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OPENING SHOTS

We want YOU for BattleTechnology... Again.

In last issue’s editorial, | outlined the various columns and departments that are featured in
BattleTechnology Magazine and stressed that, as a new magazine, we are actively soliciting
contributions from Battle Tech enthusiasts across the Inner Sphere.

BattleTechnology's departments and sub-departments constitute only one of three basic
divisions in the magazine. The second part of this triad consists of the feature articles.

Every issue of BattleTechnology will have two or more feature articles which are presented
to show some aspect of life and combat in the 31% Century. These can range from “| Was
There"—type stories describing combat or other experiences (see: Drop Info Hell: Combat Drop
on Scheat V, Issue 0101) to political articles ( What is Hanse Up To?, Issue 0101, Black Luthien,
Issue 0102) to travelogues and commentaries (Pleasure Planet, in this issue). The purpose of
these articles is partly to inform, and partly to help create and elaborate on the flavor of the rich
and interesting background of the Battle Tech universe.

Writers wha would like to submit feature articles to BattleTechnology are certainly encouraged
to do s0. Keep in mind, however, that all of our material must be approved by FASA before we
can print it. Only histories, politics, worlds, and notions which can fit comfortably into the
Battie Tech universe—as revealed in the various FASA BattleTech games and modules—can
be accepted. No How the Evil Hanse Davion Alien BattleMechs Conquered the Universestories,
please! If it doesn't fit in the familiar BattleTech universe, we can't take it, however... er...
entertaining it may be! Writers are encouraged to consult the various House Books from FASA.
As of this printing, two are available now, House Steiner, and House Kurita. Each is loaded with
material which could generate endless scenarios, articles, and stories, and there are more
House Books to come.

The third part of the BattleTechnology triad is the Simulator Section. This is the one part of the
magazine where writers can—at least partly—step outside the BattleTech universe and wrile
directly to Battle Tech gamers. BattleTech and the various Battle Tech products are presented
as combat simulation systems (which they are) used to sharpen the skills of MechWarriors
(which they do). Each issue will present one or more scenarios, written in exactly the same style
and with the same layout as scenarios in the various Battle Tech modules—The Black Widow,
The Grgy Death Legion, and others. Where possible, these will be linked to stories or articles
in that issue of the magazine. In this issue, for example, the Simulator Section includes an
AsroTech scenario which recreates the tactical situation described in the short story Fifth Kill,
and a BattleTech scenario which recreates the action on the moon Gordo described in the
BattleTips column. Writers are welcome to submit scenarios to go with their story and article
submissions if they wish. Independent battle scenarios are welcome as well.

The Simulator Section is also where we present rules variants for BattleTech. These are
designed to extend the realism of the game (such as the rules for combat at extended ranges
in this and the |ast issues of the magazine), and to extend the scope of the game (as with the
rules variant in this issue for combat in a vacuum environment).

Again, these rules must be approved by FASA as well as by BattleTechnology Magazine—
and that means that they cannot rewrite Battle Tech or its companion games. Again, new rules
must fit comfortably into the current FASA universe. No laser-guided homing missiles with fusion
warheads, thank you! Each set of new rules variants should be a logical extension of rules
already published by FASA, and not constitute new rules which replace the old.

So, if you think you might like to share in the shaping of the 31 Century, get out your BattleTech
rules, your word processor Mechs, and your neurchelmets, and put something together you think
we and other Battle Tech fans might like to see. Writers guidelines are now (finally!) becoming
available. We'll be happy to send them to you in exchange for a stamped, self-addressed

LAY

We'll look forward to hearing from you!
— TR
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BattleTechnology News Service

Journalist's Death Questioned: Heart Attack or Murder?

Dateline: New Avalon—BattleTechnology comespondent Harrison Coulter has called for a formal investigation into the death of comespondent Tomio Ochiba, calling
the officially stated cause of death (a heart attack) highly suspicious,

“Tommy Ochiba and | were friends for a longtime,” Coulter told the editorial staff of BantleTechnology. “He didn"t smoke, drink, or take recreational drugs. He was
& consummate martial artist and a top-flight grav-ball player. There's no way [ can believe that this *heart attack” is attributable to nutural causes.”

Coulter went on to say that it was Ochiba’s interest in the martial arts which sparked his curiosity about the Nekekami in the first place.

“He'd read about the ninja of Old Earth's feudal Japan and figured that they must have survived in one form or anather, That's why he asked for a ransfer to the offices
on Luthien. Where else would you expect to find the descendants of an ancient Japanese cult of spies and assassing, but in the Draconis Combine ™ '

Coulter concluded his statement by saying, “1f we permit this kind of thing to go on, no comespondent will be safe. We must take immediate action to determine the real
cause of Tommy Ochiba’s death and bring those who murdered him to justice.”

The staff of the BattleTechnology office on Luthien were unable 1o reach anyone in the Kurita government for comment on Coulter’s stateménts.

-

BattleForce Command College Graduates Honored

Dateling: New Avalon—Mew Avalon Institute honors wp military science
prads. Professor-General Sam Lewis of the New Avalon Instituie of Science
announced the graduation of his two prize students from the BattleForce Com-
mand College, The Graduation exercise, conducted under simulated battle-
field conditions, was a classic clash of virtually equal forces over stundard
terrain which tested the fundamental theories of Urizen Kurita and the works
of Alexander Kerensky.

Major Myers was awarded victory with his use of a Kerensky Wedge over
Mujor Hurding, who employed a nearly successful variation of Urizen
Kurita's Block and Sweep technique.

The Federated Suns feel both prowd and safe knowing that tacticians of
Harding's and Myer’s prowess safeguard our borders, expertly trained by
instructors like Professor Lewis,

Right: Professor-General Sam Lewis (center) flanked by two graduates of the
BattleForce Command College on New Avalon—Maj. Owen Harding {left)
and Maj. Timothy Myers

a

Kurita and Steiner forces settle for draw at GenCon

Dateline: GenCon, Solaris—After four anduous days of combat, the sole
surviving MechWarriors joined battle in a conflict which would determine the
final victor in FASA's Battle Tech tourmament. This tournament, held yearly at
GenCon as part of the Solaris Games, pits the best MechWarriors of the Inner
Sphere against one another in the ultimate test of skill, 1actics, and courage.

The batile orders for the match were clear and simple. “Lt. Randazzo, You
are ordered o take your lance into sector 9476, Eliminate all Kurita forces no
later than 1600 hours.”

Lt Carnes had similar orders. “Secure area 2476 at all costs, Control must
be established no later thun 1600 hours, | don't want a single Steiner Mech left
alive.”

An operational nuclear power plant was the goal for both parties in this
sumulation,

Much to the consternation of both Kurita and Steiner forces, at 1603 hours
the resactor core began tw melt down, requiring both sides 1o flee the objective
ares, Lt. Chris Randazzo and Lt Shawn Cames were forced to break off combat
and board their DropShips. The contest was declared o tie.

Right: Li. Chris Randazzo (left) and Lt Shawn Cames—victorious lance
commanders at FASA's BattleTech tournament at GenCon., Licutenanis
Randazzo and Cames tied for First Place.
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by William H. Keith, Jr.

STELLAR DATA
Catalog #NSC D 4-983-873

Star: Valdis
Type: KO; Mass: .78 Sol; Luminosiy: .40 Sol;
Radius: .85 Sol

SYSTEM DATA
Planefary System: 2 major bodies, 3 asteroid

balts

PLANETARY DATA

Planet I: NSC D 4-983-873-1; Valdis |

Common Name: Rock

Mean Orbital Radius: .45 a.u.

Orbital Eccentricify: 009

Period:-124d 18h 954 5

Mass! 571 Earth

Equatorial Diameter; 9694.56 km. (.76 Earth)

Radius: 484728 km

Mean Planetary Density: 71721 giem® (1.3
Earth)

Mean Surface Gravify; 988 G

Escape Velocity: 10.98 kps

Rotational period: 30 h 15 m25.4 5

Axial Inclination: 1* 12" 4*

Atmosphef®: Slight traces of inert gases: Neon,
Argon, others.

Temperafure Range: 150° C (equator, mid-
afternoon) to -50° C (midnight)

Mean Distance fo JumpPoini: 3.5 a.u.

Planat ll: NSC D 4-883-873-11; Valdis ||
Commeon Name: Giant, Hard Place
Mean Ovrbital Radius: 5.3 a.u.

Orbital Eccentricity. 019

Period: 13.8 years

Mean Distance to JumpPoint: 6.4 a.u.

Other Bodies:

Asteroid Valdis 2392-11873-33 Prime
Common name: Rikerstrike

Meaan Orbital Radius: 2.1 a.u.

Orbital Eccentricity: 0.24

Period: 3.45 year

Mean Distance to JumpPoint: 4.1 a.u.

Principal Facilities

Valdis I: Subsurface mining, port, and local
administrative center at Port Red. Titanium
processing and storage facilities at Metals of the
Earth Station Red Alpha and Red Beta.

Rikerstrike (Largest asteroid of Mid-Belt):

Mining center, port facilibes, stores depot, and
miners’ recreational faciiiies at Joyport and
Aikerstown.
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WHEEL

A Star League Miracle
on the Draconian Border

Vaidis Il forbital facifity): Gas mining
operation, ice mines, water processing and
hydrocarbon extraction plants at Valdis Il Or-
bital.

Zenith JumpPoint: JumpPaoint recharging sta-
tion, trade center, recraational facilities, system
administrative complex, corporate headguar-
tars, ComStar Class B facility: Wheel

PEOPLE:

Population: 2,400; Ethnic Groups: Diverse;
Languages: League Anglic (80%), Japanese
(60%); Religions: Buddhist: {15%), Meo-Bud-
dhist (24%); Protestant Christian Sects (25%);
Uiniversal Catholic Church (16%); Church of
Blake (15%); Suk Requiem Belief (5%)

GOVERNMENT:

Allegiance: Fiet of the Draconis Combine;
Government: Representative council under
Draconis Governor, Head of Government:
Colonel Isoru Yamashita, Administrative Gover-
nor.

ECONOMY:

Matural Resources: Ores: Especially: nickle,
iron, chromium, iridium, titanium, warious
radicactives; Processed/Manufacturad
Goods: Mone; Arable Land: Mone; Labor
Force: Respurce Extraction: BS.989%) Service:
9.2%, Adminisfration: 1.8%

Merchant Fleet: JumpShips: None; Fraighters:
4 (Highline Startransport), Shuftles: numerous;
System Jump Point: Disfance: 5.23E8 km
{from Valdis), 6.13E8 km from Rikerstrike; Trave!
Time (typical, from Wheel): 3 - 4 days.

ARMED FORCES:

Aerospace Forces: Orbilal Facilities: 1 (Valdis
Il Orbital); Desp Space Facilities: 1 (Wheel);
JumpShips: 0, DropShips: 6, AeroSpace Fight-
ers: 12, Heavy Warships: 0. Ground Forces:
Wheel Guard: Battalion-sized paramilitary mili-
tia. Various branches include Defense Militia,
Mine Security, Police, and Belt Patrol. Warrior
Training Facilities: None; Hiring Data: C/O/W

Approach to Wheel: Suspended at the JumpPoint over half a billion
kilometers from the local sun, Wheel is the government and administration
center for this important mining center. At far left in the distance is the
station's solar sail. Living and work areas are located in Wheel's rim.
DropShip docking facilities are located along the spine to the right.
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THE SYSTEM

The Valdis System lies inthe Rasalhague
Military District close to the Draconis
Combine's border with the Lyran Common-
wealth. Near neighbors include Hyperion,
Skandia, the Steiner worlds of Suk |l and
Rastaban, and the bitterly contested
Shaula System. !

Early records concerning the Valdis
System are fragmentary. It is believed that
independent astercid miners first began
exploitation of the Maldis Belts prior to the
24 Century. Certainly, there was a perma-
nently manned base on the large asteroid
known locally as Rikerstrike by 2403, and a
consortium of Terran-based deep-space
exploration and development corporations
had begun construction of a zenith point
recharging station by 2450,

Today, the Valdis System continues to be

an important mining center and is owned
outright—at least on paper—by the well
known mining corporation Metals of the
Earth. Actual control is vested with the mili-
tary, however, both because of the
system’s vulnerability to Lyran sneak raids
and because of the strategic importance of
the ores found there.

PLANETOLOGY:

The Valdis System consists of two major
bodies, plus multiple asteroid belts. The
inner world, officially Valdis | but known
locally simply as “Rock,” is a barren, airless,
walerless world where temperatures vary
betweer™ 50° C. in the afternoon to -50° C,
at night.

Valdis Il, known locally as "Giant" or,
humorously, “The Hard Place," is a superjo-
vian gas giant with a diameter some five
times that of Sol V (Jupiter). Valdis Il is
credited by planetologists with the current
form of the Valdis System. lts massive grav-
itational field disrupted early planetary for-
mation, a disruption which prevented the
creation of man-habitable worlds but left the
Valdis Belts instead.

The Valdis Belts are the source of most of
the system’s riches. Iron and nickle are the
principal products, of course, but large
quantities of chromium, cobalt, magne-
sium, gold, platinum, iridium, silver, tin,
tungsten, and copper are also mined here.
Rikerstrike, the largest of the Valdean
Beltworlds, is located in the Mid-Belt and is
still the site of the system'’s principal seftle-
ment outside of Wheel itself.

Valdis l—Rock—is the site of an impor-
tant mining facility. Titanium and silicon are
the principal resources taken here. Port
Red is the base—largely underground—
where the titanium is processed and refined

6 BattleTechnology

Red Beta Mining
Facilities on Rock
In the photo at rght, a
Kurita Shadow Hawk
patrols the perimeter of
the Matals of the Earth
mining base known as
Red Beta. The mine
heads and cre slorage
areas have been the
scenes of numerous
raids and sharp Battla-
Mech skirmishes. Some
of the facility's bauxite
storage domes can be
zean in the distance.

by day under large solar mirrors, then stock-
piled for shipment to Wheel.

Other important resource points in the
system are Giant's moans, rings, and trojan
points. Giant's moons and rings are the
principal sources of water for the various
human settlements and facilities, as well as
the chief source of hydrogen for Wheel's
station-keeping thrusters,

WHEEL

The principal center of human activity in
the Valdis System is, paradoxically, no-
where near the various worldlets and aster-
oids in the system's planetary plane but al
the star's Zenith JumpPoint. Wheel bagan
as a system recharge station, a permanent
deep space facility at the system’s Jump-
Point, with fusion reactors and a large
energy collection sail to recharge the
Kearny-Fuchida drives of in-system Jump-
Ships. Because of the inhospitality of the
various worlds of the system, and because
of the relative local abundance of raw mate-
rials, the Zenith station grew to become the
principal habitation center for the system,
providing homes, recreation, and services
for the miners and corporate executives
assigned there,

Design: Wheel takes its name from its
design—a vastwheel with a diameter of 460
meters, rotating once every 1.97 minutes lo
provide artificial gravity in the wheel's rim.
“Down" is “out,” while “up” is in the direction
of the wheel's hub no matter where on the
rim you are. Centrifugal force generated by
the wheel's rotation creates one standard
gravity.

All of Wheel's living quarters and offices
are located in the rim, as are most of the
recreational facilities. Rim capsules provide
the chief means of transport here. These
are sealed, 25-seat passenger capsules
riding tracks along the rim's edge. Like

monorails or tubetrains on or under plane-
tary surfaces, these serve to carry Wheel's
inhabitants at high speed from point to point
along the rim.

Wheel's rim Is connected to the hub by
two spokes, each containing ladders and
pods identical to the Rim capsules save that
they cross Wheel by travelling the facility's
diameter instead of its circumference. The
spokes are attached to Wheel's Hub Spin
Module which rotates independently of the
rest of the hub. As in all such rotational
facilities, weightless conditions prevail
within the hub.

The docking bays include both true bays
which open to admit shuttles, then close,
allowing the bay to be pressurized and the
crews to debark in atmosphere, and also a
long docking spine to which DropShips can
be locked. JumpShips can be moored to the
docking spine, but because of their size and
relatively fragile design, they generally are
connected anly by the power cables which
feed power from the station generators to
the ship's storage cells.

Station Keepers: Like all JumpPoint re-
charging stations, Wheel does not orbit the
local sun but must rely on station-keeping
thrusters to maintain its position in the sys-
tem—in Wheel's case, 523 million kilome-
ters “above" the north pole of Valdis.

Wheel's station keepers transform hydro-
gen into high-temperature plasma and
expel it at relativistic speeds by way of a
plasma linear accelerator (PLA) which
forms the spine of the lower hub. The accel-
eration is very small—less than .01 G—but
it is sufficient to counteract the gravitational
attraction of the Valdean sun at a distance
of over 3.5 a.u.

Aboard Wheel, the hub is in zero-G, or,
more properly, micro-G. The facility's sta-
tion-keeping thrust provides a small bul
measurable acceleration which mimics
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gravity, with “down” in the direction of the
energy sails and the Valdean sun, and "up”
towards the station docking bays. Inthe rim,
of course, the far greater effects of the
centrifugally-generated artificial gravity
overwhelm the effects of the station-keep-
ing acceleration, which is not felt at all.

GENERAL NOTES:

The Valdis System has been fought over
many Wmes in past centuries, and it is likely
that it will continue to be a center of struggle
in the ongoing contest between House
Kurita and House Steiner, Wheel was taken
from Steiner some 75 years ago, and the
system is still regarded by Commonwealth
strategists as occupied territory.

While Steiner forces have repeatedly
raided the Valdis system, however, they
have been careful to stay well clear of
Wheal itself. Wheel is quite literally irre-
placeable, since many of the techniques
employed in its construction have been lost
during centuries of continual warfare. Major
damage to the station-keeping thrusters, for
example, or to the massive fusion drive
which powers them, would result in disaster
as the Wheel slowly—but inexorably—fell
into the systam's sun.

A second consideration is the prasence
of a ComStar class B hyperpulse generator
on Wheel, Neither House Steiner or House
Kurita would wish to instigate a battle which
could result in the destruction of a ComStar
facility—with the attendant threat of Com-
Star imposing punitive measures on the
combatants.

As a result, Wheel itself has achieved
something of a neutral status. Free traders
and merchant ships have called freely at
Wheel for many years. Under the shelter of
a general unwritten and unspoken agree-
ment, even Lyran Commaonwealth nation-
als have visited Whee! and freely conducted
their business there—usually trading
agreements with Kuritamerchant firms—al-
though Steiner warships know better than
to test this de facto neutrality. Because of
this, Wheel has become a port similar to, if
not as active as, the Lyran Port Moseby.
Like Port Moseby, Wheel provides both an
avenue for Kurita merchants who seek
goods from beyond the borders of the
Combine and an outlet for those of theirown
products which interest visiting Lyran trad-
grs. Local Kurita government representa-
tives seek, with varying levels of success, to
limit the exposure of Kurita nationals with
“foreigners” to encounters with high-rank-
ing officers and trade representatives.

Other targets in the Valdis System are fair
game, however. Numerous raids have
been staged against titanium storage yards
on the surface of Valdis | by DropShips
making high-G runs from the Valdean Nadir
JumpPoint.

BattleMech operations on the surface of
Valdis | are particularly difficult. Mech
combat in low-G vacuum environments s
markedly different from operations on more
Earthlike worlds and is both extremely diffi-
cult and extremely dangerous (see: Baftle-
Mech Combat in Vacuum on page 51).
Operations on Valdis | must be timed to

BattleMechs on Rock: Combat in this air-
less, hostile environment presents raiders
and defenders alike with unique problems.

coincide with the approximately 4-hour-
long periods at dawn and dusk when the
surface is neither too hot nor too cold for
'‘Mech systems.

In August, 3027, a Lyran Commonwealth
raiding force consisting of two Union-class
DropShips broke out of JumpSpace at the
Nadir JumpPoint and commenced a high-G
run towards Valdis |. Brushing past local
defenses, the DropShips grounded on a
broad lava plain five kilometers east of Port
Red approximately one hour past local
sunrise. One company of mercenary Battle-
Mechs—their identity has been withheld
thus far for security reasons—disembarked
and advanced on the facility.

