Infantry Di".-'isic-ne

129rd Mechanized Infantry Division =

9ath Light Horse Regiment (The Brights o Brewlar)
5151 Huzsar Aegiment

XLIl Corps -
s5ath BattleMech Division (The Fomalhaut Division)
127th Mecnhanized Infaniry Division

154th Mecharized Infantry Division

164th Mechanized Infantry Drvision

10151 Royal Hussar Regimeant

258th Dragoon Regimeant

LXI Corps o
922nd BatleMech Dnasion [The Antarctica Division)
413t Mechanized intantry Division

54th Mechanized infantry Division -

£5th Reyal Mechanized Infantry Division

126th Jump Infantry Divizion

25th Striker Regiment (member ol 2nd RCT)

200th Heavy Assaull Regiment

2369th Independent Aero Wing

6 BattleMech Divisions
13 Infantry Divisions

9 Independent Regiments
Divisions in District: 20

2764

LCMR D2
LCMR D2
LCMR D2

LCMA D2
LCMR D2

LCMR D2
LCMR D2

LCMR D2
LCMR D2
LCMA D2
LCMR D2
LCMR D2
LCMR D2
LCMR D2

LCMA D2
LCMR D2
LCMR D2
LCMR D2
LCMR D2
LCMRA D2

LCMR D2
LCMR D2
LCMR D2
LCMRA D2
LCMR D2
LCMRA D2
LCMR D2
LCMR D2

2765

Periphery

Pernphary,

FPeriphery

Periphary.
Feriphery,

Penphary,

Penphery

Feriphery
Periphery

Periphery,

Pariphery
Periphery
Perphery

Periphery,

Peripheny.
Peariphery.
Periphery,

Perniphery

Penphery,

Periphery

FPariphary
Penphery
Periphery
Periphery
Periphery
Peripheary
Feriphery
Penphery

destroyed
destrayed
heavy losses

jnined rebals

destroyed

destroyed

destroyed
destroyed
destroyed

destroyed

. destroyed

2766

disbanded

2767-2779
survived

destroyed

survived

destroyed
survived

heavy lossas
sunyved
destroyed

survived

survived

destroyed
survived

survived
destroyed
heavy lossas

sundved

2784

Excdus

glements
joined DC

Exodus

Exodus

disbanded
Lk rn

Exodus

joined CC

Exodus
Linknown
Exodus
joined LC

Exodus




THIRTEENTH ARMY

Army and District Three Headquarters: Zaprud

Vi Corps
§2nd Raoyal BattieMech Division
(The Rephaim Dnvision]

142nd BattleMach Division (The Ingress Division)

44th Royal Infantry Drision
103rd Mechanized Infaniry Division
133rd Mechanized infantry Division

111th Light Horse Ragiment
19th Hussar Regiment

XX Corps

apath BattleMech Dnasion (The Ardennes Divisian)
408th BattleMech Division (The Punjab Fass Division)

148th Machanized Infantry Division

173rd Mechanized Infantry Division *

174th Mechanized infantry Diision

100th Hussar Regiment
g02nd Royal Hussar Regiment

XXVIIl Corps

A0ath BattleMech Division (The League Division)
181st Royal Mechanmized Infantry Divisign

iThe King's Own Scots Ritles)
1851h Mechanized infantry Division
195th Mecharized Intantry Division

204rd Stoker Aegiment
305th Battle Regiment

XXXl Corps
47Ath BattleMech Division

(Tha Commaonwealin Divisian)
186th Mechanized Infantry Division
173rd Jumg Infantry Division

178th Jump Infantry Division
2n4th Jump Infantry Dragon

10th Heavy Assault Regiment
1002nd Independent Aaro Wing
5a7th Artillery Regiment

6 BattleMech Divisions

13 Infantry Divisions

g Independent Regiments
Divisions in Districi: 20

Total Number of Divisions: 66

Y
2764

LCMR D3
LCMA D3
LOMR D3
LCMR D3
LCMAR D3

LCMA D3
LCMRA D3

LCMR D3
LCMR D3
LCMR D3
LCMR D3
LCMR D3

LCMR D3
LCMA D3

LCMR D3

LCMR D3
LCMR D3
LCMA D3

LCMRA D3
LCMR D3

LCMRA D3
LCMR D3
LCMRA D3

LCMR D3
LCMA D3

LCMR D3
LCMA D3
LCMR D3

2765 2766

Periphery, destroyed
Periphery, destrayed
Pariphery .
Penphery, destroyed
Periphery., destroyed

Pernphery -
Periphery, heavy los58s

Pariphary
Periphery
Periphary
Periphery
Periphery

Periphery, joined rebels
Perighery .

Periphery

Pariphery, destroyed
Perphery. heavy l0sses
Periphery, destroyed

Periphery -
Periphery, destroyed

Periphery
Feriphery
Panphery

Penphery, destroyed
Periphery .

Panphery
FPernphery -
Pariphery, destrayed

2767-2779

survived

destroyed
disbanded

destroyed
survivad
destroyed

survived

survived

destroyed

disbanded, elements joined rebels

destroyed

destroyed
survived

heavy 05585

destroyed

destroyed
survived

2784

Exodus

Exodus

Unknown
Exodus

Exodus

Exodus
disbandead,

elemants jpined

DG and CC

Exodus




DRACONIS COMBINE MILITARY REGION (DCMR)

FOURTEENTH ARMY
Army and Region Headquarters: Dieron

Vil Corps

135th Royal BattleMech Division (The Van Diemen Divigion)
160th BattleMech Divisian (The Sirius Division)

1110 Infantry Division

a5th Infantry Division

drd Mechanized Infantry Division (The Junkers Division)

5th Maechanized Inlantry Division

17th Royal Mechanized Intantry Divigion
23rd Mechanized infantry Division

17910 Jump Infantry Dason

102nd Rayal Light Horse Regiment
1391th Light Horse Regiment

231st Light Horse Regiment

75in Boyal Hussar Regiment

XIV Corps
18510 BattleMech Civision (The Narthwind Division)
251st BattlieMech Division {The Liptan Division)

281h Mechanized Intantry Division

32nd Mechanized Infantry Drasien (The Aztec Division)
J4th Royal Mechanized Infantry Division
51st Mechanized Infantry Division

53rd Mecharnazed Infantry Division

54th Mechanized Infaniry Division

154th Jump Intantry Dnasion

22nd Royal CAAN Manne Regiment
12th Light Horse Regimant

149th Hussar Regimen]

152nd Hussar Regiment

XX Corps

305th BattleMech Drision (The Mirasaki Division)

349th Royal BaltleMech Division (The King Henry Division)
68th Mechanized Intantry Division

77nd Mecharized Infantry Division

79th Mechanized Infantry Division &

2764

DCMA O
DCME D
DCMA D1
OCMA D1
DCMA DA
CCMA D1

DCMR D1
OCMA DY
DCMR D1
DCMR D1
DCMR D1
DCMR D1
DCMR D1

DCKMR &1
DCMR D1

DCME D1
DCMA D1
DCMR D1
DCMR D1
DCMR D1
DCMR D1
DCME &1
DCMR D1
DCMR D1
DCMER O
DCME

DCMR D
DCMR D1
CCMR 1
DCMRAR D
CCMR D1

84th Aoyal Mechanized Infantry Division {The Bavarian Division) DCMR D1

aelh Mechanized Infantry Division

124th Mechanized Infaniry Division
13151 Jumg Infantry Division

229th Hussar Regiment

B4th Dragoon Regimeant

108th Dragoon Regimant

1815t Dragoon Hegiment

XXXl Corps

410th BattleMech Division (The United Membar States Division)
137th Mechanized Infantry Division

192nd Mechanized infantry Division

210th Mechanized Infantry Division

99th Jump Infantry Division

106th Royal Jump Infantry Division

125th Jump Infantry Divisien {The Portuguese Men of War)
3201h Dragoon Hegiment

359th Striker Ragimant

Ird French Infantry Regiment

169th Independent Aero Wing

235th Rayal Anillery Hegiment

2873rd Mechanized Infantry Regiment

7 BattlieMech Divisions
27 Infantry Divisions

18 Independent Regiments
Divigions in District: 36

CCMR D1

DCMR D1
DCMR 1
DCMB D1
DCMR D1
DCMR D1
DCMR D1

CCMA M
DCMR D
DCMA DM
DCMA D
DCMRA D1
DCMA D
DCMA D1
DCMA DM
DCMA D1
DCMA D1
OCMA D1
DCMA D
DCMA MM

2765

DCMRA D2
DCMR D2
DCMA D2
OCMR D2
DCMRA D2
OCMR D2

DCMR D2
DCMR D2
OCMR D2
DCMR D2
DCMR D2
DCMR D2
DCMR D2

DCMR 03

, DCMA D3

DCMR D3
DCMA D3
DCMA D3
DCMR D3
DCMRA D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3

DCMR D2
DCMR D2
DCMR D2
DCMR D3
DCMR D2
DCMR D32
DCMR D2

DCMR D3
DCMR D2
DCMR D3
DCMRA D2
DCMR D2
DCMR D3

DCMR D2
DCMR D2
DCMR D3
OCMR D2
DCMR D3
DCMR D2
DCMRA D3
DCMRA D2
DCMRA D3
DCMR D2
DCMRA D3
DCMR D2
DCMA D3

2766

27T67-2779

survived
destroyed
survived
destroyed
destroyed

heayy losses

survived
destrayed
destroyed
destroyed
dastroyed
survived

destroyed

destroyed

heavy losses

destroyed
destroyed
survived
destroyed
destroyed
daestroyed
sunvived
survivad
destroyed
destroyed
survived

desiroyed
survived
survived
destroyed
survived
dastroyed
survived

destroyed
destroyed
desiroyed
destroyed
survived

destroyed

destroyed
desiroyed
survived
destroyed
destroyed
survived
destroyed
destroyed
destroyed
sunvived
destroyed
destroyed
survived

2784
Exodus

Exodus

disbandead,
elements joined FWL
Exodus

joined LC-

disbanded,
elements joined F5

Exodus

Exodus
Exodus

Exodus

Exodus
Exodus

unknown

Exodus,
elaments joined DC

Exodus

Exodus

Exodus

poined CC-

Exodus




FIFTEENTH ARMY
Army and District Two Headquarters: Hassi R'mel

XV Corps

s2nd Royal BattleMech Division

(The King of Bashan Division)

g1=t BarteMech Division (The Devils of Devil's Rock)
ATth Infantry Division

15t Royal Mechanized Infantry Divisicn

gth Mechanized Infantry Division

>4th Mechanized Infantry Division | Division du Aquitaing)
33rd Mechanized Infantry Division

25th Mechanized Infantry Division

5&th Jump Infantry Division

16th Royal CAAN Marine Regimant

20th Light Horse Regiment

XXl Corps

5oth BattleMech Division (The Kursk Division)
2a4th BattleMech Division (The Caph Dvision)
2gth Infantry Division

g3rd Mechanized Intantry Division

73rd Mechanized Infantry Division (The Turkistan Hunters)
106th Mechanized Infantry Division

132nd Royal Mechanized Infantry Division

142nd Mechanized Intantry Division

g2nd Royal Jump Infantry Division (The All Americans)
a4th Light Horse Regiment

1g9th Light Horse Regiment

XXXV Corps
406th BattleMech Division (The Mantutiel Division]

13th Royal Infantry Division (The Superstition Division)
155th Mechanized Infantry Division

150th Mechanized Infantry Divis:on

167th Mechanized Intantry Division

212th Mechanized Infantry Dwvision

543rd Machanized Infantry Division

119th Jump Infaniry Division

29th Royal Dragoon Regiment

2015t Dragoon Regiment

XL Corps

198th BattleMach Division {The Eurcpean Diision)
ath Infantry Dnaision

a5ath Mechanized Infantry Division

ag7th Mechamzed Infaniry Division

572nd Mechanized Infantry Division

7th Jump Infantry Division

1ath Jump Infantry Dwvision (The Blackcats)
310th Dragoon Regiment

915t Heavy Assault Regiment (The Armadilios)
ga7th Incependent Aero Wing

7 BattleMech Divisions
27 Infantry Divisions

9 Independent Regiments
Divisions in District: 35

44151 Royal BattleMech Division (The Black Prince Division)

2764

DCMR D2
DCMA D2
DCMR D2
DCMA D2
DCMR D2
DCMR D2
DCMA D2
DCMR D2
DCMR D2
DCMA D2
DCMR D2

DCMR D2

DCMRA D2
DCMR D2
DCMA D2

DCMA DZ
DCMRA D2
DCMR D2
DCMA D2
DCMR D2
DCMA D2
DCMA D2

DCMRAR D2
DCMA D2
DCMR D2
DCMR D2
DCMA D2
DCMR D2
DCMA D2
DCMR D2
DCMR D2
DCMR D2
DCMR D2

DCMR D2
DCMR D2
DCMR D2
DCMR D2
DCMR D2
DCMR D2

DCMR D&
DCMA D2
DCMR D2
DCMRA D2

2763

Periphery
Peripheary

Periphery, heavy losses

Periphary
Pariphery,
Panphery
Periphery
Periphery,
Periphery
Periphery
Pariphery,

Penphery,
Periphery,
Feriphery
Pariphery

Periphery
Periphery,
Perphery
Pariphary
Pariphery
Periphery
Periphery

Periphery
Periphery
Periphery
Periphary,

Periphery.

Pernphery
Periphary

Pariphery.

Periphery.
Periphary
Pariphery

Periphery

Periphery.

Penphery
Periphary
Pariphery
Periphery

Periphery,
Periphery,

Pariphery
Peariphery

destroyad

destroyed

destroyed

destroyed

heavy losses

destroyed

destroyed
destroyed

destroyed
destroyed

destroyed

destroyed
destroyed

2766

disbanded

dishanded,

2767-2779

destroyed
sunyived

sunvived

survived
destroyed

destroyed
destroyed

destroyed

2784

Exodus
Exodus

Exodus

glements joined rebels

heavy losses dishanded, alemants-

destroyed
survived
survived
survived

destroyed

sureved
survived

destroyed
survived

survived
destroyed
destroyed

destroyed
destroyed

heavy losses

survived
survived

joined LC and FWL

Exodus
Exodus
Exodus
joined CC

UNKRoWwN
Exodus
Lk oW

Exodus

Exodus

koW
disbanded, alements
joined DC and CG

joined F3
Exodus

w "




SIXTEENTH ARMY

Army and District Three Headquarters: Casere

Xl Corps
Jath Royal BartlkeMeach Division (The Epsilon Indi Division)

168th BattleMech Division (The Czar Pater Division)

43th Infantry Division

38th Mechanized Infantry Division {The New Delhi Grenadiers)
47th Royal Mechanized Infantry Division

57th Machanized Infantry Division

B6th Mechanized Infantry Division

67th Mechanized Intantry Division (The Indiana Division)
g8th Jump Infantry Division

71st Light Horse Regiment (member of 3rd RCT)

15151 Light Horse Regiment (member of 3rd ACT)

19th Striker Hegiment (member of 3rd RCT)

215l Striker Regiment (member of 3rd RCT)

XXXVl Corps

196th BattleMech Division {The Gattysburg Division)
208th BatleMech Division (The Tharin Division)

21st Infantry Division

715t Mechanized Intantry Division

75th Mechanized Infantry Division

g0th Mechanized Infantry Division (The Texas Rangers)
B4th Mechanized Infantry Division

949th Mechanized Infantry Division

39th Jump Infantry Division (The King's Own Jump Traops)
a0in Dragoon Regiment

XLIV Corps

255th Hoyal BattieMech Division (The Protector Division)
J55th BattleMech Oivision (The Africa Division)

1st Infantry Division (The Big Red Ona)

114th Mechanized Infantry Division

1261h Mechamzed Infantry Division (The Bullfightars from Seville) ©

131st Rpyal Mechanized Infantry Division
iThe Los Angeles Division)
15810 Mechanmzed Infantry Dnision
13Eth Mechanized Infantry Division {The Chicago Division)
100th Jump Infantry Division
124th Royal Heavy Assault Regiment
5th Dragoon Regiment

L Corps

441st BattieMech Division (The Federation Division)
165th Mechanized Infantry Division

1715t Mechanized Infantry Division {The Paris Surgeons)
182th Mechanized Infantry Divizion

193rd Mechanized Infantry Division

Jath Jump infantry Division (Murphrid Lightning)

48th Jump Infantry Division (Rain of Stasal)

287th Heavy Assault Regimant

23251h Independent Aero Wing

7 BattleMech Divisions

27 Infantry Divisions

9 Independent Regiments
Divisions in District: 35

Total Number of Divisions: 106

2764

DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3

DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMA D3

DCMR D3
DCMR D3
DCMRA D32
DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3
OCMR D3

DCMA D3
DCMRA D3
DCMR D3
DCMR D3
DCMR D3

DCMR D3
DCMR D3
DCMRA D3
DCMA D3
DCMR D3
DCMR D3

DCMRA D3
DCMR D3
DCMA D3
DCMRA D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3
DCMR D3

2765

Peariphery
Perighery
Periphery
Penphery,
Pariphery
Fariphery

Periphery.