They were met by four Kurita 'Mechs
standing sentry-go at the facility. The de-
fenders put up a spirited defense, so spir-
ited, in fact, that the attack was delayed for
almost two hours, as the rising sun became
dangerously hot. Space-suited infantry
elements were able fo secure a small quan-
tity of aluminum ingots and store it aboard
one of the DropShips. With Kurita reinforce-
ments approaching, the raiders re-em-
barked and escaped, leaving one of their
number—his "Mech damaged—behind as
prisoner. It was suggested that the
operation would have been completely
successful if the attackers had had more
time. However, the rising temperature on
the planet's surface precluded further
operations and forced their retreat.

One of the Steiner DropShips was badly
damaged by local militia fighters during the
run back to the Nadir Point.

Currently, rumors abound on Rastaban,
Biota, and other Steiner worlds near Wheel,
rumors of a forthcoming major Steiner of-
fensive which will include Wheel in its
sweep. Certainly, House Steiner intelli-
gence services have been particularly inter-
ested lately in this valuable and guarded
world on the frontier of Kurita space.

Perhaps the Commonwealth high com-
mand is planning a return to Wheel in the
very near future, Only time will tell.

ABOUT WORLDBOOK

Werldbook is a BattleTechnology fealure
drawn from the computer fites of The Navigator's
Guide to the Inner Sphere, the 32-valuma com-
pendium of explored worlds published by Com-
Star Press Intersitailar, Terra. Whee! was first
printed in Volume B, Cis-Antares Sector, and is
used here by permission of the publisher.



BattleGear

Assault
Rifles

by the BattleTechnology Staff

Rifies have been the basic infaniry arm since the 19" Century. If
one includes the smoothbore muskets of previous cenluries under
the generic term “rifle,” this weapon has been an important part of
infantry arsenals for at least 1500 years. The word rifle, of course,
was originally coined to decribe a particular type of firearm, one with
spiral grooves or “riflas” cut into the barrel lining fo give the bullet a
stabilizing spin, improving accuracy and range. Smoothbore weap-
ons—whether the muskets of ancient days or the shotguns, needle
guns, or the auto-stabilized gyrojet “rifles” of today—are not, prop-
erly speaking, true rifles. Nonetheless, the ferm has come fo
represent a broad class of weapon which has been the infantry's
principal combat weapon since the middle of the Second Millenium.

In the mid-20° century, military rifles took a new and unexpected
diraction in their development, one which reflected the rapid pace of
technological change and innovation in those days. The "assault
rifle” came to represent the epitome of personal infantry combat
weapons, a weapon capable of semi- or full-automatic fire, providing
great accuracy over long ranges. The full-auto capability gave these
rifles the advantages of submachine guns in providing fire suppres-
sion and covering fire; their size and the power of the rounds gave
them aceuracy, range, and superb penetration. Fire accuracy with
full auto fire was much less than for single-shot fire, but greater than
the accuracy possible with shorter, lighter SMGs. Further, the
rounds were more powerful, travelled faster, and caused more
damage than typical SMG pistol-caliber ammo.

These factors together combined to make the assault rifle the
principal weapon of the infantryman throughout the Age of War.
Evan the personal, man-portable laser and pariicle weapons devel-
oped during the Star League era did not replace assault rifles in this
capacity, forenergy weapons proved to be bulky, heavy, much more
expensive to manufacture, and less reliable under adverse condi-
tions, and they required far more training and maintenance than did
conventional assault rifles.

As manufacturing centers and industrial facilities continue fo
suffer the ravages of war, it sems lkely that this assessment will be
even more valid in the future, Assault rifles are, relatively speaking,
easy to manufacture and to maintain, their ammunition is abundant
and simple to produce.

The same cannot be said of laser pistols or man-portable particle
guns.

This issue of BattleTechnology takes a close look at a few of the
mare well-known modern infantry assault rifles. Two of them, the '03
Gallo and the Thomas GPR are not, strictly speaking, assault rifles,
but are included because they are frequently encountered on
today's battlefields.
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Federated Industries 7.5 mm Assault Rifle

Federated Long Rifle

Weapon Type: Assault Rifle
Manufacturer: Federated Industries
Operation: Single Shaot
Weight (w/o magazine): 4.0 kg
Weight (10-round magazine): .5 kg
Weight (20-round magazine): .8 kg
Weight (30-round magazine): 1 kg
Length: 102 cm
Caliber: 7.5 mm
Type of Fire: Selective: single shot, burst, or full-auto
Rate of Fire: 700 rpm
Magazine: 10-, 20-, or 30-round magazine
Reload Time: 10 seconds
Effective Ranges
Full auto/single shot or burst:
Short: 30/40 m
Medium: 70/90 m
Long: 140/165m
Weapon Rellability: 94%
Base Cost: Cb 120
Reload Cost:
(10-round magazine): Cb 2
(20-round magazine): Cb 4
{30-round magazine): Cb 6

Motes: The Federated Long Rifle is a fypical military-style assault
rifle similar to designs common today throughout the Inner Sphera
and among military forces whereever Man has waged war for over
1000 years. It is designed with ruggedness and rellability in mind,
with a casing of high-impact plastic and stamped metal receiver
group and action. It fires a high-velocity 7.5 mm round specifically
designed to tumble as soon as it hits its target, dumping kinetic
energy and causing maximum damage to the target.

Though ariginally designed and distributed within the Federated
Suns, this FLR, or near copies, is manufactured on worlds within
each of the Successor States. It is the standard-issue infantry rifle
to most House Davion rifle-equipped infantry companies and has
been sold in huge numbers to House Steiner and to various
Periphery State kingdoms allied with the Federated Suns.

Though capable of full-auto or burst fire, conservation of ammu-
nition generally dictates engaging the enemy with single shots. This
weapon is highly accurate at ranges out to 165 meters. In the hands
of a trained shooter, particularly with a scope or other optical sighting
aids, it is accurate to much greater ranges and has, on numerous
occasions, been pressed into service as a sniper weapon. It is mosl
often criticised for its unfortunate tendency to jam—usually when
mud or dift gets caught in the extractor mechanism during operation
under adverse conditions. Units using the FLR are taught to keep
their weapons meticulously clean at all times.

February 3028



Federated Industries 12 mm Zeus Heavy Rifle

Zeus Heavy Rifle

Weapon Type: Heavy Assault Rifle
Manufacturer: Federated Industries
Operation: Single Shot
Weight (w/o magazine): 6.0 kg
Weight (5-round magazine): 2.0 kg
Weight (10-round magazine): 2.6 kg
Weight (15-round magazine): 3.0 kg
Length: 110 cm
Caliber: 12 mm
Type of Fire: Selective: single shot or burst
Rate of Fire: (cyclic) 400 rpm
Magazine: 15-, 10-, or 15-round magazine
Reload Time: 10 seconds
Effective Ranges
Single shot or burst:
Short: 35m
Medium: 90 m
Long: 140m
Weapon Reliability: 98%
Base Cost: Cb 200
Reload Cost:
{5-round magazine): Cb 1
(10-rqund magazine): Cb 2
(15-round magazine): Cb 3

Notes: The Zeus Heavy Hifle is a military combat rifle patterned off
of a civilian big game rifle, the Zeus-Hawkings Sporter. Its two
primary claims to fame are its weight (8 kilograms with a 5-round
magazine loaded) and its striking power.

Both the Zeus and the Zeus-Hawkings Sporter are chambered for
the 12-mm Thunderbolt Magnum cartridge, the most powerful rifle
cartridge ever developed. The soft, blunt-nosed design of the round
is designed for stopping power and penetration rather than range,
and the Zeus actually has a shorter range than some other rifles.
However, the Zeus-Hawkings Sporter is the only commercial
weapon ever cradited with bringing down an Althastan megarium.
Doubters in the weapon's stopping power are referred to xenabiol-
ogical texts which describe this massive, heavily-armored, and
dangerous denizen of the jungles of Althasta |I. The military version
has been recorded—on at least one occasion—to have penetrated
the armored canopy of a Shadow Hawk at close range and killed the
pilot. Though considered to be a fluke, the incident, which occurred
on 27 August 3025 during a Davion raid on Berenson, has created
an extraordinary reputation for this rifle.

The Zeus is heavily constructed. The stock is especially rein-
forced to withstand the recoil of the heavy magnum round. Though
it is capable of firing four-round bursts, the need for conserving both
ammo and the firer's shoulder generally limit the weapon to single
shots only.
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Manufactured by Federated Industries, the same arms company
which produces the Federated Long Rifle, the Zeus is common
throughout the Federated Suns and has been exported in large
numbers to the Lyran Commanwealth. Many of the weapons have
also found their way by various means to the other Successor State
Houses as well. At least two rifle-armed infantry regiments (4% Arc-
Royal Guards, “Dragon Slayers,” and the 115" Arborean Militia,
“Mech Hunters”) are known to use the Zeus as a standard-issue
arm, though available information suggests that both units fill out
shortages in this weapon with Federated Long Rifles.

The Zeus-Hawkings Sporter is identical to the military version but
fires five rounds from an internal magazine rather than from a
detachable box magazine, weighs only 5 kilograms, and is cipable
of semiautomatic, single-shot fire only.

Gallo 10 mm Long Range Sniper's Rifle, '03

Gallo Model 3003

Weapon Type: Sniper Rifle
Manufacturer: Dorymede Arms
Operation: Single shot, balt action
Weight 3.0 kg

Weight (5-rounds, internal magazine): .2 kg
Length: 112 cm
Caliber: 10 mm
Type of Fire: Single shot
Rate of Fire: 15 rpm
Magazine: 5-round internal magazine
Reload Time: 10 seconds
Effective Ranges

Short: 50m

Medium: 100 m

Long: 150m
Weapon Rellability: 98%
Base Cost: Cb 110
Reload Cost:

{5-round clip): Cb 1

Motes: The Dorymede Gallo is something of a throwback in modern
military rifles, using a simple (critics say primitive) hand-operated
bolt action to eject a spent cartridge and feed a fresh round into the
fiing chamber. This system results in a painfully low rate of fire
{about 15 rpm) and requires the firer to reacquire his target after
each shot.

However, the ‘03 Gallo has acquired a superb reputation as a
highly accurate and effective rifle, particularly in the hands of a
trained marksman. The Exeter Marines, an elite commando infantry
unitin service with House Davion, use the '03 exclusively as a sniper
rifle, outfitted with Hanson Industry’'s Mark XXXl HiMag starlite
scope. Sergeant Vic “Headshot” Hanson, of the Exeter Marines, is
credited so far with 82 kills with an 'O3 Gallo, including General
Hsien Zhou Li of the Liao High Command.
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The 10 mm magnum cartridge is quite powerful and is capable of
piercing most body armor even at extreme range. The rifle itself is
extremely rugged, virtually fail-proof, easy to clean and maintain,
and cheaper to produce than gas-operated semiautomatic combat
rifles.

The Galio is produced by Dorymede Arms on Exeter in the
Federated Suns but is widely used by House Steiner and House
Marik as well. The design, though rarely seen among military arms,
is comron as a civilian sporting rifle and has been encountered with
increasing frequency in the hands of civilian irregulars, guerrillas,
and planetary militias.

its kinetic energy within the target rapidly in order to cause maximum
damage.

Kogyo Industries have sold manufacturing licenses for the KRT
design throughout the inner sphere, and the rifle is manufactured in
several variants which may be encountered almost anywhere. The
popular ARK rifle is well-known throughout Marik space and is easily
recognizable with its folding stock and integral folding bayonet. Even
some Davion infantry units use one variant, the K-90 assault rifle,
which they favor as being more reliable under adverse conditions
than the sometimes-temparmeantal FLR.

Kogyo-Reyerson-Toshiro Model XXIV

Model ARSO

“KRT AR"

Weapon Type: Assault Rifle
Manufacturer: Kogyo Industries
Operation: Semi or full auto
Weight (w/o magazine): 3.5 kg
Weight (15-round magazine): .7 kg
Weight (30-round magazine): 1 kg
Length: 102 cm
Caliber: 7.5 mm
Type of Fire: Selective: single shot, burst, or full-auto
Rate of Fire: 800 rpm
Magaziné® 15- or 30-round magazine
Reload Time: 10 seconds
Effective Ranges
Full auto/single shot or burst:
Short: 2535 m
Medium: 50/75 m
Long: 120/1150 m
Weapon Reliability: 98%
Base Cost: Cb 150
Reload Cost:
(15-round magazine): Cb 3
(30-round magazine): Cb &

Motes: The KRT Assault Rifle is fairly typical of modern assault rifle
designs. Simple to manufacture and operate, robust, able to with-
stand hard use and hostile environments, and cheap enough to be
mass-produced in large numbers, the KRT-AR can be found in
service throughout the Draconis Combine, the Capellan Confedera-
tion, and in the armories of dozens of Periphery client states,
mercenary infantry groups, guerrilla units, and revolutionary fronts.

The KRT's modular design allows simple conversion to different
versions, including a light machine gun {KR-LMG), a sniper's rifle
(KRS), and a carbine (KRT-Short). It fires a 7.5 mm round of either
anarmor-piercing or a frangible design. The AP round can penetrate
most standard body armor within effective range. The frangible
round has ittle penetration value but fragments on impact, dumping
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Bereiter Arms Model ARS0

Weapon Type: Assault Rifle
Manufacturer: Bereiter Arms
Operation: Gas operated, semi-or full automatic
Weight (w/o magazine): 3.5 kg
Weight (20-round magazine): .6 kg (Flecheties: .5 kg)
Weight (50-round magazine): 1 kg (Flechettes: .8 kg) |
Weight (100-round casette): 1.8 kg (Flechettes: 1.5 kg)
Length: 85 cm
Caliber: 10 mm
Type of Fire: Selective: single shot, burst, or full-auto
Rate of Fire: 730 rpm
Magazine: 20- or 50-round magazine; 100-round cassette
Reload Time: 10 seconds
Effective Ranges
Full auto/single shot or burst/flechettes:
Short: 25/40/20 m
Medium: 50/90/40 m
Long: 120/160/60 m
Weapon Reliability: 91%
Base Cost: Cb 225
Reload Cost:
(20-round magazine): Cb 4
(50-round magazine): Cb 10
(100-round cassette): Cb 20
{Flechettes): Base cost x 1.5

Notes: Bereiter Arms' assault rifle offers several innovations in
assault rifle design but suffers from what one critic called an
“unfortunate tendency to try to be too much of a good thing.” The
receiver group is designed to fire from either a box magazine or a
100-round, auto-feed cassette. The cassette, while an interesting
idea, suffers from frequent feed jams, especially under adverse
conditions, and is also difficult and time-consuming to reload.

The weapon can also take 10-mm cartridges loaded with 1 mm
flechettes, slivers of metal some 3 cm long with tiny fins designed to
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spray from the AR's barrel like shotgun pellets, but then stabilize and
fly in a tight pattern to the target. Flechettes have limited range and
low penetration values, but they are capable of doing tremendous
damage to unarmored targets. Critics point out that most infantry-
men on today's battlefields wear combat armar, and that flechettes
are therefore relatively useless. Supporters of the round insist that
there are numerous specialized functions in which flechettes are
ideal, such as security, counter-insurgency, and crowd control.

The AR90's chief disadvantage is its complex design, which
lsaves it prone to jams and malfunction. It is particularly susceptible
to dirty environments and has a somewhat exaggerated reputation
for jamming whenever the firer forgets to wash his hands. The
weapon features a built-in variable zoom telescopic sight, and
modular units which convert it into a 112 cm sniper's rifle, a 70 cm
submachine gun, or a 105 cm light machine gun. The Model ARS0-
C Short is a carbine version identical to the assault rifle, but with a
somewhat shorter range.

Thomas Arms General Purpose Rifle

Thomas GPR

Weapon Type: General Purpose Rifle
Manufacturer: Thomas Arms, Lid.
Operation: Single shot or burst
Weight (w/o magazine): 3.0 kg
Weight (10-round magazine): .5 kg
Weight (20-round magazine): .8 kg
Weight (30-round magazine): 1 kg
Length: 98 cm
Caliber: 5.5 mm
Type of Fire: Selective: single shot or burst
Rate of Fire: (cyclic) 500 rpm
Magazine: 10-, 20-, or 30-round magazine
Reload Time: 10 seconds
Effective Ranges
Full auto/single shot or burst:
Short: 30/40 m
Medium: 70/90 m
Long: 140/165m
Weapon Reliability: 97%
Base Cost: Cb 180
Reload Cost:
(10-round magazine): Cb 2
{20-round magazine): Cb 4
(30-round magazine): Cb &

Notes: Thomas Arms has produced a general purpose rifle which
is popular with civilians as home-defense and militia weapons but
which has been purchased by several government agencies as a
limited-distribution military weapon as well. Thomas Arms, basedon
Donegal in the Lyran Commonwealth, has a reputation for reliable
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and well-made firearms throughout the Inner Sphere. Their GPR,
first released over two centuries ago in 2813, has had a hand in
building and maintaining that reputation.

Though a relatively small caliber (5.5 cm), the round has an
extremely high muzzle velocity which gives it excellent penetration
and stopping power. Numerous local planetary militias, especially in
Steiner space, are armed almost exclusively with the Thomas GPR.
Military units which have acquired at least small numbers of GPRs
for special purposes include the Tharkad Regulars, infantry and
security elements of Marik's 443 Commando, and the Saurimat
{Quick Death) Fedayeen of Shaul Kala.

The GPR is reliable under adverse conditions and is easily
disassembled and stored in an inconspicuous carrying case only 55
centimeters long. One interesting note about this weapon is that,
while configured as a strictly semiautomatic’ or 4-round burst
weapon, a simple modification requiring commortools and S
minutes can convert the GPR to a fully selective, full-auto weapon.
This conversion capability has made the weapon extremely popular
on several planets where ownership of full-auto weapaons is illegal
for civilians.
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MechTac

With Decompression, BattleTechnology
continues its series of personal narratives
by veteran BattieMech warriors.

'Mech combat on airless worlds /s a
common occurrence—guite commen, in
fact, though news reporting generally
passes over such engagements in favor of
more dramalic or climactic battles on mora

important—and populated—worids. The -

fact remains that there are thousands of
airless worlds and worldlefs throughout the
Inner Sphere, barren, utterly inhospitable
places important because of their location
athwart some wvital trade fane, or because of
the resources of metals or hydrocarbons or
ice which they harbor, or simply because
someone has built a base or outpost there
and somone else finds a moment’s sirate-
gic importance in knocking that base down.

Decompression /s a personal narrative
by Lieutenant Vincent McCabe, Fire Lance
Leader of Company B, First Battalion, of the
Star Warriors mercenary BattleMech regi-
ment, currently under contract to House
Steiner. A recent participant in a raid an the
airless rbon of a Kurita-held planet in the
Rasalhague District, he is in an excelent
position to describe the tactics, hazards,
and experiences of BatileMech forces
engaged in such an environment.

This is Lt. McCabe's first contribution fo
Battle Technology.

Decompression

We were maintaining radio silence, avan
though Gordo didn't have an ionosphere
which might have bounced our signals over
the horizon. If the Dracs had had even an
inkling that we were whera we were, it would
be all up... and Void alone knew how many
Kurita spacecraft and relay stations and
DropShips might be on our line-of-sight,
snooping for just such a party as ours.

It wasn't the radio which worried me,
though, it was our color. Sure, sure, it's
always tough 1o paint a 10- or 12-meter-tall
BattleMech in any kind of a camouflage
scheme that'll cut down on the thing's sil-
housatte, no matter where you are... but
we'ra talking high visibility here. All six
'Mechs in our strike group had been painted
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Decompression:

Surprise on Ramsau's Moon

bright, bright silver, and as we started our
long, loping trot across one of Gorde's
black, empty maria, | felt about as incon-
spicuous as a BattleMech at a social cock-
tail party.

Or a big, fat beetle crawling across a
dinner plate.

Our half-company strikeforce had been
drawn from the two top companies of ihe
Star Warriors. When the Steiner command
neaded an elite strikeforce to hit the Kurita
C? hiddden on Gordo, they went and hired the
best. The Warriors are mercenaries, the
best. We've been in 27 major actions and
Void only knows how many skirmishes,
holding actions, and the like. Mostly we'd
been working for Hanse Davian, but Colo-
nel Christie had taken a shori-term contract
from Katrina Steiner, and so late 3027 found
us in the Ramsau System, a long, long way
from help.