Pariphary
Periphery
Periphery
Periphery
Penphery
Penphary

Periphery,
Periphery,
Periphery,
Periphery,
Feariphery
Penphery
Penphary
Periphery.
Feriphery
Periphery,

Periphery
Peariphery
Fariphery.
Paeripheary
Periphery

Periphery
Periphery
Penphery
Feriphery,

Periphery,
Periphary,

Periphery,

Feriphery, heavy lossas

Pariphery,
Pariphery,
Periphery
Periphary
Periphery,
Pariphaery
Periphery

destroyed

heavy losses

destroyed

heavy losses

destroyed
destroyed

desiroyed

destroyed

destroyed

destroyed
destroyed

destroyed
destroyed
destroyed

destroyed

destroyed

2766

destroyed

dishanded

disbandad

2787-2779 2784

survived
survived

destroyed
destroyed

survived
destroyed
sUnived
survived
destroyed
survived

destroyed
destroyed
destroyed

survived

survived
destroyed

destroyed
survived

destroyed
destroyad

Exodus
Exodus

alements
ioined DC
Exodus

joined FWL
joined FWL

joimed FWL

Exodus

Exodus

UNKNCWn

Exodus

disbanded, alemants joined rebels

destroyed
survived

survived
survived

Exodus

Exodus
Exodus




FEDERATED SUNS MILITARY REGION (FSMR)

Army and Region Headquarters: Small World

SECOND ARMY

IX Corps

ot BattleMecn Division (The Cliver Dwvision)

39th Royal BattleMech Division iThe Denebola Division)
gath Infantry Division

gin Mechamzed Infantry Division (The Pride of Puget Sound)

78th Mechanized Infantry Division
111th Jump Infantry Division

g0th Royal Light Horse Regiment
76th Royal Drageon Regiment

XVl Corps

75ih BattleMech Dvision (The Atlas Divesion)
100th BattieMech Division {The Castor Division)
E3rd Infantry Division

105th Machanized infantry Division (The Cameron Highlanders)

136th Mecharizad Infantry Division
128th Jump Infantry Division

1251n Light Horse Regiment

f2nd Hussar Regiment

XXX Corps

1551h BattleMech Dwision (The Wedllington Divisign)
(1008th Heavy Assaull Regment}

4gih Infamry Dnision

163rd Mechanized Infantry Division

169th Royal Mechanized Infantry Division

215th Mechanized Intantry Division

148th Jump Infantry Divisien

184th Light Horse Regiment

38in Hussar Regiment

LIl Corps
175th BattleMech Division (The Katukov Divisian)
anth Mechanized Infantry Divisian {The Old Abe Diwvision}
152nd Mechanized Infaniry Division
222nd Mechanized Infantry Division
(567th Striker Regiment)
1st Jump Infantry Division {The Hellraisars From Heaven)
A4th Hussar Regiment
35th Dragoon Regiment
57th Dragoon Regimant

& BattleMech Divisions
17 Infantry Divisions

9 Independent Regiments
Divisions in District: 24

2764

FSMR D1
FSMRA D1
FSMR D1
FSMRA D1
FSMRA D1
FSMR M
FSMA D1
FSMA D1

FSMR D1
FSMR D1
FSMR D1
FSMR D1
FSMA D1
FSMA D1
FSMR D1
FSMR D1

F5SMR D1

FSMR D1
FSMR D1
FSMR Dt
FSMR D1
FSMR 1
FSMR D1
FSMA D1

FSMA D1
FSMA D1
FSMR D1
FSMR D1

FSMR D1
FSMR D1
FSMR D1
FSMR D1

2765

FSMR D2
FSMRA D2
FSMR D2
FSMR D2
FSMRA D2
FSMR D2
FSMRA D2
FSMR D2

FSMR D3
FSMR D3
FSMR D3
FSMR D3
FSMRA D3
FSMRA D3
FSMR D3
FSMR D3

FSMR D3

FSMR D2
FEMR D3
FSMR D3
FSMR D2
FSMR D2
FSMR D2
FSMRA D3

FSMR D3
FSMR D3
FSMR D2
FSMRA D2

FSMR D3
FSMR D3
FSMRA D2
FSMR D3

2766 2767-277%

destroyed
survived
destroyed
survived
dastroyed
destroyed
survived

destroyed

destroyed
destroyed
survived

destroyed
destroyed
destroyed
destroyed
destroyed

survived

dastroyed
destroyed
survived

destroyed
destroyed
destroyad
survived

destroyed
destroyed
destroyed

heavy 05385

sureved
destroyed
survived
destroyed

2784

Exodus

Exodus

Exodus

Exodus

Exodus
joined F5

Exodus

Exodus

disbanded
joined LG
Exodus

joined Pefiphery
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THIRD ARMY

Army and District Two Headquarters: Sullivan

XVl Corps
gth BattleMech Diision (The Teulabochus Division)

26th Royal BarleMech Division (The Graham Division)
1586th Royal Mechanized Infantry Division
(The Athena Division)
215th Mechanized Infantry Division
225th Mechanmzed Infantry Division

235th Mechanized Infantry Division

XXX Corps

126th BattleMech Division (The Despair Division)
154th BattleMech Division (The Small World Division)
59th infantry Division

242nd Royal Mechanized infantry Division

247th Machanized Infantry Division

253rd Mechanized Infantry Division

257th Mechanized Infantry Division

LXVI Corps

179th BattleMech Division {The New Home Drnision)
2615t Mechanized Intantry Division

268th Mechanized Infantry Division

280th Machanized Infantry Drision

294th Meachamzed Infantry Division

296th Machanized Infantry Division {The Cregonians)

LXIX Corps

205th BartleMech Division {The Alamo Division)
299th Mechanized Infantry Division

300th Mechanized Infantry Division {The Martians)

53rd Jumpg Intantry Division (The Cyclenes of Castle Rock)

123rd Jump Intantry Division
132nd Royal Jump Infantry Division

& BattleMech Divisions
19 Infantry Divisions
Divigions in District: 25

2764

FSMR D2
FSMA D2

FSMR D2
FSMR D2
FSMR D2

FSMA D2

FSMR D2
FSMR D2
FSMR D2
FSMR D2
FSMRA D2
FEMRA D2
FSMR D2

FSMR D2
FSMR D2
FSMR D2
FSMR D2
FEMR D2
FSMR D2

FSMR D2
FSMR D2
FSMR D2
FSMR D2
FEMRA D2
FSMR D2

2765

Periphery.

Periphery

Peariphery

Periphery,

Feriphery

Periphary

Feriphery.
Paripheary
Periphery
Periphery
Feriphery.
Periphary
Periphery

Periphary,
Feriphery,
Periphery
Periphery
Periphery
Periphery

Fariphery
Pariphary,
Periphery
Periphery,
Periphery
Fariphary,

destroyed

destroyed

heavy sses

heavy Ksses

destroyed

destroyed
destroyed

destroyed
destroyed

destroyed

disbandad

disbandead

2767-2779

surynvad

suryneed

destroyved

surynned
destroyed
suryived

destroyed
survived

heavy losse

survived
destroyed
destroyed
Surdnied

destroyed

2784

Exodus
Exodus

elements |oined
DC and FS

Exodus

Exodus

Exodus

& disbanded

LK MOWN
Exodus

Exodus




FOURTH ARMY

Army and District Three Headquarters: Hobbs

XXXV Corps
a5th BattleMech Division {The Anak Division)
&0th Royal BatlleMech Division
(The Anakim Division)
g2nd Infantry Dwision
166th Mecnanized Intantry Division
(Red Diamond Division)

229th Mecharized Infantry Division
142nd Jump Intantry Division

28th Hussar Regiment

158th Hussar Regiment

LIV Corps

2764
FSMR D3

FSMRA D3
FSMR D3

FSMR D3

FSMR D3
FSMRA D3
FSMR D3
FSMRA O3

_116th BattlieMech Division {The Gargantua Division) FSMA D3
174rd BattleMech Diision {The New Earth Division) FSMR D3

Soth Roval Infantry Division
{Tha Flame Keepers of Greece)
248th Mechanized Infantry Division
249th Mechanized Infantry Division
{The Force Frem Ford)
208th Jump Infantry Division
50th Dragoon Regiment -

LXIl Corps _
202nd BattieMeach Division (The Waterlog Division)
255th Rgyal Mechamzed Infantry Division
270th Mechanized Infantry Division

{The Rhodes Rifles)
2812t Machanized Infantry Division
101st Jump Infantry Drvessan

|The Screaming Eagles)
168th Jump Infantry Division
255th Light Harse Regiment (membar of 4th RCT)
111th Drageon Aegiment (member of the 4th RCT)
£5th Royal Light Horse Regiment

(member of 4th RCT)
247th Dragoon Regiment (member of the dth RCT)

LXX Corps
263rd BattieMech Division (The Zollikefen Division)
4151 Infantry Diviswon
£2nd Mechanized Infantry Dnision
{The Prda of Sevastopal)
235810 Mechanized Infantry Division
{The Crech Lancers)

182nd Jump Infantry Division
1915t Royal Jump Infantry Division
31zt Light Horse Regiment

129th Dragoon Regiment

& BattleMech Divisions
18 Infantry Divisions
9 Independent Regiments

Divisions In District: 25
Total Number of Divisions: 74

FSMR D3
FSMRA D3

FSMR D3
FSMR D3
FSMRA D3

FSMR D3
FSMR D3

FSMR D3
FSMR D3

FSMR D3
FSMR D3
FSMAR D3
FsMHA D3

FSMR D3
FSMR D3

FSMR D3
FEMR D3

FsMA D3
FSMR D3
F5MA D3
FEMA D2

FSMR D3
FSMR D3

2765
Periphery

Periphery.
Fanphery

Penphery

destroyed

2766

2767-2778

destroyed

destroyed

neavy losses

FPenphery, destroyed
Pariphery, destroyed
Periphery, destroyed

Periphery, joined rebels

Feripheary
Feriphery

Feriphery
Feriphary

Perighery,
Fariphery

Pernphary

destroyed .

Periphery, destroyed

Fernpheary

Periphery
Parphary

Periphery
Fenphary
Periphery
Penphery

Feriphery
Periphery

Periphary.
Periphery.
Perphery,
Periphary,
Penphary,
Periphary,

Pariphery.
Perighery

heavy logsas
destroyved

destroyed
heavy losses
destroyed

heavy losses
destroyed

disbanded

disbandead

disbanded

slrvned
sLirvnved

survived

daestroyed

survived

survived

destroyed
destroyed

sunvived
heavy 085858
destroyed
survived

survived
destroyed

survived

2784

disbanded, ekemeants
ined CC and FWL

Exodus
Exodus

Exodus

Exodus
unknown

Exadus

Exodus
disbanded

Exodus

Exodus

elaments
joined rabals and LC.

Exodus




CAPELLAN CONFEDERATION MILITARY REGION (CCMR)

FIFTH ARMY

Army and Region Headquarters: Epsilon Eridani

XXIV Corps

83rd BattieMeach Division (The Balan Division) o
150th Royal BattleMech Dwison (The Rigil Kantarus Division)
7Znd Intantry Division

175th Royal Mechanized Infantry Division {The Cesart Rats)
1871h Machanized Infantry Division (The Brandenburg Lancers)
189th Jump Infantry Division (The New Orieans Division)

197th Jump Infantry Division
281st Light Horse Regiment
Sth Hussar Regiment

30th Hussar Regiment

LV Corps N
1715t BattleMech Division {The Zhukov Division)

180th BattieMech Dwision {The Marshal Ney Division)

71st Infantry Division (The Sydney Division}

197th Mechanized Infantry Division (The Flonda Swamp Foxes|*
210th Mechanized Intantry Division (The Erar Laserers)

116th Jump Infantry Division (The Arizona Devils)

#35th Light Horse Regiment

145th Hussar Regiment

121gt Aoyal Dragoon Regiment

LX Corps N
20151 BattieMech Division (The Errai Division) )
211th BamleMech Division [The Carver Division)
sath Infantry Division (The Free South Africans)

2764

CCMR D1
CCMA D1
CCMR D1
CCMR D1
CCMRB D1
COMA DY

CCMA DM
CCMRA D1
CCMA D
CCMR D1

CCMR D1
CCMR D1
CCMR D1
CCMR D1
CCMR D1
DDMA D1
CCMR D1
CCMR 01
CCMR D1

CCMR D1
CCMRA D1
CCMA DM

1512t Mecharnzed Infantry Division (The Upper Siesian Division) CCMA D1

145th Jump Infantry Division (The Pride of Berlin)
155th Jump Infantry Division

221st Light Horse Regiment

145th Dragoon Pegiment

15th Dracon Regiment

& BattleMech Divisions
13 Infantry Divisions

9 Independent Regiments
Divisions in District: 20

CCMR D1
CCMA D1
CCMA D1
CCMRA D1
CCMR D1

2785

CCMR D2
CCMR D2
CCMRA D2
CCMR D2
CCMR D2
CCMR D2

CCMR D2
CCMR D2
CCMR D2
CCMR D2

CCMR D3
CCMR D3
CCMR D3
CCMR D3
CCMR D3
CCMR D2
CCMR D3
CCMR D3
CCMR D3

CCMR D2
CCMR D2
CCMR D3
CCMRA D2
CCMR D2
CCMA D3
CCMR D2
CCMR D3
CCMR D2

2766 2T67-2779

destroyed
survived
survived
destroyed
destroyed

neavy l0558%

destroyed
destroyed
survived

destroyed

destroyed
gurvivad
destroyed
survived
destroyed
daestroyed
destroyed
destroyed
survived

destroyed
sundived
destroyed
survived
sunvived
destroyed
survived
survived
srvived

2784

Exodus
Exodus

disbanded, elemants

joined FWL

joined F3

Exodus

unkAgwn

Exodus

Unknicwn

Exodus
Exadus

Exodus
Excdus
joined CC
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SIXTH ARMY
Army and District Two Headquarters: Yuris )
2764 2765 2766 27T67-2779 2784
XXXV Corps
Aoth BattieMeach Divizion (The Cyclops Division) CCMR D2 Periphery survived Exodus
190th BatileMach Division (The Procyon Division) CCMR D2 Peariphery, destroyed
23rd Infantry Division CCMR D2 Penphery, destroyad
19th Mechanized Infantry Division CCMR D2 Periphery, desiroyead
S1st Jump Infantry Division CCMRA D2 Feriphery, destroyed
LXII Corps
315t BattleMech Division (The Fletcher Division) CCMRA D2 Pariphary, destroyed
249th BartleMech Division (The Agincourt Division) CCMR D2 Paripheary - destroyed
4th Royal Infantry Division (The Gurkna Rifles) CCMR D2 Periphery - dastrayed
BEth Mechanized Intantry Division CCMR D2 Peariphery, destroyad
29th Jump Infantry Division CCMR D2 Periphery. destrayed
LVIl Corps
262nd BanleMech Division {The Chief Joseph Division) CCMR D2 Periphery. heavy losses disbanded, elements joined rebels
309th Royal BattleMech Division
{Tha Black Charger Divigion) CCMR D2 . Periphary survived Exodus
dsth Mechanized Infantry Division
i The Colany Commanders) ZCCMR D2 Feriphery - sunvived Exodus
101st Mechamized Infaniry Division CCMR D2 Periphary - heavy losses disbanded, clements
joined LC
+eth Jump Infantry Division CCMR D2 Periphery survived Exodus
& BattleMech Divisions
9 Infantry Divisions
Divisions in District: 15 )
SEVENTH ARMY '
Army and District Three Headquarters: Sadurni
Ll Corps
218th BattteMeach Divigian ({The Quantn Division) CCMR D3 Periphery survived Exodus
225th BamieMach Division (The Baltle of Moscow Division) CCMR D3 Periphery destroyed
26th Infantry Division CCMR D3 Periphery destroyed
20th Mechanized Infantry Division CCMR D3 Periphery - heavy losses disbanded
S0th Royal Mechamized Infaniry Division CCMR D2 Periphery survived Exodus
LVIN Corps
246th Royal BattleMech Division {The Saifel Division) CCMAR D3 Periphery destroyed
250th BattlieMeach Division (The Stalingrad Dwision) CCMR D2 Periphery survived Exodus. elements
joined FS
1Gth Infantry Division (The Phitipging Division) CCMRA D3 Periphary. destroyed
815t Mechanized Intantry Division CCMR D3 Periphery, heavy losses  disbanded
ja4th Tau Ceti Rangers) joined CC
28th Jump Intantry Divigion CCMR D3 Periphery. destroyed
LXXI Corps
2681h BattleMech Divizion {The Geronima Division) CCMR D3 Penphery, destroyed
272nd BattleMach Divigian {The Custar Division) CCMR D3 Penphery destroyed
17th Infantry Division CCMR D3 Periphery, destroyed
2221st Mechanized Infantry Division CCMR D3 Perphery destroyed
B0t Jump Infantry Division CCMR D3 Pernphery survivad Exodus
1003rd Light Horse Regiment (member of 5th RCT) CCMR D3 Penphery survived Exodus
1010th Light Horse Regiment (member of 5th RCT) CCMR D3 Pernphery destroyed
982nd Royal Striker Regiment (member of 5th RCT) CCMR D3 Periphery, destroyed
997th Strker Regiment (member of 5th RCT) 7 CCMR D3 Penphery unknown
& BattleMech Divisions
9 Infantry Divisions
4 Independant Regiments
Divisions in District: 15
Total Number of Divisions: 50
Total in Inner Sphere: 156




PERIPHERY MILITARY REGIONS

SEVENTEENTH ARMY
(Magistracy of Canopus)

XLl Corps

2191h BaltleMech Division (The Bull Run Division)

255th Royal BattleMach Dvision (The Shaerman Division)
g&th Infantry Divisian (The Thai Miliha)

Znd Mechanized Infantry Division

16th Mechanized Infantry Division

7oth Royal Mechanized Infantry Division

{The Chara Cossacks)

21st Royal Jump Infantry Division
1gth Royal CAAN Marne Regiment
43rd Royal Light Horse Regiment (The Steeds of Nicholas)
11Gth Lighl Horse Regiment
3215t Hussar Regiment
151 Dragoon Regimant
16th Dragoon Regiment
EOSth Battle Regiment
114th Heavy Assault Regiment [The Titans of Tymans)
36BTth Hoyal Independant Agro Wing
589th Heavy Tank Regiment

XLVII Corps

2601h BattleMech Division {The Litte Big Horn Division)
271st BattleMech Division (The Quireach Division)

gOth Infantry Dinvision

22nd Mechanized Intantry Division

315t Royal Mechanized Infantry Division

266N Mechanized Infantry Divisian (Pride of Pittsburgh)

3ath Jump Infantry Division
1894th Light Horso Regiment
11th Hussar Regiment

106th Hussar Hegiment

an&th Royal Dragaon Regiment
412th Dragoon Regiment

Bth Striker Regqiment

529t Battle Ragiment

2051h Heavy Assaull Regiment
§58th Marine Infantry Regimant
1007th Jump Infantry Regwnent

XVIll Corps

279th BattleMach Divigion (Tha Bunker Hill Division)
2B6th Royal BateMeach Division (Thea Minsk Diviswon)
&5th Infantry Division

23rd Mechanized Infantry Division

108th Mechamzed Infantry Division

256Ih Mechanized Infantry Division (The Belgium Fusiliers)
48th Jump Infantry Division

315t Royal CAAN Marne Hegiment

145th Light Horse Hegiment

300th Hussar Regiment

302nd Hussar Regimant

22nd Dragoon Regiment

38th Dragoon Regiment

741st Hoyal Striker Ragiment

125th Battle Regiment

3058th Independent Aerg Wing

f38th Light Tank Regiment

& BattleMech Divisions

15 Infantry Divislons

30 Independent Regiments
Divisions in Region: 24

2764

Periphery
Periphery
Periphery

Periphery
Periphery

Periphery
Periphery
Periphery
Pariphery
Fernpheary
Pariphary
Panpheary
Fariphery
Panphary
Feriphery
Panphery
Pernphery

Periphery
Periphery
Pariphery
Parphery
Feriphery
Fariphery

Periphery
Fanphery
Fearipheary
Pariphery
Periphery
Periphery
Periphery
Periphery
Periphery
Feriphery
Periphery

Farphary
Penphery
Fariphery
Peariphery
Perphery
Pariphery
Periphery
Feriphery
Periphery
Periphery
Periphery
Feriphery
Periphery
Periphery
Peripheary
Feriphery
Penphery

2765

destroyad
destroyed
Periphery

destrayed
Periphery

Feriphery
destroyed

heavy losses

Pariphery
destroyed
Pariphary
destroyed
Panphery

heavy losses

Fariphery
destroved
dasirayed

destroyed
Periphery
Periphery
destroyed
Pariphery

heavy losses

Perphery
Fariphery

jained rebels

destroyed
FPeriphery
Periphery
Peripheary
Peripheary
Feripheary
Peariphery
Penphary

destroyed
Feriphery
Periphery
destroyed

heavy 055838

destroyed

heavy losses

Periphery
Periphery
Periphery
destrayed
Feriphery

Periphery
destroyed
Feriphery
destroyed

2766

2767-2779

survived

survived

suryived

2754

Exodus, elemants
jaired LG

Exodus

Exodus

disbanded, elements jomned rebels

disbanded

disbanded

sunsived
sunsived
sunvived

survived

survived
destroyed

survved

heavy losses

survivad

curvived
destroyed
survived
destrayed
sunvived
survived
survived

destroyed
destroyed

Exadus
LInENOwWN
Exodus

Exodus

Exodus

Exodus

elements joined rebels
and CC

disbanded

joined FS

Exodus
joined F5
oined LC

Exodus
Exodus

disbanded, elemants joined rebels

disbanded, elements joined rebels

5 urvivad
surynved
srvived
survived

survived

sunvived

Exodus
Exodus
Exodus

joined LC
unknown
Exodus

Exodus




EIGHTEENTH ARMY
(Outworlds Alliance)

XLV Corps
2B7th BattleMech Division {The Tobruk Division)
292nd BattleMech Division {The Dieron Division)
52nd Infantry Division
110th Mechamized Infantry Division {The Royal lnsh Fusiliers)
116th Mechanized Intantry Division (The Flanders Divigion)
206th Hoyal Mechanized Infaniry Division
{The Democrats of Brazil)
208th Mechanized Infantry Division
27ath Light Horse Regiment
128th Hussar Regiment
150th Husszar Hegimeant
192nd Royal Hussar Regiment
385ih Dragoon Regiment
396th Dragoon Regiment
156th Striker Regiment
587th Battle Regiment
247th Heavy Assaull Regiment
125th Independant Asro Wing

LXIV Corps

298th BanleMech Division (The Battle of Thann Division)
3111h BattleMeach Dvision (The Red Plains Division)
209th Mechanized infantry Division

217th Mechanized Infantry Division {The Allair Guards)
226th Royal Mechanized Infantry Division
{The Wild Ones From Yarii)
252nd Mechanized Infantry Dwvision
15t Royal Jump Infantry Division
27th Royal CAAN Marine Ha%imnnt {The Guadalcanal Regiment)
167th Light Horse Regiment
178th Light Horse Regiment (The Stone-Throwears)
2BBth Hussar Regiment
45th Dragoon Regiment
g8th Dragoon Regiment
238th Striker Regumeant
212th Striker Regimant
£01st Battle Regiment
125ih Royal Hover Armor Regiment

LXVIll Corps
315th BattleMech Division (The Yaorni Division)

J18th BattleMech Dvision {The Swamp Fox Division)
48th Infantry Division (The Black Watch Division)
135th Machanized Infantry Division

147th Mechanized Infantry Division

144th Mechanized Infantry Division

157th Royal Mechamzed Infaniry Division
183th Light Horse Regiment

200th Royal Light Horse Regiment

205th Leght Horse Regiment

258th Hussar Regiment

74th Royal Dragoon Regimant (The Dogs of Dogansh)
85th Dragoon Regiment -

3615t Dragoon Regiment

228th Striker Regimeant

231st Striker Regiment ~

963rd Ingependent Aero Wing

6 BattleMech Divisions

15 Infantry Divisions

30 Independent Regiments
Divisions in Region: 24

2764

Feriphary
Periphery
Ferphery
Periphery
Pariphery

Periphery
Periphery
Fenphery
Feriphery
Periphery
Feriphery
Perighery
Periphary
Periphery
Periphery
Penphery
Penphery

Fenphery
Periphery
FPenphery

Periphery

Fariphery
Paripheary
Periphery
Periphery
Pariphery
Pariphary
Periphery
Periphery
Periphery
Penphery
Periphery
Periphery
Periphery

Penphery
Feriphery
Panphery
Peariphery
Penphery

Panphery
FPariphery
Pariphery
FPeriphery
Periphery
Feriphary
Periphary
Periphery
Peariphary
Penphery
Perphery
Fearphary

2765

Pariphary
destroyed
destroyed
destroyed
Pariphary

Pernphery
destroyed
Periphery
Periphery
Periphery
destroyed
destroyed
destroyed
Periphery

heavy losses

destroyed

heavy losses

destroyed
Perphery

destroyed

Feriphery
Pariphary
Periphery
Periphery

destroyed
Fanphery
Penphery
Feriphary

Penphery

heavy losses

Peanphery

Penphery

heavy iosses

Feriphery
dastroyed
Peripheary

destroyed
Periphery
Feariphary
destroyed
Periphery

Penphery
Penphery
Penphery
destroyed
Periphary
Periphery

2766

disbanded

disbanded

disbanded

L]

disbanded

27672779

survived

heavy lossas

destroyed
survived

survived
destroyad

destroyed

heavy losses

survived
destroyad
sLrvived
destroyed

survived
destroyed
destroyed

survived

heavy losses

survived

heavy losses

survivied

survived
suryived

heavy losses

suryived
sunvived
survived

sunsived
survived

2784

U rikrcsin

disbandead

Exodus
Exodus

joined FS

dishanded, elements
joined FWL

Exodus

Exadus

unknown

joined FWL
unknown

Exodus

disbanded

Exodus
disbanded

Exodus, alements
joined CC

Exodus
joined LC

disbanded
joined CC
Exodus
unknown
joined DC

unknown
joined DC
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NINETEENTH ARMY
(Taurian Concordat)

XLVI Corps
321st BattleMech Division (The Andrew Jackson Division)

3281h Royal BattleMech Division (The Lion-Hearted Division)
agin Infantry Division

16151 Mecharzed Infantry Division

162nd Mechamized Infantry Division (The Soldiers of Troy}
g2nd Jump Infantry Divisien

§5th Jump Infantry Division [The Ternadoes)

216th Light Horse Regiment

2181h Royal Light Harse Regiment

242nd Hussar Regiment

a4th Dragoon Ragiment

105th Dragoon Regiment

12610 Dragoon Regiment

509th Battle Regiment

265th Heavy Assault Regiment

30910 Heavy Assault Regiment

568th Grunt Infantry Regiment

LVI Corps

729th BattleMech Division (The Asta Division] .
1801h BattleMech Dwision (Tha Montgomery Division) 7
35th Intantry Division

176th Mechanized Infantry Diwvision

251st Royal Mechanized Infantry Division

95th Royal Jump Infantry Division

129th Jump Infantry Division (The Jumpers of Mars)
2&7th Light Horse Regiment

208th Hussar Regiment

211th Hussar Regiment

349th Dragoon Regiment

351st Dragoan Ragiment

359th Dragoon Regimeant

15t French Regimant

1ath Royal French Demi-Bngade

BOSIA Independent Aerd Wing

105th Wheeled Armor Regiment

LXV Corps
364th BattleMech Dwvision [The Zulu Division)
I6381H BattleMech Division [The Apache Division)

315t Infamtry Division
33rd Infantry Division
1771h Mechanized Infantry Division
156th Jump Infantry Dision | The Moscow Blizzard)
192nd Jump Intantry Division [The Angels of Orleans)
2415t Hussar Regiment
1315t Dragoon Regiment
1415t Dragoon Regiment
206th Dragoon Regiment
239th Dragoon Hegiment
261s1 Dragoon Ragiment
267th Dragoon Regiment
33151 Battle Regiment
458th Battle Regimant
77th Baitle RHegmeni

& BattleMech Divisions
15 Infantry Divisions

30 Independent Regiments
Divisions in Region: 24

2764

Peripheary
FPenphary
Feanphery
Feriphery
Penpheary
Penphary
Periphery
Periphery
Periphery
Periphery
Feriphery
Periphery
Periphery
Periphery
Periphery
Periphery
Feriphery

Periphery
Pernphery
Feriphery
FParigphery
Periphery
Periphery
Feripheary
Feriphery
Pariphary
Penphery
Farnphery
Penpheary
Panphary
Penphery
Periphery
Periphery
Periphery

Periphery
Periphery

Periphery
Perighery
Periphery
Periphery
Peripheary
Periphery
Periphery
Periphery
Feriphery
Periphary
Penphery
FPeriphery
Periphary
Fenpheary
Feriphery

27TB5

Periphery
Periphery

heayy losses
heavy losses

Periphery
Parighery
Panphery
Periphery
destroyed

destroyed
Pariphary
destroyed

destroyed
Fernphery
Periphery
destroyed

Periphary
destroyed

heavy lossas

destroyved
destroyed
destroyed
Periphery

Periphery
destroyed
Periphery
Pariphery
Periphary
destroyed
Pariphery

destroyed
Penphery

destroyed

Penphery
Fearnphery

heavy lossas
. Penphery

Periphery
destroyed
dastroyed
deslroyed
Periphery
Paniphery
Penphery
Feriphery
destroyed

2766 27T6T-2779 2784
destroyed
sunvived Exodus

disbanded, elements joined rebals
disbanded. elements joined rebels

destroyed
- desiroyed
- sunvived Exodus
- destroyed
LI PO T
destroyved
- - LAET R T
- sunvived Exodus
- destroyed
- - unknown
- survived Exodus
disbhanded
survived joined DG
- unknown
suryived (Mgl Aglei i

heavy losses disbanded

destroyed
survived unknown
- sunved Exodus

- heavy losses disbanded, elements

joined LC
- . unknown
- destroyed
destroyed
disbanded
: destroyed
- survived Exodus
survived Exodus
heavy lossas disbanded
destroyed
survived Exodus




TWENTIETH ARMY
(originally Rim Worlds Republic)

XLVl Corps
370th BameMach Division
(Tha Bonnig Prince Charlie Division)
378th BattleMech Division [The Giap Divigion)
22nd Rayal Infantry Division
179th Mechanized Infantry Division
183rd Royal Mechanized Infantry Dnnsion
245th Mechanized Infantry Division (The Latvian Rifles)
200th Jump Infantry Division

235th Royal Hussar Regiment
151st Royal Dragoon Regiment
174th Dragoon Regiment
277th Dragoon Regiment#
27%th Dragoon Regiment
280th Dragoon Regimeant
296th Drageon Regimant
315th Dragoon Regiment
335th Royal Dragoon Regiment
345th Oragoon Regiment

LIX Corps

382nd BattleMech Division {The Westmoreland Divigion)
406th BattieMech Division (The Grand Rift Division}
1949th Mechanized Infantry Division

200th Meacharzed Infantry Division

202nd Mechanized Infantry Dwision {The Pride of Cuba)

237th Mechanized Infantry Division
206th Jump Infantry Drision (Death From Above)
213th Dragoon Regiment

218th Dragoon Regiment

229th Royal Dragoan Regimant
A00th Dragoon Regiment

308th Dragoon Regiment

235th Stnker Regiment

28Tth Royal Battle Regiment

298th Battle Regiment

325th Royal Heavy Assault Regimen!
2555th Royal Jump Infantry Regiment

LXVIl Corps
416th BattleMech Drision (The Association Division)

423rd Royal BattleMeach Division (The Enterprise Division}

428th BattleMech Division (The Concordance Division)
18th Infantry Division

227th Mechanized Infantry Division
233rd Mechanized Infantry Division
(The King of Denmark Division)
211th Jump Infantry Division {The Troopers from Lipton)

26th Royal CAAN Marine Regiment (The Ducks of Recba)

228th Light Horse Regimant
232nd Light Horse Regiment
218th Hussar Regiment
223rd Hussar Regiment
192nd Dragoon Regimant
199th Dragoon Regiment
200th Dragoon Regiment
205th Drageon Regiment
2541h Battle Regiment

7 BattleMech Divisions

15 Infantry Divisions

30 Independent Regiments
Divisions in Region: 25

Total Divisions in Periphery: 98

2764

Periphery
Fenphery
Pearniphary
Periphery
Periphery
Feriphery
Farighery

Ferighery
Periphery
Feriphery
Periphery
Periphery
Periphery
Periphery
Periphery
Pariphary
Periphery

Periphery
Periphery
FPeriphery
Periphery
Periphery

Periphery
Periphery
Fariphery
Farphary

Parniphary

Pernphery
Feripheary
Fariphery
Perphery
Periphery
Periphery
Pariphary

Periphery
Feriphery
Peariphary
Periphery

Feriphery

Periphery
Pariphery
Peanphary
Fariphery
Penphery
Fearphery
Fanphery
Feriphery
Periphery
Periphery
Feriphiery
Periphery

2785

heavy losses disbanded

destroyed
destroyed
destroyed
Penphery
destroyed
FPenphery

Fenphery
FPariphary
Paripheary

destroyed
Periphery
destroyed
Pariphary

heavy losses dusbanr:lad

Pariphery

Pariﬁhary
destroyed
Feriphery

2767-2779 .

survived
heavy losses
destroyed

destroyed
destroyed

destroyed
survived

survived

survivad

desiroyed

2784

Exodus

disbanded, siements
joined F3 and DO

unknown

Exodus

Exodus

Exodus

heavy losses disbanded, elements joined rabels

Pariphary

Pariphery
Periphery
Periphery
destrayed
Periphery
Pariphery
Peripnery
Penphery
Periphary
destroyed
Periphary
destroyed

destrayed
Periphery

heavy losses

Surved
sunvived
destroyed

destroyed
survived
destroyed
heavy l0sses
destroyed

destroyed

destroyed

disbanded, elements
joined CC

Exodus

Exodus

Exodus

dispanded

heavy losses disbanded, elements joined rebeis

Periphery
destroyad

FPariphery
destroyed
destrayed
Periphery
Periphary
Periphery
desiroyed

joined repels

Periphery
Penphery
Penphery
Penphery

heavy lossas

destroyed

destroyed
destroyed
survived

surnvived
aurvived
destroyed
heavy losses

disbanded, elemeants
joined DC and LC

Exadus

josredt FS
Exodus

disbanded




S0CIOECONOMICS

The Star League economy revolved around the Terran
Hegemany and its advanced technology. As the physical and
econamic center, the Terran Hegemaony usually sold its supenor
products to the other member states and bought raw materials.
The need for natural resources sparked a thorough exploration
and exploitation of worlds throughout the Star League, which in
turn created more industries. In an ever-expanding cycle, the
aconomy of the Star League, fostered by the Hegemaony's needs,
hecame so powerful and nch that it erased the scars left by the
Age of War and produced a dreamlike standard of living.