You've heard of Ramsau? The planet is
Ramsau lll, a pleasant encugh place if you
like larga, cold deserts, ice across half the
planet, and a day six times longer than it
ought to be. There's a growing season
there, but the crops aren't anything humans
would care to eat... and Earth-type crops
don't do well when the nights are 70 hours
long. That means every bite to eat has fo be
shipped in... or else grown in huge, under-
ground hydroponics facilities with arificial
lighting.

So why did the Steiners want to hit such
an uninviting place? Well, they didn't tell us
all the details, of course, but it was easy
enough to tell that the Steiners were figuring
on making a move against Kurita, and that
the move would be some time soon. The
Lyran news media was full of patriotic fer-
vor... bits on how they should take back
what the Draco Combine had taken from
them, how we all must pull together, and all
that. Tensions had been up all along the
border ever since a former Steiner planet
called Verthandi tried to kick its Draco
masters out, and the usual raids and
counter-raids and saber-rattlings had been
on the increase ever since.

So, with a big push coming, the word was
out that mercenaries were neaded, aspe-
cially elite groups. The Steiner brass de-
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cided that what was needed was a deep
penetration raid, something to really shake
the Dracs and make them start looking
nervously over their shoulders all up and
down the Kurita-Steiner frontier. Nervous
troops can be rattled easily... and maybe
the Kurita command would start trying to
spread their people around in the hopes of
covering everything. Spread them thin
enough, and the Steiner push might have a
chance of making real headway when it
came.

As for the reason why they chose
Ramsau in particdlar, well, look at it this
way. Destroy the food production facilities
on that one planet, and the Kurita command
would have to make an unpalatable choice:
tie up dozens of Jump- and DropShips
ferrying in food and equipment fo repair the
hydropanics farms, or let the people starve
and face the unrest that would cause on
every Kurita planet from Dieron to Rasalha-
gue. Whatever the propagandists say about
the Drac bosses on Luthien, they weran
about to write off the population of a whole
planet. A population of ten million was far
too large to pack up and move on shor
notice, but if the Dracs scrambled, they
might be able 1o organize a relief expedi-
tion—a fleet to ferry in enough emergency
food to keep the people going while they
repaired the hydro farms.

And man, would that ever put a crimp in
the local Combine shipping! Every Jump-
capable transport in a 50-light-year radius
would have been pressed into service to
carry engugh food to keep several million
people fed for maybe two or three months.

A neat plan. The hydroponics farms were
clustered together in one area outside
Ramsau’s lone population center at Sau-
ton. Our forces come down hard, take the
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spaceport, hold the enemy defenses at bay,
and send a team in to wade through the
growing vats. Simple, except for one thing.

Steiner's intelligence sources reported
that Aamsau's defenses were not coordi-
nated from the surface of Ramsau, as you
would expect. Every decent defense force
needs a C'—that's milslang for Command,
Control, Communications, and means, to
the uninitiated, military headquarters. Usu-
ally, a unit's C* will be hidden someplace
safe—in a cave, out in the woods, buried
into a command bunker, or whatever.
Davion likes to hide his underwater some-
times, if there's a convenient ocean nearby.

At Ramsau, things were different.
Ramsau Il has a single moon... avery large
maoan quite close to the planet. It's called
Gordo, and it's an airless, cratered ball of
rock and dust nearly 4,000 kilometers in
diameter, less than 140,000 kilometers
from Famsau. At that distance, Gordo
circles the planet in something like six
days—a hair over 140 hours. The prablem
is, that large a satellite that close to its
primary creates a tidal drag which has been
acting like a brake on Ramsau's daily rota-
tion for the past few billion years. Today,
Ramsau has a day which is six standard
days long. In other words, Ramsau's moon
is always suspended over the same spoton
the planet; the two are locked in a cosmic
embrace, each facing its companion with
the same faces eternally turned towards the
other. Sauton is located close to the planet’s
equator. From there, Gordo is always—
always—suspended in the sky directly
overhead, never rising, never setting.

And the Kurita C* base was located on the
Ramsau-facing side of Gordo, with the vast,
mottled, white-on-blue globe of the planet
always half-filling the sky directly overhead.

The set-up was ideal. From Gordo, the
Kurita defense command could keep an
eagle eye over everything going on-on the
surface of Ramsau anywhere on the same
hemisphere as Sauton. Nothing could ap-
proach Sauton without the Dracs knowing
about it. Cloud cover is a rarity in Ramsau's
thin alr... and Gordo was close enough that
the moon's radar arrays could probably
have picked up something as small as a
BattleMech even at that distance. In any
battle on Ramsau's surface, the Kurita de-
tenders would have an overwhelming ad-
vantage with their C*people hanging there,
directly overhead, watching and comment-
ing on everything that was going on!

Which brings us to the mission assigned
the Star Warriar's special strike force, code-
named “Ranger” and consisting of six Bat-
tleMechs under the command of old
"Crasher Chris™ Christie himself. The idea
was that Ramsau would get hit by a full-
fledged planetary invasion—a full regiment
coming in hot in an Overlord and six Union-
class DropShips, with three wings of Aero-
Space fighters for support and a half dozen
Leopards to carry the armor and infantry.

A force like that smashing into Ramsau's
inner system would be enough to make the
Kuritists sit up and take noticel We ex-
pected a heavy AeroSpace defense, with a
hard battle to win before our 'Mechs and
troops could set down on Ramsau's sur-
face. v

The Kurita high command would be so
tied up, in fact, that we figured they would
never notice one small Leopard-class Drop-
Ship making its way in ‘way, way off to the
side, out of the main battle. That Leopard
would be us, reconfigured to carry six light
'Mechs instead of its usual four 'Mechs plus
two fighters.
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Everything went by the numbers, one-
two-three. We broke out of JumpSpace at
Ramsau System's Nadir Point and realized
we'd caught the Dracs napping. There was
no guard mounted at the JumpPoints, no
fighter patrols, no sign that we'd even been
sighted until we picked up their fighters
rising to meet us as we backed down on the
final leg of our deceleration into orbit.

The battle was on, with fighters tangling.
our Lucifars and Chippewas going after
their Slayers and Shilones. With every elec-
tronic eye in the system fastenad to that
battle, our Leopard's pilot cut power and
drive and let our ship drift blind into the
shadow of Ramsau’s moon.

The circumference of a moon as big as
Gordo is over 12,500 kilometers. Captain
Forrest brought our Leopard down halfway
around from the Kurita base, then hedge-
hopped all the way around to the other side.

Hedge-hopped? Wrong word on a world
with no air, and a landscape which is all dust
and rock, craters and low, gray mountains
sand-blasted smooth by a few billion years
of micrometeorite impacts. Better say cra-
ter-hopped instead. | don't think that Leop-
ard hauled its belly much maore than 10
meters above the moon's surface in that
whole six-and-some thousand klick pas-
sage. | suppose Draco radar on Ramsau's
surface could have spotted us if they'd been
looking, but we figured they'd all be locking
elsewhere—watching for when our Drop-
Ships started their descent approach.
Radar stations on Gordo could have seen
us... but we stayed well below their horizon,
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our approach blocked by the mass of Gordo
itsalf.

The horizon on a small body like Gordo is
close—real close. From 10 meters up, the
harizon is only a bit under seven kilometers
away. Captain Forrest crater-hopped us to
within 15 kilometers of where Steiner Intel-
ligence had said the Draco base was, then
grounded us on the floor of a large, shallow,
low-walled crater. The ramps came down,
the restrainer clamps snapped free, and our
six 'Mechs bounded out onto Gorda's sur-
face.

Bounded is the word for it. Gordo pulls
about a fifth of a G in surface gravity. It's
dangerous to push your speed too faron a
worldlet like that, because you have to
remember that your BattleMech still
masses just what it would in one standard
G... even if it doesn't weigh as much. The
distinction between mass and weight Is
confusing for people who haven't had to
deal with it. Suffice to say that a BattleMech
running full out in .2 G is very hard to stop!

It's eerie, piloting a BattleMech across a
landscape like that. Motion is smooth, cush-
ioned by the dust and the low-G. Hell, we
were all feeling light-headed to begin with,
and the low grav adds to that feeling consid-
erably when you can't feel the straps hold-
ing you 1o your chair, or the weight of the
neurchelmet resting across your shoulders!
Out through the canopy and displayed
across your console screens, the horizon is
gray and silver against black, and close
enough to touch. With no air between you
and those mountains on the horizon, they

take on the look of cardboard cutouts,
sharp-edged and harsh, and =o flat you
think someone's going to pull the props out
from behind them and they'll fall over flat,
ka-whump!

Only they wouldn't go ka-whump, of
course. No air, no sound. You hear the
creak of joints and fittings inside your
'Mech's head as it moves, and the usual
rasp of your air supply, the low hum of heat
pumps and circulators... but there's not
another sound in the universe, and you can
get 1o feeling very much alone.

Maybe it was the loneliness that got to me
in the end. Feeling lonely'when you're trying
to sneak up on an unfriendly pfaymate is not
a comforting thing! | wanted to haul my
'Mech over to the pools of black shadow
which lay in the light-lee of every boulder,
cliff, and mountain wall we passed... haul
over and hide because | felt so damned
conspicuous.

You see, everyone knows that probably
the biggest problem a BattleMech faces in
combat is heat. .. and in vacuum that prob-
lem is a lot worse. Don't believe the ‘Mech
drek you hear about the "icy cold of space.”
That guff is strictly for the space opera
holovids... the ones with gorgeous girls
wearing fishbowl helmets and not much
else for space suits! Hey, you don't believe
me? Well, how the hell do you think a
vacuum bottle keeps things hot ? Therais no
better insulation in the universe than a bit of
hard vacuum, and that means that a space-
ship... or a BattleMech on an airless
moon... has to pay one hell of a lot of
attention to getting rid of excess heat—both
what it makes itself and what it soaks up
from sunshine undiluted by a few miles of
thick, comiortable atmosphere.

So our six 'Mechs had been worked over
by our Techs before the missian, with armor
pulled off in spots to accommodate bigger,
heavier heat sinks and special radiator
vents. |f anyone had cared to look our way
with an | detector, he would have swom he
was being attacked by six giant, two-legged
magnesium flares.

The ather thing we could do was paint our
'Mechs silver. Every surface that would take
it had been anodized with an aluminum-
silver oxide that made us look like great,
walking mirrors. The sunlight glared off our
'‘Mechs like laser fire. At one point as we
loped along the surface, my curiosity was
nudged by an unusual pale, wavering flicker
of light | could see from time to time along
the rocks and in the shadows we passed. |
was about ready to believe | was seeing
some sort of strange electromagnetic dis-
play, some phenomena of the local rock
chemistry when | guessed the truth. The
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sunlight reflections from our 'Mechs were
splashing across the rocks as we moved
like spotlight beams!

Anyone who has dreamed he's walking in
stark naked on a high-society dinner party
knows about how | felt. The mare we were
crossing was broad and dark and utterly
flat—nothing more than a scattering of big
rocks and small craters and a Void-awhul
expanse of empty in every direction you
looked.

Arock wall was visible ahead, crawling up
abaove the horizon with every hundred me-
ters we travelled. The Colonel pulled us up
with an upraised metal arm when we were
maybe two klicks from the wall and signaled
us to disperse in complete silence. The
approach formation had been worked out
before we grounded, of course, in a half
dozen sweat sessions poring over old
ComStar maps and Intel reports. Colanel
Christy's Wolverine was in the center, with
my Shadow Hawk 80 meters to his right.
Feodor Blanski's Griffin was on my right,
while Kathy Drake's Centurion was on the
Colonel's left. Qur two light 'Mechs,
O'Hanrahan's Stinger and Lawrence's
Commando deployed out ahead and to
gither side, so that we were moving fowards
our objective in a crescent formation half a
kilometer across. with the open side lo-
wards the enemy.

The maneuver was completed with
absolute radio silence. The target was sill
below the horizon, just on the far side of that
rock wall, but a Kurita fighter passing over-
head mighw hear us and pass the word to the
Draco C°. If what we were attempting was to
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have any chance of success at all, we had
to keep the advantage of surprise.

The Colonel signaled, and we started
forward again. My mouth was as dry as the
dust under my Shadow Hawk's feet looked.
Ramsau was overhead, a blue-white cres-
cant with Sauton’s lights visible as a golden
splotch in the middle of blackness. The rock
wall was closer now, and | had the uncanny
feeling that there were a few million pairs of
eyes along that rim, watching us cross the
empty plain.

| wanted a drink of water but didn't quite
dare. Standard procedure for vacuum
operations is to wear your pressure suit tight
and sealed. It's uncomfortable... Void, is it
uncomfortable! The usual garb inside a
BattleMech cockpit besides your neural
helmet and sensors is shorts or trunks, a
coolantvest, and skin. Most 'Mechs have an
air conditioning fitting that can be hooked up
to your pressure suit through a valve cou-
pling over your liver; even hooked up like
that, sweat pools in your boots until you
slosh when you move them, and the suit
clings everywhere, sweaty and itchy, like a
slimy second skin. You have to leave your
helmet off inside the 'Mech, of course, since
vacuum helmets aren't equipped with neu-
rohelmet circuit rigs. But wearing the pres-
sure suit, at least you have a chance, if you
start losing air to hard vacuum, to discon-
nect from your neurchelmet, haul your pres-
sure helmet out from its rack behind your
seat, seal it over your head, and be able ta
breathe while you wonder if someone's
going to start using your now-dead ‘Mech
for a stationary target.

All of this meant | couldn't get a drink of
water. Those pressure suils are oo close
and tight to be equipped with a catheter, and
|don'tthink I'd care to use the thing if my suit
had one. As much as | wanted a sip of water
from the emergency tank behind my left
shoulder, | refrained, figuring it would be a
good many hours yet before it would be
convaniant to unseal my suit for a purge of
the ol' organic plumbing. | made do with a
stick of chewing gum from my survival kit,
and sat there, hands on the control sticks,
eyes fastened 1o the cliff, my jaws working
that gum like the cycle extractor on a 120
mm autocannon feed. Thie Combine people
were out there, somewhere. | tould feel it...
and the dead silence around me was
entirely foo dead for my peace of mind.

The cliff, our immediate objective, was
less than 20 meters tall in most places. It
was broken and rugged, in places little more
than a vast spill of boulders and gravel, but
it was not steep. Once we'd scrambled to
the top, we should be able 1o see our objec-
tive, a cluster of domes and dish antennas
maybe a kilometer beyond the crest of the
ridge.

Our formation moved on, the ground ris-
ing now beneath our metal feet. The thin,
soft layer of dust which blankets most of the
maria gave way to gravel and loose rocks.
We had to watch our footing, but our pace
was not slowed. We were perhaps. 300
meters from the crest of the ridge.

| almost didn't see it when it happened. A
flare of light caught Melissa Lawrence's
Commando at the far-right tip of our cres-
cent, and it was only by chance that her
machine was atthe edge of my line of vision,
180 meters off. The second flare of light
came an instant later, bracketing Blanski's
Griffin in a triple blast that seemed all the
mare startling for the fact that the explo-
sions were absolutely silent.

*Ranger Onetoall Rangers!” The Colonel
was on the tac net. Radio silence hardly
mattered now. “Plan Kilo... execute!”

We had a list of possible tactical evolu-
tions, each identified by a code word so that
Combine eavesdroppers wouldn't know
what we ware doing before we did it. Kilo
was a simple refuse-the-right advance.
Blanski and Lawrence would hold their
position, while the rest of our line would
swing forward and to the right like a huge
gate,

White light shattered a rock ten meters to
my front. The explosion was silent, but |
heard a rattling fictictic-tic as fragments
danced off my cockpit canopy. There must
have been other explosions—and some
hits on our people—because the tacnet was
filled with a babble of voices. O'Hanrahan
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was reporting fire from his front and a hit to
his Stinger’s left leg. Feodor Blanski was
asking for help—heavy damage to his
Griffin's right arm and torso. Colonel
Christie was shouting for Kathy Drake to get
her Centurion forward, when the magnetic
surge from a PPC hit blasted the tac net with
static.

And | couldn’'t even see where the fite
was coming from!

Then my cockpit blanked out in a glare of
white fire. Thera was noise this time, too, a
gut-wrenching whoem that hammered at
my ears as something hard and heavy
smashed my Shadow Hawk square in its
chest.

| triggered the autocannon off my shoul-
der, spraying rounds blindly towards the
ridge crest in front of me. As my vision
cleared in the after-dazzle of the bolt that
had hit ma, | could see geysering spouts of
grey dust erupting along the crest where my
AC shells were exploding.

There! My fire had flushed something... a
Dragon by the squat, blunt-nosed shape of
it. The Draco 60-tonner scuttled to my left
and turned. | could see aripple of fire across
its snout as it cut loose with a volley of long-
range missiles.

Then the geysers of smoke and dust were
falling around me as | rolled my Shadow
Hawk right. A missile struck my left arm,
high up on the shoulder, and an instant later
two more struck home on my "Mech's left
torso. | triggered my autocannon again,
tracking the Dragon as it began backing
down beldw the ridge crest, then brought up
my right arm and flashed my Martell laser at
him. Then the target was gone, but | caught
a glimpse of tiny, glittering flecks of metal
sattling slowly against the black sky above
the ridge. I'd hit him!
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| urged my Shadow Hawk forward. My
evasion to the right had put some distance
between me and Colonel Christie. | could
see the Colonel's Wolverine maybe 120
meters to my left and ahead, making its way
through a tumble-down of house-sized
boulders.

Then | spotted the bunker,

Void... what infernal luck had led the
Dracs to plant a perimeter bunker there,
there, of all places? Were they so sure an
attack would come from that direction,
across theflat and empty mare? Or had they
so ringed and fortified their C* that we would
have stumbled into one of the things no
matter which way we'd come?

We'll never know... but | would give my
Hawk's left arm and a year's supply of AC
ammo to have a quiet word with the Steiner
Intel bastards who located the Kurita C*
post with such precision... and completely
missed the fact that it was so well-guarded!

The bunker was hard to see—poured
ferrocrete painted to look like the surround-
ing rocks. | saw the movement of a snub-
nosed weapon but didn't recognize it for
what it was until it lit up blue and fire blos-
somed off the Colonel's Wolverine. Colone!
Christie was firing back, autocannon and
missile fire smashing at the bunker only
ninety meters from his position. Dust rose
above the moon's surface in a blanketing
cloud. Laser and PPC bolts were visible
now as they carved through the dust, light-
ning made visible, arrows and great, stab-
bing spears of brilliant light lancing across
that stark landscape.

“Rangers, all Rangers! This is Ranger
Onel I'm hit... bunker at triple zerg, range
one hundred, my position! Heavy laser and
a PPC!" There was another burst of light

and the hiss-snap of static.
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| swung to my left, angling towards the
Colonel and the Draco bunker. At 120
meters' range, | thought | could lay enough
fire on that gun emplacement to give the
Colonel a chance to back away. “Ranger
One, Ranger Three!” | yelled into the tac
net. "Covering coming down!" The targeting
brackets on my cockpit HUD closed in on
the heat source my computer said was the
narrow fire slit of the hidden bunker. Au-
tocannon fire smashed and flashed across
rock and ferrocrete. The sound of the gun
transmitted itself through the hull of my
‘Mech as a dull thumpthumpthump.” Sun-
light sparked off chips of rock spinning off
into space as rapid-fire violence rained onto
the emplacement. | added burst upon
measured burst from my right arm's laser
and loosed a pair of Holly SRMs from my
head racks for good measure. For a mo-
ment the gun emplacement was obscured
by dust and flying debris.

The explosion of a PPC burst against my
frontarmor picked me up and flung me back
with the force of a head-on collision. Heavy
laser fire played off my ‘Mech's torso, as a
dozen red lights winked on across my cock-
pit display. | was slammed back against my
seat by the force of the blast, then jerked
violantly forward as a second double blast
smashed my 'Mech back another step, then
slarmmed to the left as the machine lost its
footing and tumbled over backwards. My
restraining straps kept me in my seat, but
the belts cut into my shoulders even through
the material of my suit, and the thunder of
my fall left my ears ringing. A big, flashing
red light at the bottom of my HUD shrieked
for attention. My Shadow Hawk was over-
heating, and my computer was threatening
a shutdown,

February 30



My Hawk had picked up plenty of heat
already in the trot across that barren mare.
My extravagant display of firepower against
the Dragonand then against the bunker had
driven my heat load all the way to critical,
Four solid hits from those heavy Drac
weapons had been enough to force me into
the shutdown range.

| slapped my hand down on the override.
| couldn't let my Hawk quit on mea now! My
neurchelmet fransmitted the sense of my
"Mech’'s position... flat on its back. Some-
how | rolled the machine to the side and
brought it to its knees. | could see the gun
emplacement straight ahead, both ugly
barrels drawing down on me. The fire-black-
ened throats of those weapons looked like
cavernous mouths, gaping death at me. ..