ECONOMY OF THE TERRAN HEGEMONY

In the 22nd and 23rd centunas, families lined up to leave
Tarra tor new colonies hundreds of light years away, but busi-
nesses were extremely reluctant to follow. Most major Terran
corporations were unwilling to risk therr precious technology.
Instead, they shipped resources from the colonias to Tama to
pecome finished products. As a result, resource-poor or distant
colonies receved little economic aid, and the huge conglomer-
ates exploted nearby worlds and those with a wealth of re-
SOUFCES,

As the deposits nearby began to run out and shipping costs

“re becoming prohibitive, the Terran conglomerates had no

sice but 10 build factories in the colomes near the available
resources. The colomes boomed. New cities sprang up, new
areas ware opened o development, and uninhabitable worids
warg made livable. Many warlds, particularly those near Terra,
became self-sufficient.

This explaitation cycle ended abruptly when Director-Gen-
eral James McKenna failed to force the distant colonies into his
new Terran Hegamony. When he decided to abandon his efforts,
he was actually acknowledging the soveareignty of realms that had
fought against Hegemony control. The industrial giants of Terra
were very concerned because they had no guarantee of unre-
stricted travel beyond the borders of the Hegemony control. The
conglomerates realized that resources would quickly become
VETy SCarce.

The Cameron family, who assumed control of the Hegemony
after James McKenna's death, were well aware of this situation.
Director-General Michael Cameron established the Hegemony
Business Information Exchange (HBIE) in 2343 to coordinate
gavernment and business efforts. The HBIE established eco-
nomic doctrine that guided the Hegemony for several centuries.
The cornerstone of the policy. enacted by First Lady Margaret
Cameron in 2380 and known unofficially as "The Mother Doc-
trine” was a series of laws prohibiting the dissemination of
advanced Hegamaony technology without governmeant approval,
There were harsh penalties for violation.

The Director-General had realized that as long as her realm
had limited resources, it could not continue to outproduce its

“hoors. The Camerons needed to protec! their only advan-
.4, Hegemaony technology, which was already a decade ahead
of the other realms.

The Hegemony Research and Development Centers, cre-
ated by Michael Cameron to coordinate government research
projects, were expanded under the Mother Dactring to coordinate
commercial research projects. They were also a conduit for the
exchange of information between the government and manufac-
turers. The major conglomerates generally accepted the Maother
Doctring, believing that they could use their advanced knowledge
to create superior products for sale to foreign realms.

With commercial research projects progressing before their
eyes, Hegemony officials could easily determine what technology
was too advanced for exportation and enter it on the Official List
of Sensitive and Secret Technologies. Any technology remotely
connected with the military, even a simple spray thatimproved the
durability of HAF uniforms, went onto the list. In some instances,
the HBIE stepped in to prevent the export of a holo-film that
showed a glimpse of a protected technology.

Firms that felt the government had no right to restrict what
they could sell to other realms quickly dubbed the prohibited items
"The Cameron Blacklist.” At first, several companies tried to
ignore the restrictions. The seizure of several factories and
treason charges against a few corporate executives ended resis-
tance to the Mother Doctrina.

Despite great vigilance, the Hegemony could not prevent the
smuggling of some of its technology by unscrupulous companies
or by foreign agents. Technology was expanding so rapidly that
the government tolerated an occasional loss, knowing that the
stolen technology would soon be obsolete.

The government allowed the release of certain secrefs.
Several joint-ownership arrangements and other deals in the
years preceding the Star League used Hegemony technology to
improve another realm’s marginal worlds. The Hegemony's re-
ward in such agreements was often natural resources, which
were beginning to dwindle by the beginning of the 26th century.
despite government efforts to promote conservation.

The Terran Hegemaony's economy had reached its limit when
lan Cameron assumed controlin 2548, His options were unpleas-
ant. One was to die a slow death as resources from Hegemony
worlds trickled to nothing. Ancther was to increase imports,
risking that other realms would use their advantage to gouge the
Hegemony. lan Cameron chose a third, characteristically brilliant
solution: creation of a Star League,




STAR LEAGUE ECONOMY

The creation of the Star League in 2571 was much
mare than the political alliance of the six major realms of
the Inner Sphere. It was the unification of six disparate
aconomies, The Star League Accords contained provi-
sions that dropped the economic barriers between the SixX
realms. Each House leader had the right to govern the economy
of his realm, but the newly unified economy proved so profitable
that the Lords rarely balked at Star League suggestions.

The Department of Economic Relations, a part of the all-
encompassing BSLA, had the right to judge when ane member
state took unfair economic advantage of a neighbonng reaim or
independent world. The Camerons, always great beligvers in
business ethics, did not tolerate greed on the part of companies
or realms. The guilty faced stiff fines and embargoes.

The department also closely supervised trading companies
that hauled products between realms. In 2582, the Shippers
License Act required trading companies to conform to strict
guidelines. A company that did not comply was barred from the
many major ports accredited by Star League.

Many small companies could not afford to license their ships
and operated illegally in the League-wide black markat. These
ships plied the shadows of the League, landing at worlds whose
officials and populations, perhaps ignored by major companies,
gladly allowed the ship's owners 1o sell their wares.

Though the government did not tolerate these “Free-Jump-
ers” officially, the League made no effort to curtail their activities.
Because the purpose of the Shippers License Act was 1o ensure
a measure of control and conformity among the big trading
companies, the 900 Free-Jumpers actually provided a service by
taking goods to the League's poorer sections.

CURRENCY

Though the ecanomies of the six member slates prospered
under the Department of Economic Relations, it was not enough
far Eirst Lord Nicholas Cameron. Following his father's vision,
Micholas announced in 2621 his intention to finish uniting the
member states' economies by creating the Star League Dollar.
This became the standard currency everywhere. The member
states were allowed to print the new currency for their own reaims
under close supervision, but the Star League government deter-
mined the amount.

First Lord Nicholas also set up the Central Stock Exchange
(CSE), which allowed ten regional exchange businesses o trade
shares in forgign companies. In addition to aiding the economy,
the exchanges promoted peace between realms. Having eco-
nomic interests in neighboring states made war less attractive.

The Central Stock Exchange was located in the Terran city
of London. The other stock exchanges and the Star League mints
were set up on border worlds between the member states. Thay
were grouped in cities built by the Star League for the use of
ecanomists, brokers, and company executives. The cilies’ protec-
tion came from the SLDF. which usually had a major military base
nearby.

EXCHANGES AND MINTS

Broker's Haven, El Giza
Printed FWL and CC currency. Destroyed in First
Succession War.

MNP Commerce City, Epsilon Eridani

Printed CC currency. Destroyed in the Amaris Coup,
Currency, Marellan
Printed CC and FS currency. Destroyed in First Succession
War.
Monetary Gain, Talitha .
Prirted FWL currency. Destroyed in the Amaris Coup.
Moniesville, Preston _
Printed LC and FWL currency. Destroyed in First Succession
War.
Profitica, Stanzach
Printed DC and LC currency. Destroyed in First Succession
War.
Prosperity, Ozawa
Printed FS currency. Destroyed in First Succession War,
Success, Lambrecht
Printed DC currency. Ransacked during the Amaris Coup.
The Exchange, Deshler
' Printed FS and DC currency. Destroyed in Second Succes-
sion War.
Trader's City, Zollikofen
Printed LC currency. Destroyed in First Succession War.

ECONOMIC RELATIONS AMONG REALMS

Lyran Commonweaith

Of all the member states, the Lyran Commaonweaith was th
one most like the Terran Hegemony. The Federation of Skye, the
portion of the Commonwealth closest 1o Terra, was as developed
as the Hegemony, and the Lyrans also had ample natural ra-
sources. There were hundreds of worlds that had not been fully
explored, let alone used up.

The Lyrans were also extremely skilled businessmen and
traders. Their trading vessels were common everywhere, and
many wealthy Lyran businessmen had connections to countless
industries throughout the League.

‘Thus. the Commonwealth was the Hegemony's most formi-
dable economic adversary. Throughout the period of peace that
came ta be known as the Good Years, it was the Commonwealth
that questioned the First Lord's plans, contasted the Hegemony's
continued reluctance to part with its advanced technology, and
challenged its dominance in the marketplace.

Because of their close rivalry, there was very little trade
between the two realms. The Commonwealth was not willing to
part with its raw resources unless the Hegemony shared its
restricted technology. Because that was unacceptable to the
Directors-General. trade between the realms was confined 1o
personal and entertainment items.

-
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The Draconis Combine ]

For a closed realm oftan at political odds with the Cameran
and the Hegemaony, the Draconis Combine was amazingly willing
iotrade. While its economy had much potenhial, it was weak. Many
Combing planets were technologically backward.

Because the Combing's natural resources were so plentiful,
iha Kurita family was happy to trade for sophisticated items to
mprave the underdeveloped sections of the realm. The Kuritas

d not want to appear too eager to buy Hegemony products, and
_omost of the Combine transactions were handled by intermedi-
aries. This practice was particularly useful when the Combine and
the Hegemony were feuding. The Combine continued to buy
Hegemony products even at the height of a crisis.

High on the Combine's list were factory robots and construc-
tion equipment, followed closely by ships and ship parts. In redurn,
the Combine sent the Hegemony metals and chermicals. Though
rrade with the Combine was sometimes risky, it was usually very
profitable. Realizing that the Hegemony and the Combine needed
each other. the Camerons never threatened to hait the trade in the
many political crises with House Kurita.

The Federated Suns _
The Terran Hegemony got along best with the Federated

Suns. The Davion family, without the industrial might of the
Commonwealth or the anti-Cameron bias of the Kuntas and
Liaos, approached the Hegemony as simple customers.

The econamy of the Federated Suns was similarto that of the
Dracenia Combine, with many backwater worlds. Because the
Cavions were so pleasant, the Camerons were often overly
courteous to the Federated Suns. Machinery bought from the
Hegemany arrived with advisers to install it and teach the buyers
how to use it. The Camerons even bent their restrictions on
advanced tlechnology and sometimes offered the Federated Suns
tems that were contraband for other realms,

in return, the Federated Suns sent the Terran Hegemaony
great shiploads of resources. By the end of the Good Years, the
Federated Suns was the Hegemony's largest source of raw
naterials. These cordial and lucrative relations continued until the
fall ot the Star League.

The Capellan Confederation

The Capellan Confederation and the Terran Hegem-
ony had a history of tensicns that began long before the
creation of the Star League. Any hopes for improvement
disappeared during the Reunificatign War. The Liaos did
not wantto fight the Periphery realms, with whom they did
considerable business. The Confederation reduced its
commitment to the SLDF and charged a fee for every soldier who
moved through the realm. The First Lord retaliated, but In ways
hidden by a veneer of courtesy and civility. After the war, the
tensions relaxed tempaorarily.

The Capellan Confederation was the poorest of the member
states. The realm's early history was dominated by the Liao
family's conquast of small domains. Politics and war left little
energy for development, leaving the Capellan Confederation with
only pockets of industrialized factory worlds.

Because ofthis, the Confederation was in no position to snub
Hegemony goods. Indeed, the Confederation was one of the-
Hegemony's best customers, especially for farming equipment
and other goods that helped make the most of Capellan re-
sources. However, the Capellans quietly grumbled about the high
cost of every purchase. If something broke down, the Liaos were
furious, claiming they were deliberately cheated. Exasperated
Hegemony merchants began privately calling Capellans "the
Complainers.” :

Because many of the Confederation planets had never been
mined, the only products available to the Hegemony were such
natural resources as food, timber, and meat animals.

The Free Worlds League

The Free Worlds League was a realm with well-developed
resources and a strong industrial base. Its businesses ran effi-
ciently and competed against Hegemony and Commonwealth
companies.

It was easier for the Hegemony to deal with the Free Worlds
League than with the Lyran Commonwealth. Despite their busi-
ness acumen, the Free Worlds leaders were not tough negotia-
tors, mainly because the Marik family was in constant flux.
Regional loyalties often superseded laws made by the Free
Waorlds government. Instead of dealing with one representative of
the Free Worlds League, Hegemaony companies received dozens
of visits from buyers representing each homeworld,

With so many trading delegations from the Free Worlds
League buying Hegemony products, some of them became
indebted to the Terran Hegemony. Five times during the Good
Years. the debts owed to the Hagemony by the FWL reached a
critical paint. The Hegemony tried to force the rulers of the Free
Worlds League to limit the number of its buyers. When that was
unsuccessful, the Terran Hegemany in 2729 cut off House Marik's
credit, sparking the Atreus Credit Crisis.

The Mariks thought that they could survive the crisis by
halting purchases of Hegemony machinery. As months became
years, however, the old machinery began to fail. Unable to buy
replacement parts, the Free Worlds League watched its economy
crumble.

in 2732, the Captain-General decided he had no choice but
torid his realm of debt by allowing the Hegemony 10 take whatever
raw resources it wanted, For a year, the Hegemony took ship-
loads away from the Free Worlds League.

After the Atreus Credit Crisis, the Free Worlds League used
rastraint in its purchase of Hegemony products. Hegemony
merchants found this trade chaatic and confusing, but profitable.
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The Periphery
The Hegemany did a greal deal of unfair business

with the Periphery Territories.. The Reunification War
placed the Periphery under Star League contral. The
Bureau of Star League Affairs ran its economy. For major

projects or purchases. the BSLA announced thenature of Y-y ——

the contract and then awarded it to the company with the

best bid. Hegemony companies always won the contracts. The
companies and governments of the other member states com-
plained bitterly, but they could not dispute the advantag& of the
Hegemany s advanced technology.

Onece they began to do business in the Periphery, Hegemaony
companies aasily prosperad and expanded. Though the BSLA
nad laws and rules to prevent exploitation of Periphery people and
resources, the rubble and blighted worlds of the war's aftermath
created a chaaotic trading chmate. There was no organized resis-
tance if a company charged too much or stripped too much of the
land’s resources.

Once the Council Lords removed all moral restraint, Hegem-
ony companies began stripping whole planets of their resources
and shupping them home without any prelense of paying. It was
not long betora the troops of Stefan Amans eliminated those
companies and the mountains of stolen raw materials lay unused
near destroyed factones on Hegemony worlds.

A VIEW FROM THE PERIPHERY

High-boron alloy, a metal similar to the aligned-
crystal steel used in BattleMech armor, was once
produced by the hundreds of tons per year in
several factories, including ones on Hesperus |1,
Ozawa, Geifar, New Delos, and Lambrecht. |t was
used in construction on planets with igh incidence
of seismic activity. including portions of the west
coast of the MNorth American continent, just a few
hundred kilometers from the Star League capitol. It
was also usead for government buildings throughout
the Hegemeny. and 1o a lesser extent, the other
Inner Sphere realms. High-boron alloy was part of
what made Castles Brian so strong.

The factorias that produced the alloy have all
been destroyed, in the coup by Stefan Amaris, in
General Kerensky's campaign to liberate the He-
gemaony, and in the Succession Wars, The small
surplus from the factories was used long ago for
fortifications. Though the technology to produce
high-boron alloy still exists, it would be very expen-
sive to set up the factory and retrieve the new
materials. The House leaders would not hesitate to
allocate those resources to BattieMech manufac-
ture, but construction materials have a much lower
pricrity.

High-boron alloy is especially valued for its
heat conductivity, tensile strength, toughness, and
rigidity. In the hands of a good architect, it is also
one of the most beauhful of building materials. It
also s very durable.

—From The FPrice of Independence, by An-
tonia Ximenez de Katsuhira, Alliance Press, Al-
pheratz, 3020

CERES METALS

Headquarters: Sao Paulo, Brazil, Terra

Regional Offices: Capella, Coventry, Ward, Kimball Il

Ruling Families: Kimball family of Terra; Igota family of Thnnn
Business Profile:

Ceares Metals was formed on Terra in 2322, when business
leaders were beginning 1o realize the problems created by space
travel and the profits it promised. At first, Ceres was exclusively
concernad with mining rare metals and chemicals from nearby
worlds like Mars and Venus, but the exodus of people from Terra
offered the small company even greater opportunities in star
systems far from Terra and Sol.

Under the leadership of the Kimballs and Igotas, the com-
pany ventured to the colonies and diversified. By the time the Star
L eague was formed, Ceres Metal had established itself as a major
manufacturer of JumpShips, DropShips, precision instruments,
and military hardware. Its factories were scattered throughout the
Hegemony and meamber states.

Ceres Metals made its biggest profits in lrade. Ceres Jump-
Ships, carrying huge cargo DropShips, established many major
trade routes that are still used. The company soon became
extremely large and vital to many worlds. The biggest complaint
lodged against Ceres was from the ruling families of member
states, who charged that changes in JumpShip routes interfered
in the politics of their realms.

Ceres Metals was one of the few Hegemony companies that
survived the fall of the Star League and the Succession Wars. The
core of its industrial might, its factories and shipyards inside the -
Hegemony, along with its headquarters, were last in the fighting,
but it still operates hundreds of mining, refining, and manufactur-
ing operations.

HEAVY INDUSTRIES

DI TRON HEAVY INDUSTRIES
Headquarters: Tokyo, Japan, Terra
Regional Offices: New Earth, Sirius, Zebebelgenubi
Ruling Family: Toshimotos of Terra

Business Profile:
In 2203, lyeasu Toshimoto unified 20 major Japanese indus-

iries, creating Di Tron Heavy Industries.

At first, the new company focused on grabbing a large share
of the construction market in the Hegemony. Its subsidiaries built
cities and military bases for the government. After the creation of
the Star League, Di Tron expanded and diversified. Di Tron
Shipbuilders was created, and soon ten shipyards were building
quality spacecraft for the civilian and military markets.

. |




The Toshimato family did not get along very well with

she Kunta family of the Draconis Combine. This became

obvious from the limited, and often dirty, business deal-
gs between the two. Why the two families did not get

~_ongis uncertain, butapparently one family had offended

:he other in the latter half of the 23rd century.

west of D Tron Heavy Industnes died with the Star

League Only one shipyardinthe Lyran Commenwealth survived
1 pperates under the name loto Industries, manutacturing Drop-
ships for that realm.

ULSOP ROBOTICS
Headquarters: Gray Valley City, Zebebelgenubi
Regional Offices: Terra, Murchison, Tharkad
Ruling Family: None. elected Chief Executive Officer
Business Profile:
Once a subsidiary of the leng-forgotten International Busi-

ness Machines, Ulsop Robotics broke with its parent company in

387 and grew to become the Star League's major manufacturer
Jt advanced robotic devices.

Ulsop made most ot its money designing and building assem-
biy-line robots, The quality of these machines, which often ran for
decades withaut repair. was unguestioned, and served to make
Jisop officials like saints to governments, which cited them as
examples to other manufacturers. The quality of Ulsop factory
robots and their total reliability allowed the company to branch out
into other areas where robots could be useful.

Ulsop's first experiment was the Bright Star Automated Scout
JumpShip. Built in 2545, the ship had an extremely sophisticated
compuler that was designed to map stars and planets in an
unexplored region. To test its capabilties, the ship was launched
from above Ozawa to map the surrounding star systems. The ship
promptly malfunctioned and began 1o leave the Hagemony. Iis
designers could not regain control, and it was last seen above
Mew Samarkand.

Llisop had other. more successful, experimental projects.
One was its Guardian senes of automated security guards.
Ranging from the tank-like Giant Guardian. to the vaguely human-
oid Swift Guardian, these robots became standard equipment at
high-secunity-conscious facteries. Ulsop's efforts to build a com-
oal robot failed ; trained soldiers could always outperform it

First Lord Jonathan Cameron looked to Ulsop 1o build key
sections of his Space Defense Systems. Ulsop designed the
artificial intelligence of the SDS ground bases.

Very little of Ulsop Robaotics survived the coup by Stefan

- Amans and the wars that followed. What did survive was laken
ver by the Lyran Commenwealth.
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DUKEMPIC FOODS N ——
Headquarters: New Leningrad, Keid

Regional Offices: Terra, Venus, New Home. Terra Firma
Ruling Family: None. elected Chief Executive Officer
Business Profile:

Dukempic Foods was famous throughout the Star League for
axotic foods. Company representatives visited every planet with
indigenous lifeforms searching for a new plant or animal for new
fad foods.

To make sure its products were safe. Dukempic Foods had
an extensive exobiclogy department. The department's main
laboratories, near the company headquariers, were massive,
well-equipped. and second only to the research facilities of the
member states, which often came to them for assistance.

The company found that it could earn quite a bit of extra
monay, as well as speed its analysis of lifeforms, if it allowed the
public to use the temporary exobiology research stations it had
eslablished on colony worlds. The company also earned exira
money by analyzing alien creatures the public brought in. Many of
the company's best-selling food items were found this way.

Archaeologists stumbled upon the duplicate records of
Dukempic Foods in the late 29th century. It had been assumed
that all of Dukempic Foods had been lost in the collapse of the Star
League. The duplicate records, found in the mountains of Terra

. Firma, helped provide food sources for marginal worlds.

MITCHELL
VEHICLES

INTERSTELLAR

MITCHELL VEHICLES INTERSTELLAR
Headquarters: GreenVale City, Graham IV
Reglonal Offices: Mars, Venus, New Earth. Sirius
Ruling Family: Mitchell family of Graham IV
Business Profile:

Mitchell Vehicles was an industrial giant from its inception. It
formed in 2108 when three major North American automaobile
manufacturers joined forces. By the time the Star League began,
the company was manufacturing JumpShips, DropShips, and all
types of ground and air vehicles. It also had huge contracts with
the Hegemony Armed Forces for warships and military vehicles.
During the Good Years, the company had more than 200 factories

and shipyards in the Hegemaony.
For most of its history, Milchell Vehicles Interstellar was

remarkably patriotic. ts executives believed strongly in the rules
and regulations of the Hegemaony government and were never
accused of selling a banned item to a foreign realm. It built no
factories outside the Hegemony.

The Amaris coup and the collapse of the Star League
obliterated the company. Almost nothing remains of Mitchell
Vehicles except the ruins of a few factories that have long since
been picked clean.
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MEDICAL TECHNOLOGIES

QUO MEDICAL TECHNOLOGIES

Headquarters: London, Terra

Regional Offices: Tharkad, Atreus, Sian, New Avalon, Luthien
Ruling Family: Jasper family of Terra

Business Profile:

Quo Medical was the largest manufacturer of medical equip-
ment and one of the largest pharmaceutical companies in the Star
League.

Quo Medical always had an uneasy relationship with the
government of the Terran Hegemony because of a long dispute
over whether the company was registered in the Hegemony orthe
Lyran Commonwealth. The company claimed that its offices on
Tharkad opened one day before its headquarters in London, and
s0 Quo Medical was a Commonwealth company. The Hegemaony
government disputed this claim. The argument was imporiant
becausa the Cameron family wanted Quo Medical products and
equipment on its Official List of Sensitive and Secret Technolo-
gies. The battle was unsetiled for three centuries, until the
company finally won in Star League courts.

Same records, such as blueprints of medical machinery and
the chemical diagrams of medicines. survived the downfall, but
the technology required to build them is long forgotten.

— | —
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HOLDEN PLANETARY ENGINEERS
Headquarters: Cirus Crater. Mars

Regional Offices: Terra, Venus, Sirius. Caph

Ruling Family: None, elected Chief Exacutive Officer
Business Profile:

The terraforming of worlds was an extremely profitable
business during the Good Years, and many companies jumpedin
lo take advantage. Holden Planetary Engineers was by far the
largest.

Holden was originally a part of the Hegemony government
until 2408, when the Hegemony High Court declared that the
government was restraining trade by doing all its own terraforming
projects. The BSLA's Habitability Department, run by David
Holden, was privatized and grew quickly. By the time of the Star
League's collapse, Holden had performed more than 300 ter-
rafarming projects. It manufactured such equipment as oxygen
tactories and storm inhibitors. It also bred microbes and plants
that aided the terrafarming process.

Mot much was left of the company after the coup by Stefan
Amaris. The tidbits of information about the terraforming process
that scientists have today came from the ruins of the Holden
Planetary Engineers headquarters.

DUTALLA DREVERS: TRADER

After a five-year stint in the SLDF, frugal MechWarnor
Dutalla Drevers had saved a sizable sum. She used it to buy
a Griffin BattleMech from the government. a privilege granted
to MechWarriors who have served the SLDF faithfully.

She then looked for a job as a guard for a noble family,
but instead found Nichalas Cystrosos, the owner of a private
merchant vessel in an area of the Periphery where she had
been slationed. He specialized in trading among the lawless
frontier worlds on the far side of the Periphery Terntones.
Recent losses to pirates made him realize that he needed a
way to protect his property and to “persuade” some of his
more reluctant customers to pay their debts.

For the first years of their partnership, Drevers was
content to sit in her ‘Mech to protect the trading that went on
around her. As time wore on, she became convinced that she
could do well as a trader, too. Intrigued by Drevers' confi-
dence and ideas, Nicholas Cystrosos decided to let her try.

She made bags out of cargo nets so that she could carry
large items across the back of her 'Mech. She also modified
her ‘Mech by adding compartments 1o its legs for carrying
more goods. This was connected to a sophisticated money-
tefler system that could receive paymants and dispense
goods with Drevers still in her "Mach.

When she did not have to guard the ship, Drevers, with
the blessings of her boss, loaded up her sacks with goods
and walked 1o towns and villages that were too isolated by
bad terrain for other traders to reach. She was often gone for
weeks at a time, returning only when she had sold everything
or when it was time for her ship to leave.

She walked up the main street of a village, broadcasting
over her 'Mech's speaker system that she was just a trader
and not hostile. As she waited in the town sguare people cau-
liously approached the massive, armored traveling sales-
man.
Drevers quickly realized that Star Dollars were in shor
supply on the frontier, and $o she learned to barter and trade
tor goods. She traded portable water-purification systems for
gold, hand-held communicators for rough Derrelic Quartz,
and porable holosets for Carpathian goats.

With her bags of merchandise and money, Drevers
became the target for every adventurous robber on frontier
worlds. She could usually scare off all but the moslt persistent
attackers with her weaponry, but on len occasions, she was
forced to battle other 'Mechs. Of the ten encounters, Drevers
won six, in two her cargo was destroyed and her cargo was
damaged in four, in spite of the severe disadvantage of car-
rying extra weight.

The profitability of the trade outweighed the loss of the
ather four cargoes. Her career as a 'Mech Trader lasted 20
years. Drevers became a legend along the frontier. Other
warriors adopted her way of making a living, but none was as
successiul, When she was 50, Drevers retired with a sizable
fortune to Sabik, where she spent the rest of her life traveling

across that hellish planet's surface in her "Mech.
—From Sketches of Famous Frontier Figures, by To-
sant “Tex" Abrams, FarAway Press, 2787
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IRASAKI

COMPUTERS COLLECTIVE

NIRASAKI COMPUTERS COLLECTIVE
Headquarters: The Blug Heron Commune, Nirasaki
Regional Offices: Terra, New Earth, Caph

Ruling Family: None, communally controlled
Business Profile:

The Nirasaki Computers Collective, a unique force in the Star
League computer industry, was founded in 2599, when three
students from the College of Talitha decided to form their own
company. Their "Scientific Commune” quickly rose to become an
innavative leader in the design of computer syslems.

The company was built on the principles of communal
responsibility, a corporate style with no real leaders. Though this
made the company rather chaotic, it encouraged the workers'
crealivity. Their innovative computer designs were the most
sophisticated in the Hegemaony. Most of the NCC's products were
for the HAF, but the company's personal computers, Blue Lotus
PCs, were axtremely popular with Hegemony citizens.
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KRESTER'S SHIP CONSTRUCTION
Headquarters: Station Alpha, orbiting Terra
Regional Offices: Keid, Thorin, Terra Firma, Yoni
Ruling Family: Kraster family of Terra

Business Profile:

Krester's Ship Construction was one of the Hegemony's
largest shipbuilders. During the height of the Star League, the
company had more than 30 shipyards, six of them oculside the
Hegemony.

When the company was planning its major designs, the huge
Behemoth and Mammoth DropShips, the government had as-
sured them that nothing would prevent sales outside the Hegem-
any. When the first prototypes made their maiden flights in 2658,
however, the government reversed its decision and slapped both
ships on the advanced-technology blackhist. The company could
sellits new ships anly in the Hegemony. This unexpecled dedision
caused extreme financial hardship because the company had
been counting on foreign sales to recoup its huge development
Costs.

In 2650, the two prototypes were stoien from their moorings
above Keid by two crews from an unmarked JumpShip. Once the
JumpShip with its hijacked DropShips was in the Lyran Common-
wealth, they were auctioned off to the highest bidder, who took
them and disappeared. The Hegemany government, certain that
a foreign shipbuilder would develop two new DropShips resem-
ling the hijacked ships, finally allowed Krester 1o sell the Mam-
Joth and Behemoth to foreign customers.

Some officials thought Krester engineered the hijacking to
oress the Hegemony to relent. If the Camerons believed that, they
never let on, Krester continued to be a major manufacturer of
ships for the Star League Defense Forces.

NEW EARTH TRADING COMPANY
Headquarters: Meridith, New Earth

Regional Offices: Terra, Sirius, Caph, Altair
Ruling Family: Newcombe family of New Earth
Business Profila:

The New Earth Trading Company may have been the first
interstellar trading company. How it lsarned to profit from the
chaotic exodus of people leaving Terra for distant colonies during
the 22nd century became a pattern for other trading companies.

The company was quick to diversify when the wave of
colonisis from Terra became a trickle. One of the company's many
new interests was robotics. From the two major NETC research
centers, one near the corporate headquarters on New Earth and
the other near Sydney, Australia, Terra, came major technologi-
cal advances. .

Competition between the NETC and other robotics compa-
nies, such as Ulsop Robotics, was often fierce. In order to
compete, NETC often bent the rules, particularly the laws govern-
Ing the export of high-technology items. Hardly a decade passed
without a new accusation that the NETC violated trade laws.
Along with the frequent firings and fines, this created an outlaw
image, which the company used advantageously in its advertis-
ing. especially in other realms,

Despite questions about its trustworthiness, the NETC re-
ceived contracts to design and build major components of the
Space Defense Systems. The company also won the challenging
task of designing artificial intelligence programs for automated
warships. They responded by developing the first "mental map” of
a human's brain, that of Admiral Kinru Dvarahal. a noted tactician
whose fighting abilities became institutionalized far into the future.
With the NETC's artificial imelligence, the drone warships fought
with all of Admiral Dvarahal's cleverness and skill against the
ships of General Kerensky.

The New Earth Trading Company survived the fall of the Star
League and the wars that followed. However, most of the com-
pany's high-technology subsidiaries were destroyed, forcing the
firm back to trading, its original strength.

STRENGTHS AND WEAKNESSES

To say that the economy of the Terran Hegemony was the
most robust ever seen is an understatement, The average income
of a person employed by a modest Hegemony company was
aboutten times what itis today, Coupled with the staggering array
of consumer goods available in the Hegemeony, life during the Star
League seems [ike a little bit of heaven,

The Hegemony economy did have weaknesses, the most
damaging being the lack of raw materials and the need to protect
its technological advantage. Perhaps the Cameron family's great-
est challenge was balancing the needs of the Hegemony econ-
omy with those of the Star League. They created a single
economy among the six member states that was based on the
Hegemony's superior industries but that allowed the Hegemony
companies to maintain their technological superiority. It was a
system that worked well and that formed the foundation of a
peacetul and prosperous Star League.




SOCIETY

The society of the Terran Hagemony was once characterized
as being "a noisy, argumentative harmony." The people of the
Hegemany prized frank and open discussions just as deeply as
they valued cooperation and negotiations. This brief chapter
describes how these conflicting qualities, combined with a broad
and intensive education, made the people of the Terran Hegem-
ony the core and model upan which the Star League was based.

RELIGION

It was once believed that religion and science weara mutual
adversaries that could not peacefully coexist. During the Terran
Hegemony's era of greatest scientific achievements, however,
church attendance was the highest it had been in centuries.

The pecple of the Hegemony were remarkably religious.
Religious writings of the period were laced with references to
everyone's duty to honor ideas, arts, discoveries, and everything
glse that came from Terra, the Cradle of Humanity. Everyone in
the Hegemony took his obligations seriously.

All of the ancient religions, including Roman Catholicism,
Judaism, Buddhism, and |slam, had large and devoted followings
i the Hegemony. Newer religions, especially those born on other
waorlds, were basically scorned.

The major religions coexisted peacefully in the Hegemony.
Visitors would have been struck by the sight of churchas, syna-
gogues, and mosques clustered logether in a beautiful park or on
a picturesgue hillside.

Aeligious intolerance was extremely rare and was usually
confined to sparsely populated worlds. When it did occur. inter-
faith organizations tried to end the discord through teaching.
Sanctions, such as excommunications, were levied against
people who persisted in hateful behavior against those of a
different faith, These measures usually worked, but the Buddhist-
Hindu riots in the Thorin city of Ramallah in 2711 showed that
these efforts were sometimes insufficient,

All of the old religions had their headquarters on Terra. Each
had its own bureaucracy and kept its own records of births,
deaths, marrniages, and religious ranking.

The forces of Stefan Amaris were very cruel to all religions
during the coup. The massacre of the Pope and cardinals of the
Roman Catholic Church and the entombment of the Islamic
leaders in Mecca were two of many atrocities carried oul by the
soldiers of Stefan Amaris, who seemed to have a virulent hatred
for any religion. Throughout the Hegemaony, synagogues,
churches, and temples were destroyed or desecrated, and valu-
able records were either stolen or destroyed.

Though the religions survive today, their grandeur of the
Good Years is gone. Ruins of the desecraled houses of worship
still haunt many cities on the worlds around Terra. People living
nearby shun them, claiming that the ghosts of the murdered visit
the crumbling walls.

EDUCATION

Education was always considered vital to the survival of the
Terran Hegemony and the Star League. Executive Order 4,
issued by First Lord lan Cameron in 2572, was a series of laws and
suggestions seeking to unite the educational systems of the
member states. It did so by offering a group of courses "aimed at
promoting unity and peace by enlightening our young men and
women about the other states that make up this noble experiment
called the Star League.”

The curriculum began with the youngest child, with approved
picture books and stories about the lives of children in other
member states. As the child grew older, he received books about
the other member states and the Star League. The curriculum
was completed at League universities that required all students to
take special courses about the Star League and its member
states. Hegemony teachers and authors, and even members of
the Cameran family, wrote the teaching materials.

The First Lord had no legal power to alter a domain’s internal
structura, and so the Executive Order was mostly voluntary. Four
of the five member states adopted the Universal Curriculum; only
the Draconis Combine flatly refused. Though many of the schools
altered the curriculum later, the original emphasis on peaceful
coexistence and diplomacy remained influential.