Polarization of my canopy and my neu-
rohelmet visor saved my eyes when that
heavy laser fired again, but the bolt washed
across my canopy with a burst that blacked
out my vision for a moment. | fired back,
blindly, cutting loose everything | had.
Words painted themselves across my HUD,
warning again of shutdown. Again | slapped
the override... and felt sick horror as | saw
the override refused! My Hawk was cycling
down its power plant, shutting itself off!

Then there was another shock as my
Shadow Hawk collided with something big
and heavy, and the cockpit swung wildly to
the right.

I'm still not sure how much time passed
after that. | know | swam up out of a warm
and groggy muzziness, know | first became
aware a®| tasted salt and felt the wet drip of
blood from my nose and cheek underneath
my neurchelmet. For a moment | couldn't
hear a thing, so loud was the ringing in my
ears.
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Then other sounds penetrated my dull
awareness... a rasping, whistling hiss, and
the keening whoop-whoop-whoop of my
cockpit's depressurization alarm.

Panic dragged at my breath, clutched at
my guts. My cockpit had been breached, my
air was spilling out into space. Instinctively
| grabbed for my pressure helmet with one
hand, while the other began fumbling with
the release catch for my neurohelmet.

Movement made me pause.

The Kurita Dragon was scarcely 30 me-
ters away, moving from right to left across
my line of sight. | could see the bunker in the
distance beyond, a gaping crater now
where the firing slit had been before. Had |
hit the bunker as it had fired its last volley at
me... or had one of my comrades finished it
a moment later? Thare was no way of
knowing... but it was clear that the
emplacement's dastruction had saved my
life. My 'Mech had tumbled back into a
sitting position, its back up against a large
boulder, If the emplacement had kept firing,
it would have hammerad my Shadow Hawk
to pieces in much less time than it would
have taken the air leak to kill me|

Another Kurita '"Mech appeared... a 35-
ton Panther. Both 'Mechs were picking their
way down the slope past the blasted em-
placement, and both were ignoring me.

Well, why not? My Hawk must have been
down and motionless for some time now,
and the ruin the emplacement’s weapons
had dealt to my front torso armor must look
like a fatal hit,

Hell, it might still be a fatal hit! My instru-
mentation showed severe damage in a
dozen places, my left arm actuators com-
pletely dead, my power plant shut down by
the computer in firm denial of my last over-
ride attempt. And the alarm kept up its

shriek of death and doom, mingled with the
thinning hiss of escaping air.

Already it was difficult to breatha. | re-
doubled my attempt to free the neurochel-
met. There was nothing for it now but to pull
on my pressure helmet before it was too
late. The 'Mech's on-board survival pack
would keep me alive for another few hours,
anyway. | would surrender to the Kurita
salvage crews when thay came for my
‘Mech, k

Maybe | would live... ransomed back to
the Warriors.

Or maybe | would die of suffocation be-
fore anyone came to get me.

| paused again, listening t& the whistle of
air. This wasn't right... not like this, not now.
Those two enemy 'Mechs were so close |
could almost touch them. To give up withoul
struggling, without fighting back...

If | pulled off my neurchelmet and re-
placed it with my pressure gear, that would
be it, so far as my Shadow Hawk was con-
cerned. There would be no way to power the
"Mach up, no way to move or fight it. | could
blow the head escape hatch and crawl out,
or could sit in the dark, airless cockpit, but
either way, my Shadow Hawk would be a
useless, 55-ton pile of dead metal.

Butif | left my neuroheimet on, I'd be dead
in another few minutes from loss of air. |
couldn't see where the cockpit leak was, but
it was funneling my air out into space at an
appalling rate. The air tasted mighty thin
already. | couldn't tell if it was thin air or
panic that was making me gasp, making my
chest heave and fight against the restrain-
ing straps, but either way | didn't have long
fo live unless | acted fast.

Ideal

There was a waste receptacle on the left
side of my seat, a little pouch for cramming
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incidental bits of garbage. | fished through
the pouch now, and brought out the scraps
of paper from the stick of chewing gum I'd
opened earlier. With trembling. fumbling
fingers, | tore the scraps of paper and tinfoil
into tiny pieces, then ficked them from the
palm of my hand into the air,

They spun and whirled in front of my
helmet visor, then began moving on eddy-
ing currents of air, fluttering and spiraling
towards my right. There! Like an arrow, they
lined up on a hole in my cabin's pressure
wall, smaller than my little finger and almas!
hidden by the twisted bundles of wiring and
conduit piping which decorated the interior
walls of my 'Mech’'s head. | could have
searched for an hour and not found it, but
the rush of air through that hole was blasting
those scraps of paper into the wall and out
into space.

It was frightening how close I'd come to
death from that tiny hole. A fragment—
possibly a piece of my own armor exploding
out from one of the emplacement’s hits on
me—had blasted through my head armor
like a high-velocity armor piercing shell. The
fragment could easily have penefrated my
own head as well.

As it was, the solution was easy. | opaned
my neurohelmet visor, reached into my
mouth, and extracted the blood-soggy wad
of chewing gum which was still resting
there, between my teeth and my cheek. |
shoved wiring bundles aside and pressed
the gum against the hole. | felt a moment's

alarm as the soft blob began to disappear
into the hole, but then it caught and held, as
| worked to smear it out across the puckered
metal surface around the breach.

It was working! The alarm cut itself off as
the pressure loss stopped. The metal was
icy cold, and the gum was becoming brittle
gven as | worked with it. Space may not be
cold, but things leftin shadow on the surlace
of an airless moon can become guite cold.
My Shadow Hawk had fallen back into the
black pool of shadow cast by the boulder |
was leaning against. | realized as | worked
that during the time | had baen out of it, the
heat from my Shadow Hawhmust have bled
out into the frigid, shadowed boulder in a
process as efficient as any heat sink. |
tested my notion a moment later when |
refastened the neurchelmet and closed my
hands on the Shadow Hawk's contrals.

Power throbbed, and the Hawk came to
lite again. My console displays lit up with a
disconcerting number of red lights outnum-
bering the green, but my power and weap-
ons systems weare intact. Intact!

| could still fight.

| cast a glance at my make-shift patch job
and prayed that it would hold. A hole like that
meant the metal around it was weakened.
Another jolt, even the movement of my
BattleMech, could open the hole or jar loose
the chewing gum plug, and | would begin
bleeding atmosphere again,

| locked up, searching for the Kurita
'Mechs. There they were, haloed in light
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from a laser's blast. Colonel Christie’s Wol-
verine was there, down and badly dam-
aged, but still fighting as the two Kurita
‘Mechs moved in close. Their backs were
towards me.

| didn't bother bringing my Hawk to its
feet. | opened fire with autocannon and
laser together, targeting on the Dragon a
hundred meters in front of me. Explosions
flashed and danced across the Dragon's
back, a solid, clean hit! | checked my dis-
play, noted my head SAMs were dead,
cursed and fired my two main weapons
again. The autocannon chewed into gaps
and craters already ocpaned up by my first
volley. The laser hit wiring and plumbing
exposed to raw space, and an explosion of
vapor and fragmenis erupted outwards in a
glittering, silent cascade.

The Dragon tried to turn, but its feset
twisted and it went down on its knees, just
as a third autocannon burst chopped info its
back. The Panther had turmed already and
was firing wildly at me with its rightarm PPC,
but the bolt went wide and arced lightning
across a boulder to my right.

The Dragon down, | shifted targets. Au-
tocannon and laser firing together, | walked
fire across the Panther's torso and arm.
Fragments rained in slow motion across
Gordo's dusty surface. The Panther stag-
gered as though clubbed from behind. Au-
tocannon fire caughtit from a different direc-
tion, spinning it around in a silent dance of
destruction. The Colonel had caught the
Pantherin his sights, and our crossfire had
the hapless 'Mech balanced between two
ragged streams of fire, a puppet suspended
on twin strings of death.

The Dragon was on its feet again. |
switched from the Panther to the Dragen
and hit it with another laser bolt. A cloud of
sparkling, silvery motes was growing about
the heavy 'Mech's head. For a moment |
thought its pilot was deploying an anti-laser
aerosol, a silvery fog to scatter |aser beams,
but then | realized that what | was seeing
was ice crystals, freezing out of the air which
was rushing out of the Dragon's cockpit info
space.

The Dragon froze in mid-turn, the big
autocannon which was its right arm pointed
in my direction... but the expected and
dreaded burst of fire never came. Instead, |
could make out motion of some sort in the
'Mech's canopy. | boosted my console
screen's magnification, zooming in on the
target. | could see the Kurita ‘Mech's can-
opy clearly now. The transparency was
dark, too dark for me to see inside, but |
could make out the long, wildly thrashing
shapes of two arms, hands twisted into fists,
pounding against the canopy from the in-
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side. Once, for an instance, | glimpsed a
face against the transparency, mouth gap-
ing in unheard screams, eyes starting from
their sockets. ..

The cloud of lee crystals around the
shattered head grew. The thrashing grew
slower, then stopped entirely.

| had my Shadow Hawk standing by then.
I'd had an idea of trying to help... but there
was no time to do anything. Didn't the
Dragon's pilot have a helmet? Had it been
damage#®? Or had he simply panicked and
tried to claw his way through solid armored
transplas when his air started blasting into
space? | felt a thin, cold flutter across my
heart. That could have been me...

My radio was out, but Colonel Christie
gestured his intent clearly enough as |
helped his battered Wolverine to its feet.

Retreat.

| remember being furious at the time,
feeling termpted to ignore the order and
push on to the objective... but training and
discipline and common sense took over in
time. | realized later that retreat was by then
the only option open to us. The Kurita forces
had been waiting for us. The gun emplace-
ment would have spotted us while we were
still five klicks out across the mare, giving
the Cambine forces time to move into posi-
tion. We'd lost Feodor, his Griffin savaged
by crossfire from the Dragon and the em-
placement... and O'Hanrahan was
wounded, his Stinger badly shot up by a
scrap he'd had with a pair of Kurita light
‘Mechs. We had to leave Feodor in the
wreckage of his Griffin and double-time
back across the mare. We'd destroyed two
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enemy ‘Mechs and damaged two others, as
well as knocked out the gun emplace-
ment... but our surprise had been lost. How
many 'Mechs remained up there above that
rock wall? How many more emplacements?
Even if wae'd managed to destroy every
Kurita ‘Mech on Gordo already, how long
would it be before Kurita DropShips sum-
moned by the C° the moment we'd been
sighted showed up with a company or two of
reinforcements? Or a squadron of Slayers
or Shilones ? We spent that whole, long run
back across the mare with that horrible
prickle between your shoulder blades that
has you convinced an enemy fighter is
going to come winging down out of your six
at any moment, lasers and missile launch-
ers blazing. No, the mission had been blown
the instant that gun emplacement fired at
us. We were lucky the five of us made it back
to Captain Forrest's Leopard, lucky we were
able to lift without being attacked by Kurita
fighters.

And by the time we were in space again,
we'd had the word for a general retreat. The
Combine's defenses over Ramsau were
just too strong. To press the attack down to
the surface with space controlled by enemy
fighters—and watched by the Gordo C°
post—would have been to invite utter and
complete disaster.

| learned a thing or two, though. | learned
something about the thin edge of chance in
battle, where Intel's failure and the location
of one gun emplacement made the differ-
ence between victory and defeat. | learned
somaething about my own mortality when |
saw that Dragon pilot die... while my better

than 4-million Cb Shadow Hawk—and my
own life—were saved by a wad of chewing
gum.

But maybe the lesson that drove itself
home the hardest was a reevaluation of us,
and of war. Man's constant warfare takes on
cosmic proporions, sometimes. This war
has gone on year after year for centuries,
shows no sign of ever ending, has ravaged
thousands of worlds, turned men into either
animals or corpses by the billions... Void
around us, it's brought us to the pointwhere
we can casually contemplate a raid de-
signed to threaten ten million people with
starvation and think of it as a stroke of
strategic brilliance! -

And yet the Universe remains the cold-
est, deadliest, most implacable enemy of
all.

| remember the sight of those thrashing
arms against the cockpit transparency of
the dying Dragon still, late nights, when |
awake from a nightmare streaming sweat.
What was it that changed me? A moment
before, | had been trying to kill a nameless,
faceless man or woman who had been
trying to kill me first. An instant later, | was
watching that person die... and dragging
my 'Mech ta its feet to help. Maybe then |
realized that my enemy wasn't that help-
less, dying pilot, but the universe that was
strangling him with the implacable ruthless-
ness of physics.

Facing men like myself in BattleMechs is
one thing. Facing the cold and dark and
unrelenting universe is something quite
different. Never have | felt so vulnerable as
when | sat there, encased within the mighti-
gst war machine ever devised by Man,
listening to my approaching death.

Orwhen | realized that a piece of chewing
gum was all that stood between life and a
horrible, gasping extinction.

The univarse, it seems, is not impressed
by Man's prowess in war ar by his ability to
build incredible weapons of destruction.

Chewing gum? Perhaps, in the long run,
Man's one advantage of the universe is—
not his inventions—but his inventiveness.

Editor's Note: 'MechWarriors inferested in
simulating Battle Tech combat in vacuum
environments are directed to Optional
Aules Variant 0103-8—BattleMech Com-
bat In Vacuum—found on page 51 of this
issue of Battle Technology. Future issues of
BattleTechnology will extend the range of
environments possible for BattleTech en-
counters, including worlds with exfreme
temperatures and worlds with poisonous or
corrosive atmospheres.
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Tharkad
On Guard

Wars and Rumors of Wars
Do Little to Slow Lyran Economy

by BattleTechnology Special Correspondent Karl Dalradier

Tharkad is a winter world.

The ice caps of this spectacularly beauti-
ful planet extend from north and south to
within 30° of the equator, and the rugged
mountain ranges betwean the ice fields are
glacier-locked and snow-covered through-
out the entire long, Tharkadian year. The
planet's aurorae, excited to spectacular
displays by the far-reaching radiation belts
of the system’s superjovian sixth planst,
can be bright enough at night to read by.
Tharkad City, the capital lying practically in
the shadow of the five grim towers of the
Asgard HQ foriress on Mount Wolan,
seems at Jirst glance a chill and barbaric
place out of some ancienit Norse saga,
where men and women alike wear heavy
furs against the cold and favor jewelry
bearing the remarkable gems which, to-
gether with extensive deposits of valuable
radioactivas, first brought Man to this world.
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The Court of the Archon enhances this
image of barbaric splendor, with be-jeweled
and be-furred representatives and function-
aries and favor-seekers gathering under
the huge and ice-rimed vault of the Throne
Room, before the Archon's jeweled
throne—flanked and dwarfed by a pair of
towering, black-armored Griffins.

Barbaric splendor or not, it is from that
ice-glittering palace within the Triad of
Tharkad City that Archon Katrina Steiner
rules over the far-flung domains of the Lyran
Commonwealth. And it is from that Triad—
the three-sided complex of buildings which
form the core of the House Steiner govern-
meant—that Tharkad finds itself governor of
an economic miracle which could well one
day transform the Inner Sphere.

“Trade and industry are the pillars of our
strength,” said Colonel Frederick Steiner,
Duke of Duran, at a recent interview. “The

Lyran economy is stronger now than it has
been at any time since the Star League era.
Our military strength is the best that it's been
for centuries, and we've been strengthened
both miilitarily and economically by the re-
cant agreements with Davian. All that is
necessary now is a strong hand to govern it
all.”

*A strong hand to govern it all" could be a
veiled reference to the rather notorious
breach betwean the Duke of Duran and the
Commeonwealth's current Archon, Katrina
Steiner. A sizable coalition of Steiner
nobles and military officers actually support
Frederick over his cousin Katrina, and it is
believed that several recent assassination
attempts against the Archon were organ-
ized by Frederick or by plotters within this
faction.

Such factionalism belies the apparent
strength and security of the Archon's
throne, guarded by the traditional presence
of the flanking pair of Giiffins. Katrina has
brought her government through a number
of crises and seems poised now on the brink
of a major success in diplomacy and leader-
ship. The Commonwealth's recent alliance
with House Davion could well mark the
beginning of a final victory by the Common-
wealth-Federated Suns forces over the
combined might of Houses Kurita, Marik,
and Liao,

If such a victory is in the offing, it will be in
no small part due to the Commonwealth's
economic strength. Various economic ex-
peris believe that, given peace and contin-
ued trade with House Davion, the powerful
Commonwealth economy could come to
dominate the Inner Sphera within a few
decades.

Harko Sandervol, an independent Lyran
trader operating out of Tharkad, put it this
way. "The Commonwealth has the stuff to
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trade—industrial products, weapons, 'Mechs, ra-
dioactives, luxury goods, food... you name it! The
Federated Suns has the market, a market which
could make us rich a hundred times over, all by
itselfl So long as the trade routes stay open, | don't
ses any problems for us at alll”

It is the trade routes, perhaps, which most con-
cemn. the economists. An interruption of those
routes by a major escalation in the. on-going
conflict with Kurita, Marik, and Liac could |leave
the Commonwealth with a surplus of luxury prod-
ucts, food, and machine parts... and a serious
recession which could cripple Lyran economic
and industrial growth. Such a recession, and the
hardships it would bring, could well be the final
element necessary for such elements as Freder-
ick Steiner and his faction to depose Katrina and
seize power for themselves.

Lyran officials are confident, however, that the
trade lanes can be kept open. This view is obvi-
ously shared by the military. “We've stopped
Marik and Kurita bath, cold,” General Felix Mario
Radnor, commander-in-chief of the Lyran De-
fense Garrison on Wyatt said, during a recent visit
to Tharkad for briefings and meetings with the
Archon. *I can tell you that we stopped a major
drive by Marik against Wyatt just less than three
months ago... and so far as the Dragons go, we're
onthe offensive now! No more defense... nomore
giving up a system or two or three, dying by
centimetars! If things heat up again, our alliance
with Davion will prove to be more than our ene-
mies can possibly face up tol”

“Tharkad on Guard!" read the banners spread
above the icy streets of Tharkad City, on the occa-
sion of a military parade in honor of Katrina
Steiners birthday, late this past October. The
sentiment appears to be an honest one, one
shared by every member of the capital world's
population, from shopkeepers and vendors to the
Archon herself. Chill Tharkad is the heart and soul
of the Lyran Commonwealth, and trade her life's
blood. The Steiner government appears deler-
mined to hold what the Commonwealth has won
and to increase those winnings with the wealth of
apowerful industrial economy, despite the threats
and onslaughts of enemies both without and
within.

So long as Tharkad maintains its guard, it
seems that nothing can stop Tharkad's vision of a
prosperous and unified Commonwealth...

A Commonwealth which could extend to em-
brace all Mankind.

Right: Throne Room on Tharkad

The Throne of the Archon in the Palace Throne
Room is flanked by the traditional pair of black-
armored Griffins.

Left: In the shadow of Mt. Wotan
Tharkad City is today the capital of the Lyran
Commonwealth.

February 3028

BattleTechnology



Close Range: Nearly all BattleMech combat takes place at ranges considerably
less than the maximum ranges possible for the various ‘Mech weapons.

BATTLEMECH
WEAPONS

CRISIS OF RANGE
AND ACCURACY

by Precentor Janos Abu Hassan

22 BattleTechnology

If there is one thing BatileMech combat is
noted far, itis the tendency of MechWarriors
to get in close. Mearly all ‘Mech combat
takes place at ranges of less than half a
kilometer... and more than half at ranges of
200 meters or less.

Several popular misconceptions have
attached themselves fo these figures. One
of these is that the range of BattleMech
weapons is sharply limited to a half kilorme-
ter or less. Another, refated popular Battle-
Mech myth is that 31 Century technology
has collapsed fo such an extent due fo
centuries of unremitting war that lasers,
particle cannons, and the like manufactured
with today's technology are incapable of
hitting targets at ranges of more than a very
few hundred meters.