Inthe Terran Hegemony . the average citizen had 14 years of
education, which usually began at age five and ended with
graduation from a three-year college and a Bachelor's degree in
a chosen field. This was two years more than the average citizen
recaived in other member states and three years more thanin the
Periphery. The average Hegemony citizen would be considerad
a near-genius today in our era of bombed-out schools and
devastating lack of knowledge.

There were many reasons why Hegemony citizens were so
well-educated. From their first day of school, they were exposed
to computers, and by the time they graduated from college, they
were skillad computer operators, no matter what their profession.
The Camerons also honored teachers, making the profession
highly respected by the rest of society. Teachers in the Hagemony
had unigue incentives; they received bonuses whenever one of
their former students completed a grade with honors.



The Golden Ten Universities were built in the Terran
“iggemony during the 2580s. They represented the pin-
. icle of the Cameron family's education goals. Scholar-
ships to those universities were given to students from all
over the League and were based solely on grades. Other
things. such as titles or ability 10 pay luition, were nol
factors. Graduates usually went on to become important mem-
bers of the Star League bureaucratic and diplomatic corps.
University of Thorin

This university was nestled in the dark forests of Thorin's
northern continent. The focus was on economics. The university
was severely damaged dunng the Amaris coup and was later
abandoned. The torest has taken over the deserted campus.
Caph Institute of Technology

CIT specialized in the study of the natural sciences, particu-
|larty paleontology and chemistry. 1t was built atop a high il and
surrounded by an electronic barner system to keep the planet's
jerrible lizards from entering. The university was gutted by the
torces of Stefan Amans, Caphwas the scene of bitter fighting after
the fail of the Star League. leaving the campus in ruins and the
lizards extinct.

Universities of the Puget Sound States

This was a group of five universities and colleges near the
Court of the Star League on Terra, The viclence ot the Amaris
coup and the savagery of the conguering Repu blicans destroyed
shree of the universities. The remaiming two were used by the
Amaris forces as receiving points for the information they took
from other Hegemony colleges. During the liberation of Terra, one
of the remaining schoaols, Pacific Lutheran University, was de-

troyed The remaining college, the University of Washington,
nd its vast booty of stolen information, survived the war. Most of
the information in its extensive computer system was wiped clean
ane week before General Kerensky and his soldiers began their
Exodus. The lttle infarmation that survived is still available.
Academies of Keid

These were thrae separate colleges: the Jugens College of
Metallurgy . the Deborah Cameron College of Diplomatic Studies,
and the Simon DeFrey College of Ecenomics. All three schools
had high standards, and graduales usually became praminent in
Ihair fisids. The Republicans destroyed all three. The Amaris
forces did not know that an annex to the A of K existed on the
opposite side of the planet. It survived untouched and became a
vital source of information for future generations.

University of Mars

This university's specialty was journalism. Its students pub-
lished the Martian Times, an influential newspaper sold through-
out the Hegemony, and produced a holonews program. its
leachers and students were murderad by Republican trocps for
refusing to publish propaganda for Emperor Stefan Amans.
vajuable historical information has been recovered from the ruins
of this university.

MNew Earth University

This university concentrated on the care and running of
commercial spaceships. Because aof this, the university was
divided into two campuses. A large space station served as the
university's JumpShip and DropShip training center, and the
second campus was an academic center. Neither school su rvived

he forces of the Rim Worlds Republic.

James McKenna University

This university in the Terran city of Glasgow was de-
voted o foreign relations. Its students joined the Star
League diplomatic corps if they graduated with high
marks. The university was first defaced by Rim Worlds
torces, then destroyed during the battles to liberate Terra.
Little was recovered from the rubble.
College of Talitha

Design studies were the specialization of the College of
Talitha. Its students learmed how to design everything from
personal hygiene devices to JumpShips. There were close lies
between this college and Hegemony Research and Development
Canters. The Amans forces were quick to search through its
records and secret projects. They left little behind. Today the
college stands abandoned.
University of Lambrecht

This university focused on the hard sciences, such as phys-
ics and astronomy. It was destroyed during the fight to iberate the
planat from the Republicans. Inteligence agents have recently
turned up information that the school's faculty may have hidden
their notes and compuler memaory on secret projects.
Addicks University

This university was devoted to training teachers and profes-
sors. Toprovide a realistic training environment, Addicks ran five
ather schaols in which teacher trainees could develop their skills
with real students. Mothing remains.




ARTS

What was created during the golden years of Star
League art went far beyond anything that came before or
since. Artforms were created, like Laser Performance Ar
or Cryogenic Air Sculptures, which totally disappeared
ance the League collapsed and the Succession Wars
began.

What remains of art from the Star League is now
scattered throughout the Inner Sphere. For many, the fall of the
Star League is mourned, not only for the loss of technology or of
a peaceful existence, but for the works of art that were trampled
beneath the boots of war.

The incredibly sophisticated technology of the Ter-
ran Hegemony made it a worker's paradise. With 90
percent of the population well-versed in advanced com-
outer skills, job training usually meant simply acquainting
the trainee with a new computer program. People with
mechanical skills, thase who could disassemble machines or fix
computers, were highly prized and could command top wages.
The pay was high, and the workplace usually cungsmal and
relaxed. The work week averaged 35 hours on industrialized

worlds.

When not working, people in the Hegemony had a
huge media industry for entertainment. Hundreds of
channels were available on the holg-entertainment sets.
which, though luxury items today, were found in every
Hegemeny household in the Star-League era. People
also had easy access to live entertainment. Every city
had archestras and musical groups of all types.
Theaters were common, and many roupes
toured the Star League.

Art and artists were highly respected. In
a realm where most jobs consisted of
pushing buttons, those who survived on
their creativity were considered a cut
above the average person. The an-
cient tradition of patronage, in which
the rich and nobles supported a strug-
gling artist, was revived during the
early years of the Star League. Freed
of their financial worries, the artists
blossomed in a way that made the
Good Years of the Star League com-
parable to the ltalian Renaissance of
the 15th and 16th centuries. To house
the books, paintings, sculptures, and
to stage the performances, countless
linraries. museums, and theaters were
buiit,

The Hegemony Library on Thonn was
the largest library ever built. Just outside Ecol
City, it was constantly expanded until it filled more
than 100 buildings clustered around the huge domed
Central Library. The proud people of Thorin boasted
that it contained a copy of every published book.
Though that claim may not be true, the library was a
mind-boggling warehouse of information. During the
coup, the Second Amaris Dragoons set it on fire. That
single act of wanton viclence, consuming every build-
ing of the Hegemony Library, set mankind back hun-
dreds of years.

Under the fist of Emperor Stefan Amaris, other
maijor libraries and museums suffered similar fates.
Those not destroyed were looted and defaced. Afew
survived. The Museum of Ancient Art an Caph, the
Library of Star League Peace, and the Institute of the
Arts on MNorthwind were the three most important
survivors. Even they were damaged by the First and
Second Succession Wars.



LASER SCULPTURE

In ancient Japan, the Emperar proclaimed
craftsmen who kept specialized skills alive to be
iving natural treasures. Artisans from samurai-
sword makers to kabuki actors were so honared.

One of the odder bits of irrational tyranny
perpetrated by Hohiro Kunta in the late 30th century was
rescinding this status for laser sculptors. |t seems that
the greatest of these artists/artisans. who used precision
settings on high-lech instruments to create laser sculp-
tures of amazing purity cut of any number of matenals.
was a man named Matsuo Biswas, who made impas-
sioned sculptures in praise of paace. The Star League
had bean his best customer, using his works to adorn
government buildings throughoutthe Terran Hegemony
and the rest of the Inner Sphere, though rich patrons
were to be found in all six major houses.

Hohiro Kurita disapproved of peace. Despite the
fact that Biswas was two centuries dead by the time
Kurita made his judgment on Biswas' art, he was ban-
ished from the Draconis Combing; though he left no
heirs, having been a lifelong bachelor. his progeny wera
algo banished. All artists working in the medium were
ordered to cease and desist immediately.

The Draconis Combine was the only realm that sub-
sidized the immensely expensive process of laser sculp-
ture. Since the beginning of the Succession Wars, no
artist has had the means of working in this medium.

—From Hohiro Kurita: A Biography, by Joan Trait.
Investigations Press, Celeano, 3002

SOCIETAL PROBLEMS

Despite the seemingly idyllic nature of Terran Hegemany
society during the Star League era, there were prablems. One of
tha worst was the conflict between urban and rural communities,
By 2700, more than 83 percent of the population was employed
n the cities. and most of the rest were in the country on the
ranches and farms. Though one might expect the city dwellers 1o
look down on the farmers, the situation was quite the opposite.
The farmers felt superior. that working in the sun, tailing and
sweating (even though maost farms were as automated as facto-
ries) made them better than the urban button-pushers. The
tarmers, wearing their tans like medals, ordered city people anoul.

Though this aftitude was never carried beyond fistfights
there were times when aggressive farmers refused to sell food 1o
the cities. The usual result of these farmer strikes was that the city
want hungry for a few days and the farmer lost money. On some
worlds, the problem became chronic.

Thera were similar conflicts between the newly nch and those
who had inherited their weaith, between space-goers and lanc-
huggers, and between civilians and career military personnel. All
of this was generally on the level of snubs and slights, however.

nd rarely was someane’s Iife or property endangered

STRENGTHS AND WEAKNESSES

The society of the Terran Hegemony had many
strengths: its monetary wealth kept ppverty loa Minimurm;
everyone was highly educated; and religion, the ars, and
political ditferences were protected and encouraged.
There is very little to fault, aside from a certain pettinass
among the classes,

The other realms, though admiring this harmony, did little 1o
imitate it. Aside from altering their education programs to suit the
Universal Curriculum and from copying fashions and art, the
ruling families of the five Inner Sphere realms made little effort 10
change their societies.

Perhaps the Terran Hegemony's greatest societal weakness
was ils inability to transfer its philosophy to the other member

slates.




ATLAS OF THE
TERRAN HEGEMONY

The Terran Hegemony was the heart and soul of the Star
League. It provided the Star League with its leaders, its science,
and its culture, The Hegemany was by far the League’s smallest
member state, occupying only 105 worlds clustered around its
capital, Terra.

At the height of the Star League, the Terran Hegemony also
had influence over an additional 72 worlds. It got footholds on
many of these planets in elaborate business treaties with neigh-
boring realms. The Hegemony gained a praesence on shill more in
its diplomatic efforts to settle disputes over contested worlds. The
Hegemony stepped in and managed the planet's affairs, dividing
the profits with the realms disputing the claims.

This atlas examines 18 worlds of the Terran Hegemony.
Aside from giving the usual pertinent data about star type and
system description, the atlas briefly tells what a planet was like
during the glory days of the Star League, contrasted 1o what it is
today. It also telis the present ownership of a planet and describes
any discoverias of Star League technology made there. This atlas
then lists the other worlds of the Terran Hegemony, the worlds it
jointly owned with its neighbors, and the contested worlds it was
asked to administer.

If there is a working recharge station at one or both of a
system’s jump points, then the entry will list Zenith and/or Nadirto
indicate at which jump paint the station is located. Percentage and
Level of Native Lifeis arough estimate of how much of the warld's
plant and animal life is indigenous, as wall as stating the highast
level of development reached by its fauna.

World Name: Bryant

Star Type: F5IV

Position in System: 4

Time to Jump Paint: 15 days

Recharging Station: Nadir

Prasent Affiliation: Capellan Confederation

Population: 23,500,000 during Star League, 63,000 today
Percentage and Level of Native Life: 40%, Mammal

Colonial Resources, the Hegemony department assigned to
arrange and coordinate expeditions to new worlds, made the
planet Bryant seem enticing. It told of chemical and metal re-
sources, fertile soils, and deep seas. Many men and women, lured
Dy the glowing reports, lined up to join expeditions to Bryant. What
had gone unmentioned in the accounts was that Byrant had a
harsh climate that lashed most of the planet's surface with storms
and winds approaching 300 kilometers per hour. For the first two
centuries, colonization was confined to the planet’s polar regions,
where the men and women lived a cold. but quiet, existance.

In 2478, the Terran Hegemony put the first Storm Inhibitor
into geasynchronous orbit around Bryant. The Storm Inhibitor is
a reflector that is aimed at clouds gathering above a planet's
oceans. The concentrated heat on the clouds did not prevent
storms but lessened their severity. The change in the weather
soon allowed colonists to begin settling the temperate regions of
the planet.

Once the colonists could begin farming the warmer lands,
Bryant became an important agricultural center for the Hegem-
ony. Many of the planet's indigenous lifeforms, such as the
Crowley Lizard Cow and the Jewel Bass, became delicacies.
Tourism became important to Byrant’s economy because of the
planat's many beaches,

Then came the forces of Stefan Amans, Republican pilots
used the Storm Inhibitors for target practice. The remaining
Inhibitors became the final strongholds of the SLDF. The soldiers
died like insects beneath a magnifying glass. With the Storm
Inhibitors gone, the planet's climate has once again become
stormy

The planet's population has been moving back toward the
poles because of the worsening weather. They leave behind
abandoned cities, which valiant ComStar researchers have been
risking their lives to search for Star League artifacts.



World Name: Caph
Star Type: GV
Position in System: 3

1e to Jump Point: 7 days
rnecharging Station: None
Present Atffiliation: Federated Suns
Population: 3,000,000.000 during Star League
1.000.000,000 today
Percentage and Level of Native Life: 20%. Reptile

Caph was a difficult world to inhatut at irst because its native
ifeforms were so ferocious. Caph's evolution was at a time of
terriple lizards. Though this provided scientists with opportunities
tg learn haw life must have been an Terra during the age of the
dingsaurs, colonists wera not happy 1o be coexisting with carmi-
yores bigger than houses. An electronic barner system eve ntually
was devised that made life more bearable. Much of the original
design work for BattleMechs was done at the famous Caph
Institute of Technology, inspired in part by a desire to make Caph
more hospitable. Several early 'Mechs were stationed on Gaphta
kil dinasaurs that broke through the electronic barriers.

Dunng the Amaris accupaticn. the Hepublican trocps, in
addition to their usual atrocities, removed the dinosaur barriers
argund the cites. The huge reptiles terronzed the planet's popu-
ation tor several years.

Though Caph became a center tor advanced engineering
research, chemicals are what first attracted colonists and indus
ries. Several important chemical companies, including WOD
interstellar and Pfizzler Chemicals, along with a major drug
company, DB Bowins Pharmaceuticals, established major facto-

‘a5 gn the planet. Caph Institute of Technology. one of the
xgemony's mast prestigious universiies, was built outside New
Brunnal, the capital of Caph, in 2309,

The Caph Institute of Technology was gutted, and then
aurned ta the ground by the Rim Worlds troops. Use of chemical
hiclogical weapons during the Succession Wars wiped out the
dinosaurs. The search for Star League technology has revealed
little of interest in the ruins of the university. Recently discovered
documents. however. imply that there are several research sta-
lions in the deep jungle of the planet's Steam continent,

World Name: Carver V

Star Type: KOV

Position in System: 5

Time to Jump Point: & days
Recharging Station: Zenith
Present Affiliation: Capellan Contederation
Population: 119.580.000 durning Star League.
130,000,000 taday

Percentage and Level of Native Life: 30%:, Reptile

More than 85 percent of Carver V's surface is coverad by
pale-blue seas, making it an important source of walter for drier
Hegemony worlds. The planet's many aquatc ifeforms, the large
ocean-going reptiles called Crocales being the most spectacular,
wera s00n exploited by colonists, Crocales were hunted for their
hides. which made an iridescent green leather much loved by the
rich of the Star League.

The Hegemony government built fortifications on Carver
because it bordered the Capellan Confederation, a realm that was
naot a trusted neighbor. The nature of the planet made the
construction of the usual Castles Brian impractical. in 2402,
construction began on the Quantico Marine Fortification around
the planet's largest island.

The: first line of defense in this unusual fortress was an
extensive series of weapon towers surrounding the island. Look-
ing like the teeth of some gaping mouth, each lower was topped
with at least one weapons turret to shoot down approaching ships
ar aircraft. Each tower was connected to Quantico by tunnels. The
island itself, with its mountains and lush tropical life, had two major
spaceports, El Toro and Baku. it also had several fortified naval
bases to launch submarines and other vessels.

When the Star League was formed, Quantico was chosen to
he the administrative and training center of the Star League
Marine Corps. Camp Pendleton, just outside Bellacqu, the
planet's largest city, became the SLMC headquarters. A small
island next to Quantico was renamed Parris Island and turned into
a massive boot camp.

Troops of the Rim Worlds Republic launched one of their
maost relentless attacks to take Quantico. The tenacious defense
by the three CAAN regiments became one of the most stirfing
stories to come out of the dark days of the Civil War. Attar
destroying Republican forces stationed with them on the island,
the Marines fought off repeated assaults by Republican forces.
For the next six years, the Amaris forces threw themselves at the
Marines, only to be pushed back inlo the sea.

Just when the Marines' parts and supplies were running low,
the Third Regimental Combat Team, the Endani Light Horse,
tought through Republican forces to bring the Marines aquipment.
With new supplies, the Marines held Quantico until they were
relieved by General Kerensky in 2773

Today, very little remains of the fortification. What was laft
after the years of fighting was stripped away before the Exodus by
General Kerensky's forces, leaving empty towers jutting out of the
water around the island.




World Name: Dieron
Star Type: G3V
Position in System: 4

Time to Jump Point: 9 days

Recharging Station: Both

Present Affiliation: Draconis Combine

Population: 2 398,000,000 during Star League;
5,284,000.000 today

Percentage and Level of Native Life: 35%, Amphibian

Settled during the onginal Exedus of the 22nd century,
Dieron was one of the most highly developed waorlds, both
culturally and industrially. during the Star League. It was an
administrative center far the BSLA and capital of the Draconis
Combine Military Region. In this function, it was also the head-
quarters for the Fourteenth Army and a major electronics center
for the Regular Army. Though the planet survived the coup by
Stefan Amaris intact, it was severely damaged in General Ker-
ensky's campaign to liberate the Hegemony. The Regular Army
stripped the few remaining buildings before leaving the Inner
sphere.

Since the collapse ot the Star League. Dieron has been the
capital of the Dieran Military District in the Draconis Combine.
Legend has it that Minoru Kurita chose Dieron to be a provincial
capital just 2o he could boast of having one of the crowning glories
of the Star League so prominent a part of his own realm.

The standard of living on Dieron is surprisingly low for a major
industnal world, because Takashi Kurita's policy of rastrichng
travel within the Combine prevents the Dieronese from seeing
how much of their productivity is taken from them and how little is
imported in return. The planet is, in fact, a hotbed of resistance to
Kurita rule, perhaps the most discontented Kurita world outside
the Rasalhague Military District.

The great dream of many of the people of Dieron 15 to find
technology in the mountains, where prospectors search for
remnants of Star League facilities the way they seek out gold on
other worlds. Periodically, rumars sweep the planet about discov-
eries of bountiful caches. As often as not, these rumors are started
by agents of Takashi Kurita to dangle hope before pecple’s eyes
and 10 keep their minds off rebellion.

World Name: Graham [V

Star Type: G2V

Position in System: 4

Time to Jump Point: 9 days

Recharging Station: None .

Present Affiliation: Free Worlds League
Population: 200,000,000 during Star League,
3,000,000 today

Percentage and Level of Native Life: 40%. Mammal

Graham was an important center of heavy industry in tha
Tarran Hegemaony. Six companies, each with a large city for its
workers, built major manufacturing plants on the planet's surface,
Two, Dekirk Aerospace and Mitchell Vehicles, were important
contractors to the SLDF.

Republican forces exploded a nuclear device above the
capital of Graham, Dekirk City, when it refused to hand over SLDF
troopers who had escaped from a nearby Castle Brian. To the
amazement of the Republican forces, the ruins of the bombed city
slowly, then with increasing speed, sank into the ground. When
they ventured to the crater's edge, the Amaris forces discoverad
that Dekirk City had been built over a secrel Hegemony aero-
space research and development facility.

The Republicans’ bomb was especially radioactive, and so it
was many years before anyone was able to climb into the crater
and through the rubble. Even now. researchers cannot venture
inta many areas of the ruins because of the danger, but they have
recovered many significant documents and projects. The Dekirk
site is expected to provide more valuable clues to our knowledge
of aerospace technology as other areas cool off,




World Name: Helen
Star Type: MOV
Position in System: &

Time to Jump Point: 3 days

Recharging Station: Zenith

present Affiliation: Federated Suns

Population: 30,000,000 during Star League. 200,000
today

Percentage and Level of Native Life: 30%. Mammal

Named tor the wife of the planet's discoverer, Donald Mal-
thaws, Helen is a small world orbiting a small red star. There are
faw resources on the planet, and the animals that crawl about on
its surface have no ready commercial value. The few colonists
who came to Helen lived a quiet lite under the dim sun, with little
commearcial activity on the planet. Then Helen. with its quiet
countryside and lack of commercial bustie, began attracting
artists from the Hegemany and the neighboring Federated Suns.

Helen became an important center of arlistic expression
during the Star League era. Groups of artists established colonies
an the planet that grew into cities, each devoted 1o a specific art
torm. WhiteWay became the city of actors: St. Gaudens was the
city of sculptors: Van Gogh. the city of painters. Jagger was the
city of musicians: and Atwood became the city of poets and
writers, Parnassus City. the capital of Helen, was where the arts
mat. The city, with its many museums, theaters, gardens, and
libraries was considered as beautiful as Unity City on Terra.

During the Civil War, Halen was placed under the control of
the Burning Tygers. a mercenary band of criminals and outcast
soldiers of the Capellan Confederation They showed the planet
ittle mercy.

Helen was a favonte world of General Kerensky, and he
spent many happy imes there. He loved the planet 5o much that
e ordered Task Force Sun to liberate Helen befare other worlds.
The Regular Army liberated the planet in 2773, but discovered
that most of Helen had been ransacked. Parnassus City and the
other major cities had been destroyed. Many of the artists had
been killed. The SLODF found only a few pieces of artwork in the
rubble. The rest had either been stolen by the Tygers or de-
stroyed _

General Kerensky remembered Helen and its survivors
when he and his saldiers were leaving the inner Sphere. Several
5LOF ships visited Helen, and the officers offered the few remain-
ing artists the opporturily 1o join the Exodus. More than 300 artists
and their families accepted.

Today, Helen is stil an important center of the arts, but it
cannot compare with what it once was. Archaeaologists looking
through the ruins of the cities still occasionally find caches of
artwork hidden by the artists betore the Burning Tygers arrived.

World Name: Keid

Star Type: GSIV

Pasition in System: 5

Time to Jump Point: 7 days

Recharging Station: Zenith

Present Affiliation: Capellan Confederation
Population: 5.300.000.000 during Star League,
4,573,000,000 roday

Percentage and Level of Native Lite: 15%, Mammal

Keid's fertile land and predictable climate made it an impaor-
tant agricultural center. Several major agri-businesses, such as
Ballard-Edibles and Agr-Corp of New Earth, established huge
farms and ranches on Keid The giant Dukempic Foods was
based there. Other companies followed. urning Keid into a major
center of agriculture and tood production during the Star League
arg

In the 2500s, several major deposits of rare metals and
chemicals were discovered on the planet's southern continent.
Because of the extent of the planet's metal resources, ten compa-
nies built large Zero-G factories near the star system’s two major
jump points. Two of them. Thompson's Shipyards and Krester's
Ship Construction, were major manufacturers of warships,

Because of the planet's importance, the Hegemaony Armed
Forces built two Castles Brian on Keid, Fort Grissom and Fort
Settlemyer, as well as a major military academy, the Fleet School
of Keid.

The Republicans caused great damage, but did not destroy
Keid. They destroyed both fortifications. three cities, and the
orbiting factories. Enough businesses survived to help restore
Keid's importance after the fighting had slopped.

Keid has recently become the center of considerable Capel-
lan activity There are rumors that Liao vessels had picked up faint
signals from beyond the star system's last planet. During the
SLDF's effort to liberate Keid, there was a naval battle between
two Star League destroyers and four Amaris corvettes, and it is
possible that the mysterious signals could be related to that battle.




World Name: Mars

Star Type: G2V

Position in System: 4

Time to Jump Point: 5 days
Recharging Station: Both
Present Affiliation: Comstar
Population: 71,000.000 dunng Star League, 1,200,000 today
Percentage and Level of Native Life: None

Mars became the first planet ever explored by man when, in
2017, seven crewmembers of the Altair landed on its rad plains.
Colonists scon followed. In 2110, Project Lowell, mankind's first
attemp! at terraforming, bagan with the seeding of the two polar
ce caps with Arctic Blue Moss, a genetically enhanced plant. The
thick moss eventually caused the ice to melt and evaporate into
the atmosphere. thickening 1t to an almost breathable pressure.
Other areas of the planet were covered with other hardy plant life
to conyert the carbon dioxide nto oxygen and capture the sun's
heat in its greenery. Asteroids made of ice were smashed into
Mars to provide additional water, and the deep craters they made
became the sites of domed cihes.

By 2201. rebreathers were unnecessary, and the lempera-
ture was well above freezing. Active economic exploitation of
Mars began. Mining companies took the lead. digging for the
many deposits of metals just beneath the planet’s surface. Indus-
ry followed. When the Star League was created in the 26th
century, there were more than a million people on Mars, in 20
domed cities.

First Lord lan Cameron wanted a complex of military acade-
mies built on Terra, Mars, and Venus. 10 take advantage ot each
world's unigue climate. The War Academy of Mars was completed
in 2601 in a huge canyon about 100 kilometers southeast of
Olympus Mens. The Academy was a vast complex of buildings,
spaceports. battlefields. and barracks. The cliffs were hollowed
out into many levels of rooms, hangars, machine shops, and
elevators to the plaleaus above

During the first months after Stefan Amaris's coup began, the
officers of the War Academy and their cadets fought off the
Twenty-third Republican Dragoons for six weeks before a frus-
trated Rim Worlds commander ardered a nuclear bomb dropped
on them.

Very little remains of the War Academy, only the rooms of the
hollowed-out cliffs and a small group of buildings that were
shiglded by the explosion. Even these were defaced by the
victorious Republican troops. Archaeologists discovered an ex-
tensive network of secret tunnels that were crammed with eguip-
ment and records apparently put there by members of the War
Academy during their ight with the Amaris troops.

Republican forces destroyed eleven cities. The ruins of those
cities have yielded valuable artifacts and records. The remaining
ning citigs house workers of the six major mining companies that
slill work the Martian sail.

Weorld Name: Murchison
Star Type: F&V
Position in System: 2
Time to Jump Point: 14 days

Recharging Station: Madir

Present Affiliation: Draconis Combine

Population: 2,883,000 during Star League, 4,673,800

today
Percentage and Level of Native Life: 45%, Mammal

Murchison s an unusual world. When this star system was
still young, one of its gas-giant planets, Hebron, was knocked out
of arbit and headed toward its sun. It evantually fell into a closer
orbit, where it caught the young planet Murchison as a moon.

As a result, Hebron dominates the skies of Murchison,
Murchison orbits the gas giamt once every 26 hours as well as
spINNIng on its own axis, and the mixture of these two motions
creates considerable time confusion for people not native to the
planet. The sight of Hebron rising and setting, the stars spinning
about. and the planet's sun maoving swiftly makes some people
physically ill, an affliction the natives call "The Murchison Muddle.”

The SLDF built several important research stations on this
unigue planet, basically to study tme stress. These institutes
werenot heavily damaged by the Civil War, and much information
was left behind after General Kerensky's Exodus. Researchers
have recovered considerable information about chrono-biopsy-
chology. the study of time's effects on people’s emotional and
physical condition.




World Name: New Earth
Star Type: G2V
Position in System: 4
Time to Jump Point: & days
charging Station: None
rresent Affiliation: Lyran Commaonwealth
Population: 4,423,000,000 during Star League,
100,000,000 today
Percentage and Level of Mative Life: 60%, Mammal

Mew Earth was an unexpected bonus succeass for the men
and women who made the first interstellar voyage. On December
5. 2108, the TAS Pathfinder, the first JumpShip, voyaged from
Terra to the Tau Cati system and discovered that not only were
there planets orbiting the star, but that ona of them was blue and
green and wvery appealing. The glowing reports of the TAS
FPathfinder's crew convincad many to colonize the planet.

MNew Earth had more than just prefty landscapes and exotic
animals. Deep deposits of metals and rare chemicals soon
attracted heavy industry. By the time of the Star League, New
Earth was a major industrial center. Several major companies had
their headguarters there. Five of them, Bergan Industries, Grum-
man Industries, Newhart Industrnies, Micholas Spacecraft, and
Ulston Armar, were major contractors for the Hegemony Armed
Forces and the SLDF.

Mew Earth was the scene of some of the bitterest fighting in
General Kerensky's campaign o recaplure the Hegemony. The
forces of Stefan Amaris destroyed whatever they could when it
became clear that they could nat hold the planet. With its grandeur
and economic base destroyed, the planet's civilan population
suffered greatly in the aftermath and through the Succession
~ars,

The Lyran Commonwealth dominates the world today. The
centurigs and the gradual decline in technology have closed many
of the planet’s indusiries, but the New Earth Trading Company
owns several functioning Star League-era factories, one of which
manufactures extremely valuable JumpShip parts.

There has been intensea activity on the New Earth continent
of Conseco, sparking rumors of a huge cache of Star League
artifacts.

World Name: Nusakan

Star Type: KOV

Position in System: 3

Time to Jump Point: 5 days

Recharging Station: None .

Present Affiliation: Lyran Commonwealth
Population: 4,000,000 during Star League, 20,000 today
Percentage and Level of Native Life: 40%, Amphibian

%
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Musakan is a dim little world. Its one valuable resource is its
abundance of high-grade silicon. Nusakan became a center of
computer technology during the Star League era. Jobs City, the
capital of Nusakan, was the headquarters of Interstellar Business
Computers and Potter Light Camputers. The Terran Hegemony
heavily defended the planet with an SDS system, three Castles
Brian, and twice the normal number of military bases and space-
pOrts.

During the Amaris coup, Nusakan was the scene of haavy
fighting. Republican troops ambushed SLDF units stationed there
inside two of the Castles Brian. Present-day legends say that the
fighting deep within the two forts continued for weeks, causing the
land of nearby towns 1o shake with the underground explosions.
The third base, Fort Romas. held out for a year before it was
eliminated by a nuclear bomb.

When General Keransky's forces came 1o liberale the planet
from the Republican forces, the SDS destroyed many Star
League warships. Two of them, the cruiser S5LS Havana and the
destroyer SLS Duwiaram, spent their inal moments plummeting
through Nusakan's atmosphere. The wreckage of the two ships
can still be seen.

The Castles Brian and the wrecks of the warships have
yielded many useful artifacts. Unfortunately, the computer indus-
try, which had been so large and vital, was razed by Amaris forces.
Mothing has been found in the ashes of the factories.



World Name: Ozawa
Star Type: K5Il
Pasition in System: 2

Time to Jump Point: 4 days
Recharging Station: None
Present Affiliation: Federated Suns

World Name: Oliver

Star Type: M3V

Position in System: 1

Time to Jump Peint: 2.5 days
Recharging Station: Zenith. Nadir
present Affiliation: Free Worlds League

L]

Population: 3.129.000,000 during Star League. Population: £,530,000,000 during Star League,
2 320 000,000 today 4,125,000 1oday
Percentage and Level of Native Life: 5%, Mammal Percentage and Level of Native Lite: 20%, Mammal

Qliver was one of the most guickly developed of the early One of the worlds most damaged in the Succession Wars,
colpnies during the first Exodus. It was as if the early colonists Czawa is a mere shell of the world that once stood proud of its his-
were determined o bring the Industrial Revolution into space with tory. culture, indusiry, and science. Everything that had been
them. The population grew rapidly, then miraculously leveled off desirable about living on Ozawa made it a target of nuclear
s the natural resources of the planet were exploited more and weapans from baoth the Draconis Combine and the Capellan
mare efficiently Confederation.

By the time of the Star League, Oliver was one of the leading ltwas settled in the first wave from Terra, maostly by Japanese
industrial centers of the Inner Sphere. Throughout that era, the colonists. Though they had some trouble adjusting to the planet's
plangt maintained its sconomic base. ts people sowed the seeds extreme weather and extracrdinary tides, they discoverad impor-
of their own undoing. however, by basing more and more industry tant mineral deposits that made it worth their while 1o battle the
an military production. The planet became the headquarters for harsh conditions. The planet soon became a center for technol-
AeraFighter Unlimited, a majar producer of AeroSpace Fighters. ogy relating not only to terraforming, but also protecting the
The shining city of Warez, once a leader of research and devel- planers natural beauty. The colomists, who by this time had
apment of new forms of wealth and productivity. relied more and hecome numerous, were careful to preserve the clean environ-
maore on BattlieMech production, which made it one of the primary ment.
targets of aggression when the wars started. Nothing is left of this The world became an industrial, scientific, and economic
city but the shells of its buildings above ground and a labyrinthine gem. First came the alectronics industry. This technological base
series of tunnels underground where techs stil repair Battle- drew other companies' attention. The giant Ulsop Robatics con-
Mechs. The Brigadier Corporation factory at Gordon still pra- glomerate located an expenmental facility on Ozawa. It was there
duces ‘Mechs. that scientists did much of the research and development that led

to the Space Defense Systems. Ozawa also was the headquar-
ters for Diplan ‘Mechyards, a major producer of BattleMechs.

After the industry and science came the financial institutions.
The Star League built the city of Prosperity, a financial hub that
featured aregional stock exchange and the mint for currency used
in the Federated Suns.

The fall of the Star League ended Ozawa's Golden Age.
Because of its importance, this world was seized by the Federated
Suns but was attacked repeatedly during the First Succession
\War by both House Kurita and House Liao. The aftacks, including
=evaral nuclear bombings, left the planet in ruins. Lathal levels of
radiation still dot the world. The city of Prosperity was obliterated.

Despite the devastation, Ozawa is important today. Though
its beauty is gone and its reduced population now lives in domed
cities, the planet is the capital of its administrative area in the
Federated Suns bureaucracy. It is also the headguarters of the
Inielligence-Gathering Services division of the Ministry of Intelli-
gence, Investigations, and Operations.




World Name: Sabik

Star Type: A2V. A5V (binary)

Pasition in System: 9

“me to Jump Point: 43 days

. scharging Station: None

Present Affiliation: Draconis Combine

Population: 70,000 during Star League, 2,000 today
Percentage and Level of Native Life: 20%. Plant

There was very little in initial surveys to recommend Sabik for
colonization. it orbits twin stars, each threa to four times the mass
of Sol. There was litthe of interest on the planet's surface except
an exceptionally stubborn plant that carpeted most of the planet’s
valleys with its deep purple leaves. There was no indication of
sizable mineral deposits, For colonists looking for somewhere 1o
live, the planet had little appeal.

ltwas the planet's harshness that prompted the SLDF to build
its Harsh Terran Test Center and its Special Armed Services
Training Center on Sabik. At the HTTC, new "Mech and vehicle
designs were put through their paces in the broiling heat.