Both notions are demonstrably and pat-
ently false, In this article, Battle Technology
takes a closer look at the major BattleMech
weapons systems and how they work,
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The question of BattleTech weapons
range has plagued MechWarriors and
simulations specialists alike for centuries. It
can be demonstrated that the commaonly
published ranges for most of the modern
battlefield weapons systems are strikingly
less than weapons systems in common use
a thousand years ago or more, In the 20™
Century, for instance, standard combat
assault rifles carried by infantrymen had
effective ranges of 400 to 500 meters, and
a trained marksman could hit and Kill targets
atranges of a kilometer or more. Lasers and
particle cannons were not in common use
as weapons systems until the 21* century,
but mid- to late-20" century rockets and
antitank missiles had ranges of anywhere
from 500 meters for small, simple, shoulder-
fired launchers to 2 to 4 kilometers or more
for vehicle- or aircraft-mounted rocket pods,
wire-guided missiles, and rocket artillery.
Compare these figures with the oft-pub-
lished range for today's 'Mech-launched,
long-range missile of 630 meters!

The reasons for these discrepancies are
varied. The most important is that the
commonly-stated ranges should be ac-
cepted as “Effective Range,” which is de-
fined as that range at which a trained weap-
ons operator can expect a roughly even
chance of hitting his target. Certainly, there
is no physical reason why laser beams, for
instance, should vanizsh magically inte thin
air after travelling for a few tens or hundreds
of meters! Consider: at one time during the
late 20" century, lasers were considered as
ideal tpeoretical candidates for communi-
cations across interstellar distances, and as
propulsion systems for light sail-driven
starships light years away!

This article listscommon battlefield weap-
ons systems with their effective ranges.

LASERS
THE LIGHT FANTASTIC

Lasers may be the most popular and
common of all BattleMech weapons. Their
single greatest advantage over other weap-
ons systems is the fact thal they are pow-
ered off of the 'Mech's power plant and,
therefora, will never run out of ammunition.
Too, they are not as heavy and do not build
up as much heat when they fire as particle
cannans.

Lasers are energy weapons capable of
delivering large amounis of energy to the
target through a monochromatic or "lased”
beam of light. Most modern battlefield la-
sers are pulse lasers, meaning they release
that energy in a short, intense burst.

Laser energy is measured in megajoules
{millions of joules), with one joule equivalent
to 1 watt of energy delivered in 1 second.
BattleMech-mounted lasers characteristi-
cally have an output of between .8 and 5
megajoules of energy in a short, intense
pulse lasting less than one one-hundredth
of a second. By comparison, the explosion
of 1 kilogram of TNT releases approxi-
mately 5 megajoules of energy.

Beam lasers exist which fire at much
lower enargy levels but can “play” the beam
against the target for periods as long as
several seconds. There are
and disadvantages to each system, of
course. Beam lasers do not require as much
power, last longer, and do not build up as
much heat as pulse lasers, but the beam
must be held against a single spot on an
enemy target long enough for the beam to
burn through the target's armor. In modem
combat, against highly mobile "Mechs, this
luxury is rarely possible. Pulse lasers are
more prone to breakdown and overheating

Lasers may be the most popular and common of all BattleMech weapons.
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than beam lasers, and a commaon battlefield
problem is the partial or total meltdown of
the system’s pulse chamber reflectors,
cyclic colls, or cooling units. However, firing
a pulse laser is much like firing a cannon.
The weapon's destructive power hits the
target in a small, violent package—all of it
applied against a single small portion of the
armar.

There is no theoretical limit to a laser's
range. Under battlefield conditions, how-
ever, laser ranges are limited by smoke,
dust, and anti-laser aerosols. So long as the
target is not obscured by weather, smoke,
or other adverse conditions, however, it is
still possible to hit a target as far away as a
planet's horizon. At such extreme ranges,
the target's movement becomes the chief
handicap in laser targeting. Beam attenu-
ation—the tendency for the destructive
beam to spread slightly and lose some of its
power due to dust particles and the refrac-
tive qualities of the atmosphere—lessans
the punch of a laser at extreme ranges as
wall.

Battlefield lasers are divided into three
broad categories, based on their power
output. These are:

Small Lasers: These range in power
output from .8 to 1.5 megajoules. Because
of the thickness of modern composite ar-
mor, the effective range of small lasers is
limited to 90 meters. Because of their re-
stricted effective range, they are the least
common of 'Mech laser weapons and are
found only as secondary or back-up arma-
ment for such ‘Mechs as the Warhammer
and the UrbanMech.

Medium Lasers: Medium lasers rangein
power from 1.5 megajoules to 3 megajoules
and have an effective range of up to than
300 meters. More powerful and longer-
ranged than small lasers but without the
heating problems of large lasers, medium
lasers are the most popular and comman of
BattleMech laser weaponry. Medium lasers
are frequently the main weapon of light
"Mechs such as the Locustand Stingerand
are found as secondary weapon systems in
heavier 'Mechs such as the Marauder and
Archer.

Large Lasers: The heaviest laser weap-
onry is mounted only on ‘Mechs designed
around the heavy and cumbersome cooling
and power feed gear of these weapons.
They range in power from 3 to 5 megajoules
and nearly match PPCs in destructive po-
tential—and in heat build-up for the firing
‘Mech. Large lasers are mounted as pri-
mary weapons in "Mechs such as the Phoe-
nix Hawk and Thunderbolt. They have an
effective range of nearly half a kilometer.
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PARTICLE PROJECTOR

CANNON
LIGHTNING MADE TO ORDER

This is a general weapons class which
includes a variety of related weapons. All
are powered from the Mech’'s on-board
fusion plant and are classified as energy
weapons. They cause damage by using
magnetic fields to direct beams of high-
energy charged particles—either electrons
or protons—at the target. Damage is in-
flicted on the target by a combination of
intense heat, kinetic energy, and electrical
overload.

PPCs deliver on the order of 5
megajoules of energy in a short, intense
bolt. The destructive force of the bolt is
greatly increased by the purely kinetic
anergy inflifted by subatomic particles trav-
elling at close to the speed of light, and by
creating a massive electrical overload
within the target. This last can cause addi-
tional damage by discharging as a bolt of
lightning. Poorly shielded Mech electronics
can be burned out and rendered useless by
the secondary electrical discharge of a solid
PPC hit.

The generally accepted effective range of
BattleMech PPCs is about half a kilometer.
As with lasers, however, there is no theo-
retical limit to a particle cannon’s range,
though the beam loses energy in atmos-
phere and attenuates rapidly. On the other
hand, particle beams are unaffected by
smokea, haze, or aerosols. In practice, par-
ticle cannons are limited to line-of-sight
ranges, a range which is further restricted,
like lasers, by the possibility of hitting a
rapidly moving target at a range of several
kilometers.

A particle cannon’s biggest disadvan-
tages are its mass—the magnetic coils,
generators, and coadling units constitute
well over half of the 7-ton weight of most
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Man-Made Lightning:
The PPC iz one of the most
devastating BattleMech
weapons on the modern
battlefield. Particle can-
nons such as the Donal
PPCz mounted on the
Warhammer (left) deliver
as much as 5 megaljoulas of
energy in a single destruc-
tive burst. BattleMechs
must be heavily shielded
against the effects of PPC
discharges which can seri-
ously damage unshielded
electrical systems.

‘Mech-mounted PPC systems—and the
large amount of heat it generates with each
shot. Particle cannons generate far more

“heat with each shot than any other Battle-

Mech weapon, so much heat in fact that
some 'Mechs with PPCs as primary weap-
ons, such as the Thunderboll, must seek
pools of waterto stand in in order to use their
weapons with maximum effectiveness.

The PPC's weight creates an added dis-
advantage af extremely short ranges. The
weapon is so heavy and bulky that it is
difficult for the "Mech to move the weapon
quickly enough to align with rapidly-moving
targets ‘at ranges of less than about 90
meters. For this reason, accuracy with
PPCs actually tends to decrease at a range
of 80 meters or less,

MISSILES

UNGUIDED MESSENGERS
OF DEATH

Missiles used in '"Mech warfare in the 31
century have come full circle from the
weapons they once were centuries ago,
They were employed in numerous wars
prior to the 20" Century when they were little
more than tubes filled with black powder
launched in the general direction of an
enamy in the hope that a hit might be
scored. In the latter half of the 20" Century,
missiles became extremely complex and
sophisticated weapons. There were mis-
siles which were, in effect, computer- or
remote-piloted drones with ranges of thou-
sands of kilometers; missiles which could
be directed to their target by the target's
infrared signature; missiles homing on the
target's characteristic shape or silhouette;
missiles guided by radar, by magnetic
fields, by reflected laser beams directed by
spofter teams or aircraft, or by impulses
transmitted along a thread-thin wire from a
human keeping the target in the launcher's
sights.

By the mid-21* century, it was clear that
such sophisticated missiles were far too
expensive and complex for the grinding
horror of the modern battlefield. Electronics
would always break down, become con-
taminated by dust, mud, or blood, or be
broken by clumsy or ill-trained technicians.
Time after time, it was found that the failure
of a tiny, half-C-bill circuit switch or capaci-
tor had rendered a multi-million C-bill
weapon useless. When the weapons did
work, they faced a growing array of sophis-
ticated counter-weapons, radio jamminhg,
and electronic warfare measures.

Gradually, missiles became simpler,
rather than more complex. By the time of the
First Successor State War, missiles were
once again little more than unguided rock-
ets, cheap enough to be manufactured and
fired in large batches in the hope of over-
whalming the target’s defenses, and simple
enough that there was no way to jam or
intercept them.

Modern battlefield missiles are of two
general types—Long-Ranged Missiles
(LAMs) and Short-Ranged Missiles
(SAMSs). The basic difference batween the
two lies in the fact that LAMs are indirect fire
weapons, designed to be lobbed in an arc
against their target, rather than being fired
directly at them. For this reason, the accu-
racy of LRM fire is severely hampered at
ranges much less than 180 meters,

The effective range of SRMs is generally
listed as less than 300 meters, while LRMs
can be lobbed accurately only a little more
than twice that distance. In fact, both types
of missiles can travel considerably farther
than the stated range figures, but hitting
something as small and as fast as a Batile-
Mech becomes a significant problem at

greater ranges. In fact, BattleMechs

equipped with certain types of broad-scan-
ning projectile-waming radar can detect
flights of enemy missiles and warn Mech-
Warrior pilots via neurohelmet link. Al
ranges of more than 600 meters, avoiding
incoming missiles becomes almost auto-
matic, though there is some danger of hits
due to the scattering of the missile swarm.

Another principal difference in the two
missile types is in the size and punch of their
respective warheads. An SBM is designed
to burn all of its fuel in a short, intense burst,
propelling a larger warhead a shorter dis-
tance than the LAM, which uses a sustained
burning of more fuel to boost a smaller
warhead a longer distance. The larger
warheads on SRAMs—usually cyclomate
CX-12 or high-velocity plastique rated at the
destructive power of approximately .25 kilo
of TNT, are twice as destructive as the
smaller, lighter LAMs.
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AUTOCANNON
MACHINE GUNS WITH A KICK

Autocannons are descended from the
rapid-fire, explosive warhead rounds first
developed for use against aircraft and
armor during the mid-20" Century, which, in
turn, were developed from the 19* century
Gatling machine gun. Indeed, many’high-
tech, 20" and 21* century autocannon
types were based directly on the rotating,
multi-barrel designs developed in Gatling's
original design. -

BattleMech autocannon are rapid-fire
weapons ranging from 40 to 120 mm, firing
shells designed to cause the maximum
damage to BattleMech composite armor.
Shells are fed into the autocannon's firing
chamber from a shell cassette, inaccurately
labelled a “round.” BattleMech AC ammuni-
tion inventories refer to the numbers of
“rounds"—i.e., casseties holding anywhere
from 4 to 100 individual rounds, or shells—
stored aboard. The number of shells in a
cassette depends on the caliber of the shell
and on the design of the cannon. Some
weapons eject spent cassettes almost as
fast as empty cartridge casings—but the
cassette system allows fresh rounds to be
smoothly and automatically chamberedtoa
weapon which is often (e.g., the MAD-3R
Maraudery not an integral part of the
BattleMech's hull.

Autocannon effective range depends on
the size of the weapon and on the caliber of
the shell fired. Autocannons are classified
by th& number of cassette “rounds” which
can be fired within 10-seconds, though this
can be misleading since there are fewer
shells in large-caliber cassette rounds than
in smaller. Generally speaking, autocan-
nons firing a large number of small shells
from cassettes holding a large number of
shells (the AC/2, for example) have a longer
range but cause less damage than heavier
shells fired in short bursts from cassettes
holding only a few rounds (such as the
heavy AC/20).

The characteristics of each autocannon
type are listed below:

AC/2: The AC/2 is a relatively light
weapon (about 6 tons) which causes rela-
tively light damage for a weapon of its size.
It has an extremely high rate of fire, with a
sound which has been likened to a
buzzsaw. Tha AC/2 has an effective range
of over 700 meters but is prone to difficulties
in targeting at ranges of less than 120
meters. The high rate of fire causes mainte-
nance problems as well, necessitating fre-
guent relinings of the barrel.
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The BJ-1 Blackjack mounts an AC/2
in each arm as main weapons in its
primary mission as a source of sup-
pression fire against non-"Mech forces.

AC/5: The AC/5 category actually takes
in a broad range of gun calibers and rates of
fire, all with weapons systems of about the
same weight (8 tons) and range (effective
range = 540 meters). Weapon types range
from medium caliber, 60 mm shells fired at
8 to 10 rounds per second, to large cali-
bers—notably the Whirlwind 120 mm au-
tocannon mounted on the MAD-3R Ma-
rauder. The Marauder's AC/S fires at a
painfully low rate of speed—only 3 1o 4
individual rounds per second, but each 120
mm shell packs a tremendous punch. Like
the AC/2, most AC/5s lose some accuracy
at close ranges.

AC/10: The AC/10, such as the Luxor-D
series carried by the CN3-A Centurion, is
another intermediate class which includes
both medium and heavy calibers. The
Luxor-D fires 70 mm shells at 10 rounds per
sacond, while the larger KaliYama class 10
carried by the Kurita ON1-K Orion fires 90
mm shells at 5 rounds per second. The
effactive range is less than for an AC/5, but
the larger number of shells fired with each
cassette burst causes greater damage to

the target.

AC/20: The monsters of the Autocannon
weapon class, the AC/20, are generally
carried only by assault '"Mechs. Each cas-
sette round holds only four actual rounds,
and these are cycled in extremely short, fast
bursts which allow the cannon to run
through 2 cassettes per second. The weap-
ons are extremely heavy—as much as 14
tons—and their range is restricted by limits
to the amount of propellant which can be
packed into each shell cartridge. Maximum
effective range for an AC/20 is anly about
270 meters. However, those few, tightly-
spaced, extremely heavy rounds cause
terrible damage on impact, making them
ideal weapons for such BattleMech mon-
sters as the Cyclops and Atlas.

Space prohibits a detailed listing of all of
the BattleMech autocannons by type, cali-
ber, and rate of fire in this overview of
weapons. As an overall weapons class,
autocannons are highly regarded as an
effective and efficient 'Mach weapon. AC/
5s, in particular, combine long range with
low heat build-up, and a solid punch bal-
anced between the high-rate-of-fira/small-
shells v.s. low-rate-of-fire/large-shells vari-
ables. These factors make the AC/S one of
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the more popular BattleMech weapens,
particularly if storage space aboard a given
'Mech allows storage for a full 20 reload
cassettes. So popular is the AC/S, that its
range and damage factors are often listed
as standard autocannon data, particularly
in older weapons listings.

As with other BattleMech weapons, all
autocannon shells, whatever their caliber,
carry for considerably larger distances than
those listed as “effective range” in most
manuals. As with other weapons systems,
these figures reflect the difficulty in hitting
targets as mobile as a BattleMech at ranges
of more than half a kilometer.

MACHINE GUN

THE ANCIENT KILLER
OF THE BATTLEFIELD

The machine guns of the 31* Century are
direct descendants of the heavy machine
guns first used in the world wars of the 207
Century, weapons which changed forever
the shape and scope of warfare by their
wholesale slaughter of unarmored troops
emerging from the shelter of their trenches
and landing craft. The design is simple, the
weapon's bolt being repeatedly cycled by
gas pressure "blowback” from the previous
round. Heavy machine guns—those too
large to be easily man-portable—are stil
commaon as vehicle-mounted weapons, as
point-defense and anti-aircraft positions in
a lixed defense, as primary or secondary
weapons in bunkers, hardpoints, and atop
city walls, and, of course, as back-up and
anti-infaniry®weapons on '‘Mechs,

Machine guns are powerful enough to
cause damage to BattleMech armor but
only at extremely close range—generally
under 100 meters. There have been cases
of lucky hits by infantry-crewed MGs on
hovercraft bringing down a BattleMech by
penetrating the cockpit. and MechWarriors
emerging from their 'Mechs in a combat
zone always dread the possibility that an
unseen enemy lurking nearby has a ma-
chine gun trained on their main hatch, wait-
ing. Some light BattleMechs—the Stinger
and the Locust are examples—have a pair
of heavy machine guns as their sole, secon-
dary armament, and there are numerous
stories of these light 'Mechs engaging a
heavier enemy with their MGs and winning.

Infantry or vehicle-mounted weapons are
belt or magazine fed. Those mounted on
BattleMechs are usually heavier than infan-
try-portable weapons, and are fed by au-
toloaded cassettes similar to those devel-
oped for autocannons. Some ‘Mechs, par-
ticularly those which have been many-times
repaired and salvaged, mount machine
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guns which are belt fed by autoloader sys-
temns similar to those used aboard aircraft.
Unfortunately, these are prone to jams, and
without an operator immediately present, it
is difficult to clear belt feed jams in combat.

While machine guns are useless against
'Mechs at ranges of more than about 90
maters, they are deadly against infantry and
light vehicles at ranges out to 1000 meters
and beyond. They are light, inexpensive,
and useful weapons. Their chief disadvan-
tages are their tendency to jam in dirt and
overheating, and their weight when being
carried by infantry on foot.

FLAMER
ANYONE GOT A LIGHT?

BattleMech flamers fire a burst of ex-
tremely hot plasma channeled from the
plasma in the 'Mech's own on-board fusion
reactor. The amount of plasma is extremely
small, but that portion is under such ex-
trames of temperature and pressure that it
expands like a cloud of flame, scorching or
burning everything in its path.

Vehicle-mounted and hand-held flamers
use highly volatile chemical mixes which
are ignited at the muzzle of the flamer
barrel.

Flamers are strictly short-ranged weap-
ons descended from the flamethrowers of
the mid-20™ century. While rarely effective
as a primary anti-Mech weapon, they are
useful for adding to an enemy
MechWarrior's heat build-up problems, and
for setting wooded areas or buildings on
fire, either to flush enemy infantry or to herd
or block enemy 'Mechs. Several 'Mechs,

notable the FS9-H Firestarter, do incorpo-
rate flamers as primary weapons, though
they are best deployed in support of—and
supported by—other, more conventional
BattleMechs.

LIMITED RANGES
AND THE COLLAPSE
OF CIVILIZATION

The range figures listed for the 'Mech-
mounted weapons in various publications,
manuals, and journals have been fre-
quently criticized by weapons experts on
the one hand—and widely publicized on the
other by anti-war activists, politi€al groups,
and scientific lobbies on the other. Weap-
ons experts insist the range figures—usu-
ally a half kilometer or less, are far too short
to accurately reflect 'Mech weapon capa-
bilities. Various political and activist groups
insist that they reflect the complete collapse
of modern technology in the on-going Suc-
cessor State wars, a clear warning that Man
must cease his favorite pastime—war on a
planetary scale—or watch his civilization
collapse into a new and final Dark Age of
barbarism and ignorance.

In fact, the ranges published in journals
and manuals which have drawn such fire
merely reflect the practical considerations
of modern combat. These considerations
can be summed up as follows:

» The modern battlefield is ECM inten-
sive. Long-ranged guided or "smart" muni-
tions are at a distinct handicap from various
slectronic jammers and ECMdevices which
are relatively commonplace.
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+ High-tech, long-ranged munitions are
expensive, the technological know-how
and industrial base required for their manu-
facture scarce. Cheap, easily-acquired and
-stored, short-ranged munitions are more
cost effectiva, as well as easier fo come by,

« Modern BattleMech armor is extremely
effective at dissipating the heat from lasers
and particle weapons, as well as in distrib-
uting and absorbing the shock from axplo-
sive projectiles. A 'Mech's armor combined
with its movement means that even the
intense burst of energy from a pulse laser
tends to be distributed over a large portion
of the target ‘Mech at greater than effective
ranges, and damage at those ranges is,
consequentially, reduced.

- A singular advantage possessed by
BattieMechs over the conventional heavy
armor of centuries ago is their mobility. The
use of external sensors with scanner feeds
directly to the pilot via the neurchelmet
linkage, with the pilot able to respond
guickly to any sensed threat, results in a
machine which is capable of astonishingly
quick movements, given its bulk. At lonoger
ranges, it becomes increasingly difficult for
a firer to hit a target which is able to sense
an incoming missile in time to avoid it. Inthe
case of beam weapons, the target 'Mech is
not able to sense their approach, of course,
but it is still much harder for the firing ‘Mech
to target and hit a rapidly moving ‘Mech at
extreme ranges.

&

Thus, achieving a target lock on a moving
BattleMech at ranges of one or two or more
kilometers, while possible, is difficult, espe-
cially in a battlefield environment clouded
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by smoke, by rapidly moving BattleMechs,
by incoming fire, and by electronic jamming.
For this reason alone, modemn 'Mech-to-
'Mech combat rarely takes place at ranges
of more than half a kilometear.

5till, the question raised by the anti-war
lobbies demands a response. If they are
cormact—and they insist they are with a
vehemence surprising in what is, after all, a
pacifist movement—the coming collapse of
technology could well doom man to endless
barbarism at best, to utter extinction at
worst.

Endless barbarism? Extinction? Their
argument suggests that on every world
inhabited by Man, most of the easily acces-
sible ores and raw materials vital to modern
technology—copper, iron, tungsten, nickle,
cobalt, uranium, and petroleum are only a
few—nhave already been tapped to the point
that high technology is necessary to re-
cover them. Already, the inhabitants of
countless worlds live by scavenging the
technological detritus of past battles rather
than mining and processing new ore. If this
goes on, the vast majority of such raw
materials will become unrecoverable,
spread thinly across the surface of each
planet in countless tools, in the wiring of
countless houses, in the engines of count-
less vehicles, instead of located in large and
compact, recoverable bodies such as sur-
face veins of ore.

It interstellar trade ceases on a wide
scale, the argument runs, planet after
planet will collapse into savagery as whole
populations starve, as power plants break
down, as transport becomes difficult or
impossible. A primitive civilization reduced
to such a state would have no easily-recov-
erable raw materials on which to rebuild or

grow. The surviving inhabitants of a thou-
sand worlds might find themselves forever
trapped because the resources on which
technology depends are no longer avail-
able.

Well, perhaps the alarmists are correct.
Such speculation, however, goes beyond
the scope of this article.

But the 'Mech weapons range figures
published by various sources cannot be
used to support this contention, True, it is
generally agreed that the overall level of
technology among the Successor States
has fallen since the days of the Star League.
However, it is also generally accepted that
weapons technology during the 31% Cen-
tury is still at or above the levels common in
the late-20%/early-21% Centuries on Earth.
Indeed, many of the weapans still in use
during the 317 Century are relics of the Star
League of three centuries and more ago,
and reprasent the very peak of human
weapons technology.

If thera is a fault with modem technology,
it seems to be not the level of technology
itself, but rather the shortage of trained
Technicians capable of understanding and
repairing old equipment, and of introducing
innovations for new. Peopleis certainly one
resource which is in no danger of being
depleted, for all the savage bloodietting of
modern war. Numerous groups are striving
to overcome the handicaps imposed on
technological development by the lack of
skilled Techs.

In particular, ComStar, the technological
disciples of the Blessed Blake, shows
extraordinary promise in its program of
preserving and advancing technological
understanding. Indeed, it is quite possible
that the ComStar adepts—whatever popu-
lar opinion may hold of their rituals and
incantations—hold the golden key which
will usher in a whole new age for Mankind.

Peace and prosperity.

Precentor Abu Hassan is Weapons
Technology Consultant for the ComStar
Crder's Acolyte training program located on
Gladius, in the Lyran Commonwealth. He is
widely and highly regarded both as an
axpert on modermn weapons and technical
systems, and also as a public relations
spokesman for the ComStar Order.

Editor's Note: Those of Battle Technology's
readers who are interested in BattleTech
simulations may wish to check this issue’s
Simulator Section (page 44) where Rules
Variant 0103-A describes how to extend the
ranges for various weapons in BattleTech
combat simulations.
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by Captain Kensie Shaneyfelt
as told to Greggson DuVall

Warriors are a superstitious lot and aero-
space fighter pilots are no exception. If
anything, they're the most superstitious of
all. Take me. My family is pure-blooded
Irish—as far back as we can trace—2,000
years of southern Irish Celts, and when |
climb into the cockpit of my Corsair. | take
with me all the lore, the myth, magic, and
belief in the power of other worlds that that
heritage has laid upon me.

My grandmother used to tell me all kinds
of folktales about the ancient Irish heroas.
Even now, | can still remember most of
tham. Tha one that really stuck with me was
about an ancestor of ours named Kensie.
Grandma used to say that | was named for
him. | guess that's why | rameamber that
particular story so well. Kensie was a great
warrior and hunter. Grandma said that he
even served Cuchulain for a while. The
story says that he got killed fighting the chief
of a rival clan, whose druid had turned him
into a gigantic red eagle for the combat.

Though | always felt a bit of a chill in my
Celtic soul at the thought that my long-ago
namesake had been killed that way, | liked
that story, liked the way it sang to my
blood... until a couple of months age.

I'd been assigned to the 10" Sky Rangers
Aerospace Division right out of flight school.
| was so proud to be serving with a combat
unit. Everything was fine for the first 8
months of my tour. I'd even managed to
shoot down 3 enemy fighters—2 Marik and
1 bandit. It looked like nothing could stop
me, | was aiming to get my fifth kill and make
ace before the year was out.
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The fifth kil—ace—the dream of every
fighter jock since Richthofen! The number
five took on a whole new meaning for me, a
kind of talisman drawing me on. Was five a
lucky number for me... or unlucky? Would |
make it to five... or die trying?

See? As superstitious as my ancestors,
with their Druids and red eagles.

Just this past July it was that an officer
from the Commonwealth’s Military Intelli-
gence section arrived on Wyatt with new
intel reports about units we might be facing
in the near future. Listed under the 4" Divi-
sion of the Defenders of Andarien was a
Major Dmitri Pawoloski, a onetime Kurita
pilot who had defected to the Free Worlds
League. The file had no detail on the spe-
cific type of ship he was currently flying, but
it did mention one quirk of his.

He always painted his fighters fo re-
semble a gigantic red eagle.

That's when it started . A couple of nights
after that briefing, | began having night-
mares... not every night at first, but then
mare and more frequently. They were al-
ways the same. My squadron was scram-
bling to engage invaders from the Free
Worlds League. Al first it was like any of a
dozen previous dogfights, Lyran technol-
ogy and training winning out over Marik's
numbers. My buddies and | were burning
Marik ships out of the sky, score after score,
like wa couldn't miss.

Then the Red Eagle came.

The bloody wings of that bird filled my
dreams. outstratched, impossibly huge. Its
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gutthrust talons ripped apart one ship after
another. Nothing seemed to touch it—la-
sers, missiles, autocannons—nothing
could hurt it. That bird tore through the ships
of my squadron, shredding them like they
were made of cardboard. One by one, the
sagle destroyed my friends until | was the
only one left. Just before its talons closed
over my ship, | heard a voice in my head
say, “You'll never win your fifth kill.. never!
You are going to die... now!" Then the
eagle's claws ripped my ship apart.

| always woke up at that point, soaked
with sweat and with that voice ringing in my
ears.

I shrugged off the first few dreams, laugh-
ing at the bizarre way my mind had linked
my ancestor's encounter with a magical
eagle and the double ace Marik pilot who
just happened to like to paint his ship in the
likeness of a giant red bird of prey. But by
the time |'d had about a dozen of them, |
stopped laughing.

We flew several combat missions against
bandits shortly after that, and | couldn't
shake the feeling of uneasy dread which
gripped my stomach like a frozen lead glove
avery time | climbed into my cockpit. While
| didn't exactly freeze or fall apart, | didn’t act
like a combat veteran either. With my hands
shaking whenever we went into combat, |
missed easy shots, slipped out of formation,
overshot the landing strip. Finally | man-
aged to get myself shot down by a pirate in
a battered old Sparrowhawk because | for-
got to watch my tail. Luckily | was in atmos-
pherica flight at the time, and Aerospace
Rescue found me. After a couple of days in
the base sickbay, | went back on the line.

That's when the dreams started coming
every night. |t got so that | was afraid to go
1o sleep. | started drinking cup after cup of

coffee and popping anti-fatigue pills by the
handful. But | couldn't hald out forever, and
eventually I'd fall asleep.

And the dream would come again.

Flight Leader Entz pulled me off the line
and sent me back to sickbay for a series of
tests.

“Yaou know, Kensie, | realize that getting
flamed is a bad experience,” Entz told me,
as she gave me my orders. “I've been shot
down twice, so | know. To be suddenly
confronted with your own mortality in sucha
cold and impersonal way is really a shock.
It's hard to deal with the fact that the uni-
verse will be able to go on without Marla
Entz... or Kensie Shaneyfelt."

Entz put her hand on my shoulder and
said, "Go get some rest, Irish. Let the guys
over in medical do their jobs.” She laughed.
“But you better get your skinny butt back
over mainside as soon as they getdane with
you. If | find out you're laying in bed harass-
ing the nurses, I'll send you up in a kite, next
mission. Got it?"

Wall, they ran a whole battery of psycho-
logical and physiological tests, but they
didn't come up with a bloody thing | didn’t
already know. | was exhausted, wormn to a
frazzle... and that damned dream refused
to go away. Sure... | knew it was only a
dream—I told the psych boys so—but it had
gotten fo the point where | couldn’t shut my
eyes without seeing that blood-red bird,
without feeling the terror burning my soul,

After a couple of days, the flight surgeon
came into my room. “Captain Shaneyfelt,
I'm sorry, but due to the lack of improvement
in your condition, | have no choice but lo
ground you."

“But...,” | began 1o protest.

The flight surgeon cut me off with a wave
of his hand. “No ‘buts,’ Captain. You've

been walking around like a zombie. When
you do sleep, you wake up screaming. If1let
you fly, you'd probably kill yourself. Do you
think any of your buddies'd want to fly with
you on their wing, in your condition? Until

your condition
grounded.”

Grounded. The only thing |'d ever wanted
to do was fly. Now, because of a couple of
bad dreams, | couldn't even do that.

How do you mingle mind-numbing de-
pression over the loss of your greatest
dream with the sheer, grating relief over not
having to face your greatest fear?
Grounded, | was safe... but my comrades
were flying without me.  _

And the nightmares kept coming.

They discharged me from sickbay and
sent me back mainside. Marla Entz put me
to work in the radio shed, ostensibly to keep
me working with the squadron. | think her
real reason was to keep me away from the
fighters. Eventually she had to pull me off
that duty too, because the combination of
lack of sleep and nightmares made itimpos-
sible for me to function.

Fortwo weeks all | did was lie on my bunk,
torturing myself over being grounded while
my buddies were flying, happy to be alive,
and guilty as hell about it. Images of the red
eagle filed my mind even while | was
awake. | was a nervous wreck, The higher-
ups were beginning to talk about discharg-
ing me on grounds of mental instability.

Then all hell broke loose.

On 25 September we got the word. "All
sguadrons scramblel Incoming fighters!
Incoming DropShips! This is not a drill!
Repeat... this is not a drilll®

The time was 1627 hours. The voice on
the loudspeaker was still yelling about in-
coming fighters when | arrived at the cata-

improves, You are

February 3028

BattleTechnology 29



pult station. By God, if they were going to
keep me grounded, | was at least going to
see my buddies off. As my onetime wing-
man Lucas Kurtz ran through his preflight
check, | leapt up on the wing of his CRS-V12
Corsair.

“Take care, Luke,” | shouted over the
piercing whine of the huge Wangker en-
gine. "You know I'm not going to be there to
bail you out if you get in trouble.”

" know, Irish.” He patted the lucky
grofelder's ear he had glued up on his
console and grinned. "Don't worry about
me. I'll be OK."

“Lieutenant Shaneyfelt,” Kurtz's tech
yelled. “You'll have to get down now, sir,
we're hooking up the 'cat.”

“Luck, Lukel” | yelled at Kuriz as | jumped
ofi the stubby wing. Even though he couldn't
have heard me through his closed canopy,
Kurtz smiled and gave me a thumbs-up
sign.

When Kurtz and the rest of my squadron
had gotten off the ground, | ran to the radio
shed. | couldn't be up there with them, but |
couldn't just go back to my guarters and
wail, not knowing what was happening.

It was about 1645 when we got the mes-
sage that my sguadron had sighted the
enemy. Flight Leader Entz identified the
invaders as the 4™ Division of the Defenders
of Andarien. Even in the air-conditioned
radio shed, | began to sweat. The 4" Andar-
ien was the unit to which Major Dmitri
Pawoloski was attached.

The Red Eagle had come to Wyatt.

My hands shook and my heart pounded.
My mind screamed at me—He's here! He
fracked you down, and now he's going to kill
you!l stood up and tore off the headphones.
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He's coming for you. The Red Eagle is hers,
and he's coming for you. | burst through the
door of the radio shed and ran. Blindly,
neither knowing nor caring where | was
running ta. | just had to get away.

Somehow | ended up in the ready-room.
The radio traffic from the dogfight above
was blaring from the speakers there too. My
sgquadron was in in the thick of the fighting,
directly in the path of the incoming Drop-
Ships. | could hear Entz, Kurtz, Haring, and
the rest, all shouting at each other. Marik
fighters were everywhera, pushing us back
towards the planet by numbers alone.

The dream was there, in my mind, with all
its terror and vividness. | sat huddled in a
corner of the ready-room fighting the
images that crowded me, threatening to rip
my sanity away from me. Concentrate!
Concentrate! | could hear my sguadron
mates as if they wera in the room with me.

“Blue Three! Blue Three! Get these guys
off my taill"

“Roger that, Fivel Hold it! Blue One, roll
left!”

“Blue Three, Blue One! Rolling left! Nail
this guy, will you?"

“Hold tight, Onel Your bogey's in my
sights... painted like a big red bird of some
kind... damn| Missed”

My blood chilled, my stomach twisted in
an icy knot. He was there... Major Dmitri
Pawoloski, the Red Eaglel

| knew what would happen to my squad-
ron. They would all die while | cowered here,
safe on the ground. Safe. Safe from the Red
Eagle. Safe from everything. Ewverything
except my nightmare, my own mind.

Maove! Move! Don't think! One last flight
suit hung from the ready-room rack—mine.

Don't think! Move! Moments crawled. Fear
threatened to paralyze me, made my hands
shake so hard | could scarcely close the
pressure seals at my wrists and collar. How
| crossed that 40-meter space between
ready-room and hangars | will never, never
know.

Dieter Jurgens, my Tech, was there.

“What the hell do you think you're doing,
Irish?" he shouted. “You're grounded. Look
at youl You're in no condition to fly!”

“Fire her up, D. J." My voice croaked like
an asthmatic Tharkadian tree frog. Swal-
lowing hard to force down the lump in my
throat, | repeated the order. "Fire her up.
The Red Eagle is up there. |'ve got to go!"

He looked at me like | was crazy. Maybe
| was.

“Mo, Irish, you'll kill yourself!”

“Dammit Jurgens! Fire up the dammed
engines!” My voice cracked. "Do it, Corpe-
rall”

“Kensie...," he began, but | grabbed his
elbow and spun him around towards the
hangar bay housing my ship.

She was there, cool, gleaming and si-
lent... and ready to grab blue.

“Kensie, | can't let you..." He stopped
himself. Maybe he saw murder in my eyes.
Maybe he just knew there would be no
stopping me. “They're on frequency three-
double oh-niner,” he said. He shook his
head. “Luck, Irish.”

Adrenaline surged through my system as
| pulled the handle which dropped the pilot's
boarding ladder. Climbing into my cockpit, |
could hear Jurgens detaching the power
leads and safety lines from the ship. The
roar of the Wangker engine igniting as D. J.
fired the cycle converters was a shotgun
blast even through the helmet baffles. The
last thing | saw before | taxied out of that
hangar bay was Dieter Jurgens standing
against the wall of the bay. He rotated his
finger around his temple, then shrugged
and grinned and gave me the traditional
thumbs up. You're crazy, but good luck, he
was saying.

Damn right | was crazy. The Red Eagle
was up there, waiting for me.

| shoved the thought aside. Ignoring re-
peated calls from the tower, | taxied onto the
launch ramp and slammed the throttle wide
open. Without the benefit of a catapult, |
would need every gram of overthrust | had
to get 50 tons of aerospace fighter off the
ground. Finally, less than 20 meters from
the end of the runway, my ship lifted.
Switching on the HUD and fransponder/
receiver, | picked up a heading for the battle
in space.

Five Gs of acceleration mashed ma back
in my seat as the sky turned dark blus and
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the stars came out. Just what the hell was |
doing, anyway? D. J. was right. | was going
to die, just like the dream said.

But the alternative was running and hid-
ing and leaving my buddies to die out in the
thin, cold vacuum.

No!

Blue deepened to black as | cleared
Wyatt's atmosphere. Ahead, | saw the flare
and fade of explosions and engine-bumns,
as fighters wove and spiraled in a swirling
dogfight. Determination and adrenaline had
burned through the panic, but the underly-
ing fear remained. | knew that blind, unrea-
soning terror still lay just below the surface.
|t wouldn't take much to bring it beiling to the
top, where it would destroy all logic and
training, sending me running again.

Only out here there was no place to run.

Soon | was in the middle of it. Most of the
enamy fighters were Marik-built F-80 Sting-
rays, with a few Liao Thrush and Kurita
Sholagar fighters thrown in for good meas-
ure. | spotted a pair of F-80's closing in on
the tail of a Corsair. Kicking my ship into a
right wingover, | pulled out above and be-
hind them. | jiggled the controls a bit. My
heads-up display signaled a hard weapon
lock. Pressing the trigger, | sent paired
bursts of energy into the Marik ship from my
Corsair's large lasers. A stream of glittering
ice crystals billowing from his shattered
canopy told me that his armor had been
breached. He was losing atmosphere. My
combat sensors showed that his cockpit
had been destroyed.

Akilll =

“Blue Leader here| Nice shooting, who-
aver that was.” Marla Entz's voice sounded
over tha comlink. "I'll confirm that one.” She
must have looked at her transponder dis-
play screen then, because she began yell-
ing. “Shaneyfelt, what the hell are you doing
up here? By God, if | didn't need every ship
right now, I'd flame you myself! You'd better
hope that nothing happens to that ship, or
you'll wish | had shot you down.”

Another voice broke in. "Hey, Irish| Glad
to have you back.” Lucas Kurtz pulled his
ship alongside mine. "That was number
four, right? Let's go see if we can't get you
your fifth kill!"

At that thought my fear became a living
thing, crouching in the cockpit with me. With
almost a physical effort, | shouldered it
aside and growled into the comlink, "Right,
Luke. Let’s get 'em!"

Incoming Marik DropShips painted them-
selves across my display screens. Kurtz
and | rolled starboard and vectored for
tham. My lasers cut loose a volley which
cratered hull metal. All the pent-up horror
and fear and guilt was burning through me
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now in a red blood lust. It was several
moments before | realized that the curdling
banshee's scream | heard over my helmet
speakers was my own.

We lanced through the formation,
slowed, end-for-ended and accelerated
back towards the planst.

“Blue Leader to Blue Fivel Watch itl Red
Eagle on your tail!”

The terror flooded back. My head jerked
around. Blue Five was Kurtz's call sign...

Thera!

Tha ship had come out of nowhere, an
5L-15 Slayerpainted midnight black except
for the image of a huge eagle, the color of
blood, painted across fuselage and wings. It
was him, the Red Eagle, my nightmare,
visible now In carballoy and stesl and so
close astern | could nearly see Pawoloski's
grin through his helmet,

Panic shrieked in my ears. | slammed the
throttle wide open and hauled tha stick back
so hard | thought I'd torn it clear of its
moorings. My pressure suit ftightened
around my legs and hips, preventing a high-
G blackout as | twisted into a tight, tight half
loop. Half way around | rolled the ship
upright. As | came out of the Immelman turn,
| noticed that Luke had split off from my tail
when the SL-15 appeared, diving towards
Whyatt rather than climbing with me.