When the Draconis Combine assumed control of this planet
atter General Kerensky and his troops left, they found that little
remained. Both the HTTC and the SASTC were stripped bare.
Since then, the Combine has maintained a small military base on
Sahik_ called The Dragon's Stool, and there is a ComStar HPG
station as well. ComStar researchers have been investigating the
HTTC and the SASTC, but they have been cautious so they da not
arouse the suspicions of the local Combine authorities. They have
discoverad that the SLDF left more behind than the Combine
redlized.

World Name: Sirius

Star Type: A1V

Position in System: &

Time to Jump Point: 47 days

Recharging Station: No

Present Affiliation: Contested (FWL-CC)

Population: 700,000 during Star League, 20,000 today
Percentage and Level of Native Life: None

When discovered in 2167, Sirius V| was considered a poor
candidate for colonization. its atmosphere lacked oxygen. and its
surface features were undergoing almost constant upheaval from
seismic quakes and volcanoes. Huge deposits of many minerals,
metals, and jewels convinced many people to risk their lives o eke
out a very profitable existence on the surtace of Sinus V.

After five decades of watching small bands of strugglhng
miners live out of cramped spacecraft and survival shelters, the
major mining companies moved in. In 2220, they decided to
terraform Sirius V1. Oxygen factories were built on the planet's
shifting surface, and special sulfur-hungry algae were spread
across the orange plains.

A century later, Sirius VI had changed completely. Vegeta-
tion had taken over, and the oxygen content was high enough 1o
allow unaided breathing. The ground was still restless, causing
almost monthly disasters. Because of the planel’s seismic activ-
ity. companies like Hiller's Refineries and M-F Construction would
not build factories there. Instead, they built orbiting factones.
Warkers at these orbiting factories were housed in two space
colonies, called "The Projects,” built by the Hegemony govern-
ment. Each colony could support 10,000 workers in Terra-like
comfort.

During the Amaris coup, Republican AeroSpace Fighters
destrayed the two colonies without provocation or reason, killing
8,000 people. The Republicans went on to sinp the planet of its
accessible resources, then abandoned the colonists to fend for
themselves. The Amaris forces stopped food and water ship-
ments to the planet. Most colonists left Sirius V1, but more than
9,000 died on the planet's surface.

Sirius recavered and has become animportant source of raw
and manufactured goods to the Capelian Contederation, which
assumed control of the world when the League collapsed. Tha
advance of the Free Worlds League, which now contests lhe
system, and the collapse of the last oxygen factory might jeopard-
ize the future of Sinus.

Archaeologists made an interesting discovery near the capi-
tal city of Verter's Find. Hidden by a hill in which it was built was
an intact Seismic Suppressor Station. Hegemony engineers
could apparently sense approaching earthqu akes and suppress
them by setting off a series of explosives buried and waiting in the
many faults onthe planet. Thoughthere is considerable doubt that
this system actually prevented earthquakes, the sensing devicaes
are far mare advanced than anything available today, and they
may be able 1o increase our knowledge about seismic activity.




World Nama: Terra

Star Type: G2V

Position in System: 3

Time to Jump Point: 9 days

Recharging Station: Both

Present Affiliation: ComStar

Population: 12,000,000,000 during Star League,
6,000.000,000 today

Percentage and Level of Native Life: 100%,. Mammal

Terra was, without doubt, the most beautiful planet in the
universe when the Star League was in full flower. By the 26th
cantury, technology had eliminated pollution. This, coupled with
the exodus of more than three-fourths of the planet's population
over the years. allowed Terra to regain some of her natural
beauty. Forests grew back over abandoned farms: streams and
rivers washed themselves clean; and the air became sweet once
agam.

Because so many people left Terra for the colonies, many
crities were abandoned and were eventually reclaimed by Mother
Mature. The cities that remained, usually ones with great historical
significance, were restored and improved to take advantage of
modern transportation and sanitation. Heavy industries were
confined to parks outside the cities.

Curing the years of the Star League, there were two capitals
on Terra. The capital of planetary and Hegemony politics was
Geneva, on the continent of Europe. It had little industrial impor-
tance but was the center of the Hegemony bureaucracy, with
maore than 100 government buildings. The seizure of Terra by
troops of Stefan Amaris in 2766 caused extensive damage to the
city, especially to the government buildings and their precious
records. Today itis the location of Earth University, a major liberal
arts college.

The war to libarate Terra from Stefan Amaris did not damage
the planet as extensively as it did some Hegemony worlds. Every
crater, every crushed city, every defacing of a Terran landmark
seemed twice as upsetting because it was a wound against the
Cradle of Humanity. All five continents were touched in some way
by the Amans occupation or the fight o liberate the planet. North
America suffered the most damage, espeacially around the capital
of the Star League. The Court of the Star League, once called “the
brightest jewel worn by Mother Earth," was turned into a city of
ghosts by the coup. The initial fighting caused considerable
damage 1o the city. Once thers, the conquearors became more
systematic in their destruction. Buildings were demolished on a
whim, or left to stand, only to be desecrated in some foul way.

After its liberation in 2785, the city could still support thou-
sands, but those who had fled did not return. The few who had
been in the city during the Amaris occupation left soon after the
shooting was over. They said that too many evil things had
happened in the city, that the city had to be haunted.

Itis easy to see why they thought this. The buildings' soaring
architecture contrasts uneasily with the horrors that went on
inside them. Now, only the ¢curious, criminals looking for sanctu-
ary, and our archaeclogists willingly venture into the Court of the
Star League. Over the years, the removal of artifacts from the city
has produced many discoveries. Soon the city will be left empty.

Other places of major importance are the 20 HRAD (Hegem-
ony Research and Development) facilities scattered across the
planet, the 10 known HMSL (Hegemony Military Science Labs),
the 20 Castles Brian, and the 500 SLDF bases.

World Name: Venus
Star Type: G2V
Position in System: 2

Time to Jump Point: 9 days

Recharging Stations: Both |

Present Affiliation: ComStar

Population: 202,500.000 during Star League, 9,000

today
Percentage and Level of Native Life: None

Efforts to terraform Venus began in the late 2100s. After 20
years of scattering airborne algae in the planet’s thick atmosphere
to free up trapped oxygen and colliding the planet's surface with
countless ice asteroids, the planet's climate had mellowed
enough for manned exploration in 2203. Twenty huge atmos-
phere-reconditioning factories were built to continue the atmos-
phere's change.

When the colonists began arriving, their main concern was
mining, In 2245, however, Timothy Gothic discovered that the
planet's surface, thick with chemicals, could be made into an
excellent fertilizer. He and his friends set up the first farm on
Venus by importing soil from Terra. It was an instant success.
When a way to make artificial soil was developed on Venus,
Terran agribusinesses took a keen interest. Large ships laid down
layers of artificial dirt over large areas of the planet's surface.
Venus began to produce enough food to feed Terra, Mars, and
itself, with considerable left for the struggling colonies. Aphros
became the planet's capital city in 2232.

A decade later, the Military Academy of Aphros was com-
pleted. Like its sister academies on Mars and Terra, the MAA
trained soldiers for the SLDF. Also like the other academies, itwas
destroyed during the first few months of the coup by a nuclear
device. Studies of the ruins have yielded very little, though the
search continues.

Since the fall, Venus has been slowly reverting to its hellish
past. Ten of the automated atmosphere stations have failed, and
the planel's atmosphere has changed considerably. The hectares
of farms based upon layers of artificial soil are slowly diminishing.
Harsh winds strip the abandoned lands of their soil. Thers are only
three inhabited cities: Aphros, Kilic, and Genny. The other cities
and towns have been abandoned. Investigations of those cities
are underway. Recent measurements indicate that the planet will
no longer be habitable in 40 years.
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World Name: Zebebelgenubi
Star Type: A3IV
Position in System: &
~ e to Jump Point: 40 days
-harging Station: Nong
Present Affiliation: Lyran Commaonwealth
Population: 125,000,000 dunng Star League, 70,000
taday
Percentage and Level of Native Life: 60%. Planl

Zebebelgenubi is a planet with meager water resources and
dominated by a mountainous landscape. Flat lands are confined
to the coastal areas, where 90 percent of the planet's people live.
A faw hardy people live in the mountains, prospecting for rare
jewels and cenain woods sought after by artists.

The planet was once a center of the electronics industry inthe
Star League. Ulsop Robotics had its headquarters in Gray Valley
City. the capital of Zebebelgenubi. Ulsop was a major developer
inthe SDS projects. After the coup, Republican soldiers forced the
scientists of the company to train them to operate SDS systems.
For a year, the scientists traned the Amaris soldiers. Several
scientists tried to sabotage classes by setting fire to the class-
rooms. This enraged the local Republican commander, who
executed all the scientists. By that time, enough soldiers had been
trained for the Republicans to operate the SD5 installations.

Many of the planet's heavy industries were absorbed by the
Lyran Commonwealth after the collapse of the Star League. The
planet maintained a high level of technalegy for a long time, but
the Draconis Combine took a special interest in Zebebelgenubi
during the Third Succession War. As a result, most of its Star
League technology was lost. Archaeglogists have recently uncov-

1 savaral hidden military caches in the planst's rough intenor,

OTHER HEGEMONY WORLDS

The following Hegemony worlds are now part of the
Free Worlds League: Alula Australis, Berenson, Bordon,
Castor, Connaught, Devil's Rock, Maréus, Pollux , Talitha
. Van Diemen IV, and Wasat. The planets of Callison,
Dieudonne, Dubhe, Wing, and Zion were jointly owned by
the League and the Hegemony.

The Lyran Commonwealth absorbed the following Hegem-
ony worlds: Alioth, Chara, Lipton, Lyons, Miton, Rigil Ken-
tarus, Thorin, Wyatt, Zavijava. and Zollikofen. The two reaims
shared ownership of Alchiba, Blue Diamaond, Cor Caroli, Galatea,
Mizar, and Syrma.

The following became part of the Draconis Combine: A1 Na'ir,
Altair, Asta, Athenry, Atria, Dyev, Imbros 1ll, Kervil, Ko, Lam-
brecht, Nirasaki, Fike |V, Styx, Telos IV, and Yorii. The Hegemony
and Combine shared ownership of Moore and Nashira.

The Federated Suns annexed the following planets: Addicks,
Angol, Ankaa, Basalt, Deneb Kaitos. Errai, Fomalhaut. Galatia lil,
Hean, Kawich, New Rhodes |1, Nopah, Narthwind, Quentin, Rio,
Ruchbah, and Saffel. Elbar. Mallory's World, Mara. Mirach, and
Schedar were jointly owned by the Terran Hegamony and the
Federated Suns.

The Capsllan Confederation, which systematically seized as
many Hegemony worlds as it could when the Star League cal-
lapsed, ended up with the following: Acamar. Achernar, Arboris,
Azha, Bharat, Epsilon Endani, Epsilon Indi, Fletcher, Genoa, Hall,
Hamal, Hsien, Ingress, Menkalinan, Nanking, Mew Canton, New
Home, Outreach, Ronel, Saiph, Sheratan, Small World, Tall
Trees, Terra Firma, Tigress, Tybalt, Woodstock, and Zurich. The
Hegemaony owned Ningpo. Slocum, Tikonov, and Yangtze jointly
with the Capeilan Confederation.

Contested worlds administered by the Terran Hegemaony are
listed below under the two realms in dispute.

Free Worlds League and Capellan Confederation: Andurien,
Carbonis, Claybrooke, El Giza, Fletcher, Fujiidera, Gomesisa,
Hamilton, Holt, and Mosiro.

Lyran Commonwealth and Free Worlds League: Alorton,
Denebola, Millungera, Preston, Saltillo, Savannah. Sheridan,
Sierra, and Stewart.

Draconis Combine and Lyran Commonwealth: Engadin,
Gram, Halesowen, Kiesen, Lovinac, Minkuchi, Setubal, Stan-
zach. Sulafat, The Edge. Unzmarkt, and Vorarlberg.

Federated Suns and Draconis Combine: Delacruz. Deshler,
Fellanin Il, Homarn, Huan, Kesai IV, Misery, New Mendham,
Sadalbari, and Valentina. '

Capellan Confederation and Federated Suns: Andro, Ca-
palla. Jaipur, Mandaree, Midale, Narellan, Robsart, Stein's Folly,
Valexa, and Wappingers. , :
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David Cameron

2281 - 2339 (58)
{Officer in Alhance Military)

Stephanie Cameron | Michael Cameron} M Lady Margaret Stewart
2309 - 2379 (70) 2310 - 2381 (71) 2312 - 2379 (66)
hirtior) 2340 - 2367 (27) U

Alexander Ellis M {Margaret Cameron| Mitchell Cameron

ru39333|11h ianadaa {51 2330 - 2386 (56) 2339 - 2375 (36} :

( y Industnahst; 2367 - 2382 (15) il {Lost with the explorer vessel Tao)

|Raymond Cameron} M Katherine McQuiston WM { Brian Cameron | | Judith Cameron |
2348 - 2387 {39) - F!ayrr'nig":gwu.ffi;?i ffig]" o 2351 - 2403 (52) 2350 - 2421 (62)
AR ] “{_‘ whom she marnied after Raymend's death) CEE R il gl
{Crippled by arplane accent) {Gored to death by bull) [Novelist before becoming

sixth Director-General}

|Richard Cameront} WM Jessica Dravens
2390 - 2449 (59)
g {Duchess of Northwind)
2419 - 2433 (14) Vi
{Mhed of a hearl attack)

| Jacob Cameron | M Constance Zel
2416 - 2461 (45) 2‘”?'\' 2492 47)
2433 - 2461 (28} Vill Lt
[(Dved of stroke)
Joanna Simons M {Theodore Cameron |
£498 Lajte S 2434 - 2479 (45)

1Died n auvio accident}

2461 - 2479 (18} IX
1Died of pneumonia)

|Elizabeth Cameron| M Alexander Rimes
2452 - 2499 (47)
2452 - 2501 (49) :
2479 2501 (22) X (Dike pAhon e
(Died of New Earth pox)

|Deborah Cameron|

2472 - 2542 (70)
25071 - 2542 (1) Xi
(Her writing about goverring inspired
her son. lan. creater of the "Agressive
Peacemaking” diplomatic policies)




Samson Anders

|Deborah Cameront WM

2472 - 2542 (70)
2501 - 2542 (41) Xi
{Her wriling about governing inspired
her son, lan, creator of the "Agressive
Peacemaking” diplomatic policies)

2481 - 2539 (58)
(Computer scientist)

|[Joseph Cameron |
2507 - 2549 {42)

Seplember Revolt)

2514 - 2602 (88)
2542 - 2549 (7) XNl 2549 - 2602 (53) 1
{Assassinated in the {Creator of the Star League)

Shandra Noruff
2516 - 2600 (84)
{First Commanaing General

of the SLDF)

Mitchell Cameron
2608 - 2688 (80)

Lydia Petersen \W Nicholas Cameron
el £ 2640 (53) 2556 - 2649 (93)
{Duchess of Bryant) 2602 - 2649 (47) Il
Josephine Franks M Joseph Cameron Deborah Cameron Judith Cameron
2604 - 2659 (55) 2600 - 2641 (41) 2606 - 2651 (56) 2607 - 2662 (55)

(As Director-General of the Terran Hegemony,
was imphcated in the Mhah-Gradium scandal,
which would have implicated him in murder had
he not died in a 'Mech accident)

(Became an imporant diplomat
to the Federated Suns
after her husband's death}

M Katarina Mann
2629 - 2708 (79X)

2622 - 2692 (70)
2649 - 2690 (41} 1

Zoza Drent-------- M Ludmella Grenson

! 2660 - 2738 (78) 2670 - 2721 (51)
2690 - 2738 {48) IV
{Mystic and seer. He builds the SDS
network that "protects” the Hegemany)

Jocasta Cameron

2663 - 2742 (79)
{Entered nunnery. Becomeas de facio
ruler of the Star League during the
last faur years of Jonathan's life )

a Drillson

Guerever Cameron M
2715 - 2769 (54)
(llegitmaite child of Jonathan Cameron, 2709 - 2751 {42)
married Vincent Davien and staned the 2738 -2751(13) V
Camaron Davion line ) {Dies m mning mishap that may

have been an assassination}

Cameron

Richard

2743 - 2766 (23)
2751 -2766(15) VI
(Last First Lord,
Murdered by Stefan Amaris)

2711 - 2748 (38)

William Cameron
2670 - 2692 (22)
{An aodict, he dies during
a '‘Mech exercise because
he was inoxicated)
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A single man ruled and controlled 3,000 star systems. | 1
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‘deferred to his will.
T :

LEAGUE

After the explosive spread of mankind through the stars and before the chaos of the
Succession Wars was a golden age of advancement.

Unequalled levels of technology, human rights, and prosperity were reached.

Planets bent to the will of man, as terraforming and weather control became both
possible and economical.

Agro-technology fed billions. The average human lifespan was extended to 108
standard years by medical science.

But those same advances carried a curse, for the engines of war from the Star League
era possessed power unequalled in the Successor States today.

And in that time of great deeds stood the greatest warrior of all time,
Aleksandr Kerensky.

The Star League is a ComStar document detailing the history,
commerce, organization, and military campaigns of mankind's
finest moment, and the fragic failures that doomed it.
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