In my after vid, | saw the Stayercoming up
right behind me. My Corsairlurched as laser
fire ripped across both wings, and | caught
a glimpse of wreckage spinning off from my
starboard side. A quick glance at my ship's
status display showed that most of the
armor on my right wing had been shot away
by that laser blast. You don't need wings to
maneuver in vacuum... but landing was
going to be decidedly interesting.

If | lived to land.

| shoved my stick down and to the right
and kicked in left thrust. The Slayer hung
with me through the split-5, firing the whole
time. | tried for a lock with my rear lasers,
tried and failed as another hit savaged my
starboard wing. Another hit! More damage
was revealed on my SSD: fuselage armor
damaged, engine hit. Even a Corsair can't
take that kind of pounding for long.

Kurtz yelled over the comlink, "Hang on,
boss, the cavalry is coming.” Two CRS-
V12's flashed past toward the Marik ship on
my tail—his and Judy Haring's. | glanced at
the after vid, expecting thé bastard fo break
and turn, saw instead the Slayerlift its nose
and fire.

A long burst from its autocannon blew
through Kurtz's fuselage armor and
chopped into his hull. Chunks of debris
broke free in a tumbling cascade of wreck-
age. “Punch out, Luke!” | screamed into my
mike. “Punch out, dammit!” Luke's fighter,
what was left of it, was tumbling now. The
Slayer hauled around and burned him with
lasers and cannon fira.

| was watching when his fuel tanks blew.

“Ma!" Kurtz had been my wingman ever
since I'd joined the sguadron. “No, you
bastard! You bloody red bastard. _.!"

The Red Eagle skimmed atmosphere. |
tried to line up on his tail, but he slipped
away, as insubstantial as a dream.

Or a nightmare.

He was on Judy Haring's ship now, close
behind her, laser fire searing into her wing
and tail fins. | could hear her screaming as
her fighter began falling to pieces around
her, could hear her screaming as | tried for
another shot and realized the Red Eagle
was just out of range.
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Looking wildly around, | saw that my
entire squadron had been scattered by the
enemy. lwas all alone. Inmy HUD, | saw the
blip that was the SL-15 turning to attack my
ship again. Pawoloski must have been lis-
tening to our tac frequency earlier, for over
the commlink came a voice, heavily ac-
cented, full of malice.

“So, you want your fifth kill. I'm sorry, my
friend, that you must die before you achieve
your goal,”

Then, just like the eagle in my night-
mares, the Slayer stooped for its Kill. The
Red Eagle dove past my ship, its autocan-
non blasting hole after hole in my ship. Red
lights an my console warned of damage to
internal structure, of fuel leaks, of pressura
leaks...

| pushed the throttle open and nosed over
into a steep dive towards Wyatt, raw terror
gnawing at the edges of my mind. Off my
starboard side, | saw the Slayer looping
back for another pass.

Slayer? Or the red bird of my dream?

The nightmare was becoming merciless
reality.

| knew that if | didn't pull out of my power
dive, I'd burn up when | reentered Wyatt's
atmosphere. | knew that | had to ease off on
the throttle and pull the stick back. | just
couldn't move. Death was staring me in the
face, freezing bones and blood and mind
with fear.
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“Good-by, Lieutenant Shaneyfelt,”
Pawoloski's voice came again. “l am tired of
playing with you, so now you die.”

My ship’s nose and the leading wing
edges began to glow with the first signs of
reentry heating. The ship shuddered as | hit
atmosphere. Aline of tracers streamed past
my cockpit, the near miss revealing that the
Marik pilot was suffering the same difficul-
ties that | was.

A warning buzzer told me that my power
plant was approaching shutdown tempera-
tura,

“Da something,” my mind screamed at
my immobile body. “"Anything. Don't just sit
thare and die!”

| would die... like in the dream. Like in the
story...

Mo! No! By the blood of Celtic ances-
tors... no! To die helpless... whimpering...
no!

| jerked the throtile closed and pulled the
stick back violently. My vision narrowed o a
red-tinged pinpoint as the high-G forced the
blood away from my brain. The Corsair's
frame shrieked protest at the sudden turn.
When my vision cleared, | was looking at the
stars again... and at the Red Eagle twisting
away just ahead.

Convulsively, my hand tightened on the
firing grip. At less than 100 meters, the
intense energy from all six lasers tore into
the Slayer’s armor. The Marik pilot hauled

his ship into a vertical climb, spinning wing-
tip over wingtip, but | hung with him, firing
again and again and again. '

My lasers ripped up the armor along his
ship's fuselage and nose, and | saw a burst
of light erupt from the Slayer's nose forward
of the canopy. Wreckage spun into space
as his autocannon blew apart, armor spill-
ing away in malten fragments.

He turned, but | turned tighter, staying
inside his arc. A bolt of laser fire from his rear
gun melted another hole in the nose armor
on my ship. The SL-15 whipped into a
Shandell turn to the right and pulled out of
the climb with a barrel roll. Praying that my
ship would hold together, | went into a fast
climbing turn, following the Red Eagle.
Again the shutdown warning sounded, and
again | slapped the override. Stay with him!
Stay with him!

| unleashed another fusillade of laser
bolts at the Slayer’s exposed belly. He was
slipping to the side, angling towards Wyatt's
atmosphere. He was going to get away!

| gave my Corsair all the side vectoring
thrust | thought she could take... and then
some more. The Eagle was trying for a
bounce off atmosphere, and | knew from the
shriek of protesting hull struts and siress
supports that my Corsair would never be
able to follow him.

Instead, | shoved the throttle full forward,
angling down, the Siayer filling my HUD
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targeting brackets. It was my last chance. If
| missed now, he would escape. Whether |
hit him or not, | was plunging too steeply into
the atmosphere to have a prayer of skipping
oft again. |t was all or nothing, with a fiery,
reentry Death clinging to my hull with bloody
talons.

| was so close | could read the lettering on
his tail fins, so close | could distinguish
individual feathers in the painted design
that blotted out the looming, cloud-decked
mass of the planet ahead... FIRE!

The Marik ship exploded.

My Corsair plunged through the explo-
sion as it unfolded in a flaming white flower
of detonated fuel and ammunition. Frag-
ments rattled across my hull and scored
wings already torn by fire and explosion.

It was too much for my already-damaged
fighter. Warning lights and tell-tales were
coming on all over my SS0. My power was
falling, my vector thrusters freezing as |
jockied for control. Somehow | brought her
nose up enough to drop into a long, ragged
glide as atmosphere thundered around my
cockpit and what was left of nose and wing
armor glowed cherry-red with reentry. Then
my power went dead completely, and |
found myself trying to make a burned-out
pile of junk glide.

| did. Barely.

My ground crew still can't figure out how
| managed to reenter safely, let alone land

in one piece. My aft armor had been
breached in three places. My right wing was
nearly shot away. My engine shielding was
almost completely destroyed, my power
plant feed was half melted, and my under-
carriage was bent. On top of all that, D...
spent the next couple of days picking pieces
of Slayer out of my Corsair's hull.

It turned out | didn't miss much of the
fighting after | grounded. Blue Squadron
had been able to form up and hit the Drop-
Ships again, throwing enough of a scare
into them that they looped the planet and
headed back for the JumpPoint and home
without even bothering to try and land. So
maybe we'll get to keep Wyatt for a little
while longer.

Luke made it back. He'd ejected after all,
and Aerospace Rescue picked him up from
Wyatt orbit, When he gets out of sickbay,
he'll ba back on my wing again.

Yes, the grounding order was lifted. Marla
Entz decided not to have me, in her waords,
“first shot, then court-martialed,” which |
thought was rather nice of the lady, all
things considered. Intelligence confirmed
the SL-15's pilot to be Major Pawoloski. My
gun cameras confirmed my kills on the
Stingray and Pawoloski's Slayer... my fifth
kill.

And | never had another nightmare. The
psych boys figured that since | faced my
fears, the dreams won't come back.

Am | superstitious? Of course not! Just
because my Celtic ancestor and namesake
was killed by a giant red eagle... just be-
cause | almost followed him the same
way... hey, why should that make me su-
perstitious?

Oh, sure, | wear this twisted little chunk of
metal on a chain around my neck, now,
sura, but that's not superstition. It's one of
the chunks of the Slayerthat D. J. dug out of
my fuselage, and | keep it to remember what
fear will do to a man's soul if he lets fear ride
him into the blue... and what's possible if he
doesn't.

My squadron-mates, on the other hand,
are something else. They seemdo think that
my dreams were some kind of warning, that
I'm some kind of good luck charm.

Well, come to think of it, they could have
a worse good-luck talisman than the Lyran
Commonwealth’s newest ace!

Captain Kensig “Irish™ Shaneyfelt is an
aerospace pifol still serving with the Lyran
Commonwealth’s 10" Skye Rangers Aero-
space Force. At the time of this writing, he
had just scored his seventh kill, putting him
wall on his way fo the title of double ace,

Greggson DuVall is a military historian
and author. He is currently compiling dala
for a textbook on aerospace fighter tactics.
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They call it the Playhouse of the Inner
Sphere.

It is a world devoled to pleasure, a world
that trades in luxury, sensuality, and indul-
gence, where everything is for sale and
anything can be yours if you have the
money.

This is Galaina (pronounced Ga-LINE-a),
the ninth planet of the Alioth system, the
Pleasure Planet of the Universe. Though
partofthe Lyran Commonwealth, Galainais
no slavé to narrow prejudices, and freely
welcomes the rich and pleasure-seeking of
avery stale, planet, house, and kingdam.
Here they gather to revel in luxury and
indulge in sensuality, to feast in the restau-
rants, gamble fortunes in the casinos,
dance for hours on starlit terraces and then
retire to cool, scented rooms to taste the
delights of beautiful, skilled, and compliant
women.

All the Successor Houses have con-
demned Galaina. To Hanse Davion it is "a
market town that tumed into a brothel."
Takashi Kurita has called it “a sink of de-
pravity, the single clearest proof of the
decadence of the Lyran Commonwaealth.”
Even Katrina Steiner, evidently embar-
rassed by this disreputable presence in her
domains, once labeled it “a parasite world.”

Yet in spite of its reputation, Galaina has
been laft in peace, free to pursue its paculiar
business as it has for centuries. It remains
a paradox: a world of luxury in an age of
poverty, of truce in an age of war, a world
despised, yet tolerated.

For years | had heard about Galaina, but
like most people | had never been there.
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Pleasure
Planet

by C. Randolph Fairfax

Recently, however, | was on Summer VI on
a low-level mission, and when negotiations
wound up sooner than expected leaving me
with a free week, | grabbed the chance and
took the next JumpShip for Alioth.

Alioth Station

The Alioth system is located in the Fed-
eration of Skye, within easy reach of all the
Successor States. We arrived at the Jump-
Paint and transferred to Alioth Station. After
the usual formalities of immigration and
passport control, we were herded into a
recaption area where a pleasant young
woman displaying the green and gold
emblem of the Galaina Friendship Commit-
tee (sort of a combined Ministry of Tourism
and security police force) invited us to check
all our personal weapons at the security
desk. The only protest came from a scarred,
looming, unshaven brute who explained
that hell, ma'am, he didn't go nowhere with-
out a piece, it didn't seem right. The young
woman was polite but firm, and in a few
minutes he dutifully handed over a subma-
chine gun, a laser pistol, a pair of throwing
knives, and a set of brass knuckles.

There are two DropShip lines that carry
passengers from Alioth Station: the Abend-
astern Line and the Star Ferry. Both are
owned and operated by the Galaina Friend-
ship Committee, but they nevertheless
keep up a brisk competition with posters
and brochures extolling their luxury fea-
tures, convenient schedules, and low rates.

One option the traveller does nothave is
to travel to the surface of Galaina by any

means other than one of the two official
lines. No private DropShips or aerospace
vehicles are allowed on the planet. It
seamed like an obvious security precau-
tion—the authorties wouldnt want a
strange DropShip to land and disgorge a
company of 'Mechs in downtown Galaina
Ventura—but when | mentioned this later to
an official, he shook his head. “Invasion, no,
wa're nol worried about that. It's just that,
wall, some of these warrior boys, after all
those years out there"—he waved his hand
vaguely to indicate all the worlds within
JumpShip reach where 'Mech companies
might be stationed and battles taking
place—"by the time they come here, they're
a little, well, rough. We like to make them
feel secure, relaxed, getin the mood to have
a good time.”

The soonest available flight was on the
Star Ferry. My fellow passengers were a
varied collection. The warrior | had seen
surrendering his personal arsenal was
there with four of his buddies, mercenary
soldiers on furlough, flush with the profits of
a successful campaign and ready to spend
their litthe stake on a wild weekend. They
were a dirty, unshaven lot. One had a vi-
cious scar that ran from his forehead to a
black patch covering his eye and down to
the edge of his jaw. Another wore a tee shirt
bearing the printed slogan “Rip out their
lungs.” They whispered among themselves
and seemed a little in awe of their surround-
ings and the smiling attendants who
brought them drinks and food and inguired
about their comfort. There was a party of six
talkative women in fashionable traveling
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clothes who spent the flight playing cards. In
the seats across from me were a slight,
pale, expensively dressed young man and
his stunningly beautiful female companion.
They were attended by a retinue of personal
servants who spent the flight scurrying back
and forth on errands.

There was also a suspiciously incon-
spicuous traveler in a dull brown business
suit. I thought | had seen him before—one of
those low-level officials with innocuous-
sounding tittes who always seem o be
*attached" to embassies. What would bring
him to Galaina, | wondered. Perhaps the
possibility that fashionable ladies and dis-
solute young aristocrats might inadver-
tently let slip a scrap or two of information
picked up from their more conscientious
husbands and fathers? Making a note to be
careful of what | said, | thanked my lucky
stars | had left my work papers with a
colleague and was carrying nothing more
incriminating than a toothbrush.

The City

They say no one is truly prepared for his
first sight of the city of Galaina Ventura.
After stepping off the DropShip and retriev-
ing my luggage, | made my way through the
chaos of the terminal searching for trans-
portation to my hotel. Already | was a target
for a horde of peddiers who surrounded me,
talking rapidly in shrill, coaxing voices,
imploring me to buy jewelry, earrings,
combs, gloves, shoes, pins, wallets. Others
shoved bysiness cards at me and ex-
pounded the merits of this or that hotel or
taxi company.

In spite of the crowding | felt good. The
air—the fabled air of Galaina—was clear,
clean and pleasant, the .8 G gravity gave a
spring to my step. In front of the terminal
thera were buses, taxis, pedicabs, luxury
ground cars, hovercraft, all available at
astronomical prices, | grabbed a pedicab
and gave the driver the name of my hotal.
Soon we were riding through the tree-
shaded downtown streets, past architec-
ture of every conceivable style of the past
1000 years, the snow-covered southern
maountains forming a spectacular backdrop.
My driver kept up a conlinuous stream of
chatter over his shoulder. He knew a good
hotel, much, much better than the one | was
going to, they were just rip-off bastards
there. He knew a good place to exchange
my money, good rates, the best, couldn'tdo
better. And did | want something nice?
Music, exciting holoplay, massage, nice
girl?

We rode down Alioth Boulevard, past a
Consolidation-era tavern bearing the proud

February 3028

sign, "McKenna slept here,” past the impos-
ing fagade of the Kredit Galaina building,
builtin 2736, past the block-long New Earth
Trading Company building, crowded with
shoppers. In the gaps between the build-
ings | could catch glimpses of the transmit-
ting tower of the ComStar "A" station. My
driver said, “You want a tour, excellency?
My friend, he's the best guide on the planet,
he'll take you all around.”

Let Us Now
Praise Famous Men

The city is full of these self-proclaimed
guides, ready for a fee to show the old
buildings and to wax eloguent on Galaina's
glorious past. They will tell you that Galaina
was one of the first planets to be settled
during the early Exodus period, thal it be-
came known at the Gateway to the Galaxy,
“a shining beacon to hopeful pioneers
yearning to break free.” Galaina, they say,
was a major station on the early trade
routes, rapidly becoming a
commercial center through
which flowed the goods of a
thousand worlds. From com-
mercial success came mili-
tary distinction: Galaina's sol-
diers and 'Mech regiments
were known and feared
throughout the Human
Sphere. Ambassadors from
far-flung worlds came to the
courts of Galaina to pay trib-
ute and beg for alliance and
protection. There is the
touching story of the legen-
dary Lord Adolpho, Duke of
Galaina, whom lan Cameron
begged to become Com-
mander of the Star League
Regular Army. With tears in
his eyes the great Duke re-
fused, for he knew it meant he
might one day have to take up
arms against his beloved
Galaina. “| would rather be a
Prince to my own people,” he
said, “than a General over
strangers.”

Pretty stories, but totally
untrue. Although Galaina
was indeed settled in the
Exodus period, it remained
for centuries only a small
backwater, Largely devoid of
mineral resources, it held no
interest for the mining corpo-
rations. The trade routes ran
nearby, but Galaina was not

even a minor port or storage depot. And al-
though its soil was rich enough for the
needs of its settlers, the mountainous ter-
rain made large-scale agricultural exploita-
tion unprofitable.

In fact, Galaina's chief appeal during the
early years was precisely that it was not a
major canter. The traders and empire-build-
ers labored and sweated on such notorious
hell-holes as Car Caroli ¥V and Mizar Ill, but
when their work was done and they looked
around for rest and relaxation, they slowly
realized that poor, uninteresting Alioth 1X
was blessed with perhaps the most benign
climate in the known universe.

Galaina learned to.care for the traveller,
to offer rest, relaxation, diversion, amuse-
ment. The banks and financial institutions
that financed the exploration of space found
it convenient to set up regional offices on
the planet. Galaina grew rich on the twin
service industries of banking and tourism.
The banks financed the expansion of the
hotels, resorts and casinos, and the tourists
these attracted brought wealth to the banks.
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Contrary to the fables of the tour guides,
the great names of Galaina's history have
been, not military or political figures, but
financial ones. Adolpho of Galaina barely
rates a footnote in standard histories of the
Star League, but the Greenspoon Fiduciary
and Trust (founded by B. B. Stonehammer
in 2449) was the major force behind the
fabulous grawth of Ceres Metals and (wntil
its failure in the crash of 2576) a source of
credit and capital to all worlds of the Star
League.

Taday, Kredit Galaina and the House of
Webber (both organizations are dominated
by members of the Webber dynasty, the
ruling house of Galaina) carry on the tradi-
tion. On the planet itself there are branches
of these banks in every major hotel or ca-
sino. They freely accept all the house cur-
rencies, C-bills, even those perpetually
depressed currencies that pass for legal
tender in the Peripheral worlds, and always
at rates of exchange that uncannily match
their true value.

The Best Things in Life
are Free But...

The reach of Galaina's banks extends far
beyond the planet's surface. Although their
operations are shrouded in dense secrecy,
the banks are known to be active behind the
financial scenes throughout the Lyran
Commonwealth. It has been noted by
numerous economic experts that House
Steinergossesses the most stable, secure,
and vigorous econamy of all of the Succes-
sor State Houses, and the banking institu-
tions of Galaina are an impartant pillar in
that stability. That the Galainan banking
houses, through interest rates and through
their numerous investments in Commaon-
wealth industry, should profit by the growth
of Steiner economy, is only natural. For a
number of years now, the average inflation
rate for House Steiner C-bills has been only
about 3%, evidence of the solid and profit-
able hold Commonwealth banks have on
the economy.

Galainan banks are known to hold con-
tralling interest in a number of Lyran indus-
tries and important companies. Companies
not contralled by the banks still depend on
their loans for growth. Defiance Industries
of Hesperus is a case in point. Cne of the
Commonwealth's largest and best-known
corporate entities, Defiance Industries pro-
duces numerous BattleMechs, armored
vehicles (including the innovative Rommel/
Patton tanks), and military weapons vital to
the defense of the Commonwealth.
Greydon Brewer, Duke of Hesperus |l and
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owner of Defiance Industries, completed
the acquisition of Tolsand Factory on Furilo
in 2992, an acquisition which made pos-
sible Defiance Industries’ current phe-
nomenal growth. The Tolsand buy-out was
made possible by a substantial (it undis-
closed) loan from a banking consortium
which included both Kredit Galaina and the
House of Webber.

With the recent alliance between Houses
Steiner and Davion, the Galainan banks
have found the opportunity to extend their
power beyond the borders of the Lyran
Commonwealth. Reciprocity agreements
between various banking institutions within
the Federated Suns mean that Federated
Suns tourists within the Commonwealth
can always find a ready source of money
changing, loans, and credit wherever there
is a Galainan bank branch.

One of the more visible results of the
banks' activities is the city’s profusion of
hotels, ranging from crowded little warrans
to palaces offering a standard of luxury to
delight the most jaded epicurean. There is
the Grand, with its cavernous lobby and
crystal chandeliers, its marble floors and
thick velvet curtains, its echoing corridors
and obsequious, liveried staff; the Seven
Suns, its tower thrusting high above the city,
its glass-enclosed rooftop lounge a favorite
night spot; the Excelsior with its seven res-
taurants and its personal casino.

A Room at the Inn

At the Grand | was lucky enough to get a
tour of the Imperial Suite while it was be-
tween occupants. | was taken around by the
manager, a parfume-scented, self-impor-
tant little man who informed me in reverent
tones that the Imperial Suite was the pre-
ferred lodging for the highest nobility and
the particular choice of Lord Rupert (the
notorious youngar son of Lord Anatol, the
present Duke of Galaina). He pointed out
the high ceilings with their elaborate plaster-
work decoration, the exqguisite furniture with
its look of ancient Terran luxury. A closet
stretched the length of one wall. If the
visitor's wardrobe were insufficient to fill it,
representatives of the city’s famed couturi-
erswould gladly come to the room to display
the latest styles.

The bedroom was dominated by a huge,
canopied, four-poster bed that was covered
with silk sheets and a coverlet of white fur.
The manager drew the hangings aside and
directed my attention to the ceiling of the
canopy: a pretty picture of blue sky, white,
puffy clouds, and naked, whispering cher-
ubs looking down on the slesper. At the
touch of a switch the cherubs receded,

revealing a mirror. “This is a great favorite
with Lord Rupert,” the manager whispered,
giving me a roguish wink.

For the occasional unscheduled collation
there was a small kitchenette with a full bar.
If the visitor should wish it, he can be as-
signed a personal servant girl to bring his
drink, take his coat, rub his shoulders and
draw his bath.

The vast bathroom, with floors of marble
and walls of porphyry and alabaster, is
ingeniously designed to suit the visitor's
every whim. He can step into the shower
and be assaulted by sizzling needles of
spray from jets hidden-in the shower walls,
of he can step down into a tub the size of a
small lake and be caressed by rippling cur-
rents that turn hot and cold on command,
finally rising from the water into a towel held
by waiting hands.

| rather diffidently asked whether the
personal servant girl assigned to the trav-
eler also, ahem, assisted him in the bath.
The little man looked shocked. Of course
not, he replied indignantly. That was the
duty of the bathing girls, who would join him
in the tub and wash him, and then after-
wards dry him, comb his hair, manicure his
finger- and toenails, and massage the soles
of his feet. | asked if there were male bathing
servants, too, for women visitors, “Oh yes,
for the women,” he said, "or for any whao
wish it.” He smiled urbanely. “We cater to all
tastes.” 1

You could easily spend a week in Galaina
without ever leaving your hotel room, but
there Is always a subtle pressure to be up
and on the go, to fill the 27 hours of the
Galainan day with an endless pursuit of
action. For most visitors, action means the
casinos. .

Galaina is said to have more casinos that
streets. These range from exclusive private
clubs like the Alcazar (patronized by Lord
Anatol's mother, the Grand Duchess Gut-
rune) to hot, smoky, crowded dives where
the drinks are strong and the prudent visitor
keeps one hand on his wallet. Most of these
decorate their outside walls with gaudy
phantasmagarias of lights. Just next to my
hotel (which was notthe Grand, by the way,
or anything like it) there was a casino that all
night long kept up a continually changing
spectacle, the lights forming patterns of
watertalls, exploding volcanos and bursting
fireworks.

Right: Everybody gambles in Galaina,
Gambling in all of its myriad forms is one of
Galaina's principal industries.
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Luck Be a Lady

Everybody gambles in Galaina. There
are gambling machines on every street
comer, inevery bar and greasy spoon, even
in the restrooms. You can play the simula-
tors, those games with their iridescent
exploding displays and their insatiable
appetite for coins that allow you to imaging
yourself a MechWarrior blazing away at a
menacing array of enemies. Feed it enough
maoney and your heat sinks will never over-
load and your ammo never run out. One
night | caught sight of the mercenary soldier
| had seen at Alioth Station; he was perched
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in a simulator blasting away while his
friends cheered him on. “Shoot,” he said,
“never had so much fun in a firefight.”
Thera are tables for three-world roulette
with its whirling globe and elegant croupier.
Bejeweled ladies sit atthe green baize table
maoving chips and watching the computer
display flash numbers in sequence. There
are tables for card games—iwin aces, cut
out, double or run—as well as the older
games—blackjack and three-five stud,
The serious male gamblers always head
for the crap tables. This game, with roots in
the Terran 20" century, has evolved from its
innocent beginnings into the fastest, hot-

test, most pulse-pounding method yet de-
vised for winning or losing a fortune in five
minutes. It is hard to Imaging what the
ancients, who docilely waited for a tumn to
throw a pair of six-sided dice, would think of
today's game with its continuous and simul-
taneous play, its 4-, 6-, 8-, 12-, 18- and 30-
sided dice, its shifting, 3-dimensional sur-
face, its tunnels, valleys and wells, its pyra-
miding bets and fantastic swings where a
player can win 1000 C-bills one minute,
then lose it and win it back the next.

Galainans, being inveterale gossip-mon-
gers, love to tell tales of the casinos. There
is the story of the mercenary soldier who,
having carefully saved up slightly over 3000
C-bills, went straight fram the DropShip port
to the casino, still carrying his duffle, blew
his whole stake in less than an hour, and
had to spend the rest of the week hiding in
a buddy's hotel room, cadging meals when
he could. There is the story of the top
entertainer wha lost so much at the tables
that he had to agree to an'exclusive contract
with the casino to square the debt. (1 heard
this tale three times. each time about a
different entertainer. My informants all as-
sured me the story was true. One of them
claimed to have a brother-in-law who was
working in the casino at the time “and saw
the whole thing.”)

The casinos continually search for new
thrills, new variations on the ancient game
of betting on chance. It is possible to gamble
on tha weather, on news events or the
arrival times of JumpShips. The week of the
Games on Solaris VIl is a particularly in-
tense period. HPG transmissions bring
twice-daily updates an the fortunes of the
contestants and—by extension—the for-
tunes of their followers on Galaina. For a
solid week no one talks of anything but the
Games. The sporting rooms at the casinas
are packed with gamblers waiting for the
next report. Rumors race through the
crowd, betting is frantic and the stakes rise
to dizzying heights.

In the heat of the action the gamblers
forget about everything except the game.
They forget what time of day it is, they lose
track of their friends and companions, they
forget to eat, and meanwhile hardly any of
them is aware that they are continually
being watched.

Quis Custodiet
Custodes Ipsos?

The Galaina Friendship Society main-
tains a system of continuous survelllance
inside the casinos using mutually reinforc-
ing groups of “protectors.” An area protector
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keeps his eye on two or three tables. Floor
protectors watch the area protectors. Over-
head, threugh video monitors and one-way
ceiling mirrors, the grid protector group
monitors the entire room. In addition, float-
ing security teams cruise the room, small
groups of fresh-faced smiling youths with
discrete communicalions gear moving
unobtrusively from table to table. :

One reason for all this surveillance is
simply the vast amount of wealth on display,
the incredible quantities of chips changing
hands every second, a constant temptation
to cheating and thievery. The casino em-
ployees are all native Galainans, and there-
fore all adherents to the Church of the True
Faith, a fact which more than anything gives
them a sense of solidarity with each other
and with their employers. Still, Church
doctrine emphasizes the unavoidable fact
of human frailty, and in a scene of so0 much
temptation the authorities feel better giving
everyone an additional motive for adhering
to the path of rightecusness. The employ-
ees seem to agree. One woman, a dealer at
a three-five stud table, told me, *| like know-
ing I'm being watched over. it makes mefeel
like someone's looking out for me.”

If you ask one of these protectors what
their job is, the answer you'll probably getis
“keeping the game running smoothly.” One
night | saw an example of what they meant.
There was a disturbance at one of the crap
tables, an argument between two overea-
ger high rollers that quickly escalated into a
shoving match. Within seconds the men
were sugounded by GFC security agents.
One of the fighters happened to have his
face turned towards me. | saw his eyes
cloud over, saw him slump into an agent's
arms, saw the stun stick return to a holster.
Cuickly and expertly the men were hustled
away from the table and out of the room, and
the game continued without interruption. It
all happened so fast that it | hadn't been
right there | would have missed it.

Nothing is allowed to interrupt the daily
round of amusement. All possible sources
of discomfort are removed, even the aware-
ness of the high price of these pleasures. If
you have an account with a branch of a
Galainan bark on your home world (and
there are many of these branches operating
under a variety of different names), you can
arrange for your expenses o be charged
directly to your account. Daily HPG trans-
missions link the branches together, so that
the money you lose at the tables today will
be deducted from your account tomorrow.

In this way it is possible to run up truly
staggering bills. Thay tell a story about one
young wastrel, the son of a powerful Duke
(every time you hear the story, a different
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Duke is named) who lost 10,000 C-bills (or
20,000 or 50,000} in a single night. His
father eventually had to come to the planet
himself and drag the prodigal home.

Such stories go a long way towards ex-
plaining Galaina's reputation as a den of
robbers and thieves, a nest of parasites
preying on the weak and gullible. To such
charges Galainans have several replies.
They point out that when a visitor loses a
large sum, efforts are made to cushion the
loss. The visitor who has been unlucky at
the tables will find that his room and meal
charges have been paid and thal he has
free transport back to the JumpPoint. Ev-
eryone wants him to carry away a good
memory of his visit. And if all this doesn't
tully compensate for his loss... well, after
all, nobody made him gamble.

Galainans are guick to point out that
gambling is not restricted to tourists. Local
Galainans, they tell you over and over, are
among the most faithful customers of the
casinos. This is true up to a point. Although
the canons of the Church of the True Faith
officially frown on gambling, actual practice
is quite lenient. In fact, recent thecologians,
citing the large subsidies the Church re-
ceives from the casino tax, have argued that
gambling should be regarded as a form of
tithing. In any case, the local parish priest
will almost always grant dispensation to go
to the casino, knowing that his parishioner,
although he will probably lose, will not lose
heavily, for Galainan law has long required
that citizens, unlike rich oftworlders, must
pay cash for their chips. The local high roller
may wind up the night with an empty pocket,
but his bank account will still be whole.

Although gambling is expensive, some-
times spectacularly so, it is not the only
costly pastime on the planet. Everything in
(Galaina costs money. And if the atiractions
of the casino pall, there are many other
places that will be happy to relieve the
visitor of his excess cash.

Buyer Beware

When you leave your hotel, runners
employed by the shops will crowd around
you, and one of them is sure to drag you into
one of the many crowded shops along Lord
Adolpho Street where, talking all the while,
he will load you up with shirts, scarves and
neckerchiefs of vibrosilk and alethosatin
and jackets of the softest Pendaric leather.
Gently but firmly you are made to sit down,
your boots are removed and replaced by
“corgies,” the open-mesh, curled-loed
boots favored by the dandies, a bargain at
only Cb 59 a pair.

The runners are ubiguitous and unrelent-
ing and they have an uncanny nose for
money. Once while | was trying to persuade
one of them that no, | did notwant to go into
his shop and see his flawless Bayindir dia-
mands, | pointed at an impaosing-logking
aristocrat who was strolling past unmo-
lested. Why didn't he go and bother him?
“He's broke,” was the immediate reply. |
checked later and found out he was right.
The prosperous appearance was all show.
The man's home world, an. agricultural
planet, had been devasiated by Severe
floods and a sudden plagues of pesticide-
resistant locusts. He was in Galaina trying
to negotiate a loan.. All this, | gathered, had
been known by the runners within minutes
of his arrival.

It should not come as a surprise that this
world, so given over to gambling and games
of chance, supports a flourishing trade in
fortune-telling. For a suitable tee you can
receive encouraging words about your
social and romantic prospects, impression-
istic forecasts of political and military
events, and tantalizingly incomplete data
about winning numbers at the casino. The
types of service you can buy range from a
simple palm reading to elaborate, personal-
ized fortunes for which you must provide not
only the dates and times of events in your
own and your parents’ lives but also blood
and urine samples, brain scans, and retina
prints.

The best-known of these practitioners is
a stately, bearded mountain of a man who
goes by the name of Griba the Zork. From
his barogue offices on Commonwealth
Plaza he offers subscription services 1o
scores of clients throughout the Inner
Sphere. It is even rumored that Maximilian
Liao has personally sought out his advice
and the Liao sends a personal representa-
tive to him each month to collect reports.

A Day in the Country...

It you want a break from shopping and
gambling, you can rent a high-powered
ground car and, after signing a complex
insurance agreement whose welter of
clauses boils down to "you break it, you
bought it,” you can race at terrifying speeds
over the undulating, banked, dirt roads
outside the city. In two hours you can be in
Schildesee, the exquisite ice blue |ake at
the base of Mount Kreisberg. For centuries,
parties of Galainan young people on holi-
day from work or school have come to this
lake to picnic and swim nude in its clear,
cold waters, while a mile away at the
Schildesee Spa, the aged, infirm and hy-
pochandriacal sit in the sun and take the
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waters from a nearby mineral spring. If you
like hiking, you can make the two-hour climb
up Mount Kreisberg to Lookout Point where
you have a splendid view of the lake and the
lush, surrgunding countryside.

...A Night on the Town

Evenings on Galaina are given over.to
feasting. Visitors flock to restaurants like the
Purple Rain where you ding in an open air
setting bordered by flowering Xacantha
trees, cascading Skye roses, and pink and
magenta netherlips. Candles flicker at the
tables, while Galaina's two moons, Hans
and Fritz, look down from the sky overhead.
{The moons are named for two characters
in an ancient Galainan legend, a pair of
mythic warriors who, having offended their
Duke, wera condemned to hang in the skies
for eternity and, in the poetic words of the
legend, “twist slowly, siowly in the wind.")
Purple-clad waiters and waitresses dart
from table to table bearing course after
course, To accompany the meal there are
bottles of a superb Galaina wine, possibly
the Gray David Merlot, a light, fruity, aro-
matic vintage from vineyards on the slopes
of the southern hills. For dessert there are
dishes of gualomelon, that exquisite fruit,
available only on Galaina and impossible to
export, which must be eaten within hours of
being picked. After dinner, you lean back in
your chair, sipping a Stellar Stinger and
listening to the night finches, those marvel-
ous birds imported from Terra in the first
years of golonization who have adapted to
this benevolent climate even more suc-
cessfully than homo sapiens.

But now the night life beckons. You rise
from the table and set off for “the strip,” a

two-block stretch of lower Marienstrasse
near the Van Mandelbrod statue of Venus,
where over a dozen gaudy theaters crowd
together offering the most spectacular
stage shows in the inhabited universe. On
any given night you can sea the greatest
stars of the entertainment world: Sunny Ha,
Vincent Sihanouk, Maran Mkamba, Joan
Ramanujian, or the fantastic animal acts of
Cliff and Claf, or great holoplay stars like
Shou-Pin Grant and Anastasio Karpov, or
the extraordinary dance companies of
Toshiro Tanaka and Lester Guiterrez. The
theaters are always packed, yet there are
no bad seats, for the dancers swirl around
you, you can see the sweat glistening on
their slim, athletic bodies, you feel swal-
lowed up by the brilliant spectacle. The
lights, the music, the gorgeous costumes,
the continuously changing scene, all com-
bine to astonish and dazzle your imagina-
tion. In one show a girl appears wearing a
cape. As she slowly climbs a staircase, the
cape unfolds behind her like a train reveal-
ing ever more fantastic and colorful de-
signs, until the cape has spread out like a
vast iridescent curtain in front of the stage.
Suddenly the lighting shifts, the cape be-
comes transparent and through its patterns
of colors you can see dancers bearing
sparklers in their hands, advancing and
leaping and filling the stage with flashing
bursts of light. Later, the stage grows dark,
a magenia glow appears, a girl is seen
dancing, dressed only in her long, black,
flowing hair that reaches below her waist,
shrouding and revealing her like a filmy
costume as she dances, while a soft voice
is heard singing of love and the long sultry
nights.

extremely potent.

Taka:

2 ounces of Zocco
the juice from one Sideria orange
a dash of fripla sec

N\

How to Make a Stellar Stinger

You can get a Stellar Stinger in any bar on Galaina, but you can't get one anywhere else.
The key ingrediant is the Sideria orange (not a true orange but a sweet, citrusy fruit) which
only grows on Galaina. Attempts have been made to ship it, but it doesn't travel well.
Anather ingredient is Zocco, a local root-based alcohol product, very neat, very dry,

I got this racipe from René, the banender at the Excelsior,

Crush a catabala leaf in the bottom of a chilled glass. Then fill the glass with crushed ice.

N

Lo g

\ Combine. Pour over the crushed ice. Handle with care.
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Love, Love, Love

The songs and dances return again and
again to the theme of love, forlove is a major
industry on Galaina. Brochures and hand-
outs from the major houses of prostitution
are available in hotels and restaurants
{though not in the casinos, whose manag-
ers do not wish to encourage competing
avening pastimes). You can choose your
night's companion from holotapes and then
make reservations from your hotel. All as-
tablishments are state-licensed, customars
must take a preliminary blood test—since
the plagues of the '80s,-the authorities are
understandably cautious about infection.

| half expected to discover local opposi-
tion to the widespread prostitution, but there
is surprisingly little. The Church's position is
somewhat ambivalent. Official doctrine
condemns "harlotry” as a sin. On the other
hand, one of the favorite myths of the
Church is the tale of Dunyazade, the beau-
tiful young maiden who sacrificed her virlue
to the tyrant Sennacherib in order to save
her people from extermination. The tyrant
was s0 taken by her charms that he not only
spared her people but gave them a place of
honor among his subjects, while
Dunyazade was made chief of all his concu-
bines. Even today, then a young woman
joins the profession, she calls it ‘making the
sacrifice.”

Over the years government regulations
and enlightened public attitudes have
greatly improved the status and condition of
prostitutes, and today the profession is
considered an honorable if somewhat ex-
ceptional calling. A woman may spend five
or ten years in the profession, then retire,
marry and become a staid pillar of the
community. Her working years can be ex-
tremely lucrative. Although taxes, ex-
penses, overhead, union dues, etc., may
run as high as 40% of income, prices are so
high that a woman at the top of her profes-
sion may gross as much as Cb 200,000 a
year, enough fo live very well indeed and
still put by a considerable fortune for later
life.

There is a certain amount of male prosti-
tution as well, though not on the same scale.
It is considered an acceptable sidealine for
struggling young holoplay actors and has
been the source of much malicious gossip
and “casting couch” stories.

Prostitutes have a deep and abiding re-
sentment for those whom they call “dab-
blers and swallows.” The former include
certain thrill-seeking aristocratic ladies
{some of whom, it is whispered, belong to
the set surrounding Lady Elsa, Lord
Anatol's madcap wife) who prowl the night
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spots in search of sexual liaisons. “These
chicks tell people they're professionals,”
one prostitute complained. "Most ofthe time
they don't know the first thing about the
business. They're just amateurs out looking
for kicks. | mean, sex ought to be a straight-
forward business proposition, right? But
this bunch, they don’t give a damn about
business or about the customers or anyone,
they're just in it for themselves. So naturally
the customears are disappointed and who
enids up getting a bad name out of it? We do,
that's who." ;

If prostitutes disapprove of the dabblers,
they reserve their strongest condemnation
for the swallows, female intelligence agents
who seek sexual contact with targeted indi-
viduals in order to gain information. "Now
that's just plain wrong,” my informant ex-
claimed. “It's immaoral, it's like a priest telling
secrats from confession.” This reaction
seems less extreme when considered in the
light of certain landmark decisions of the
Galainan High Court which guarantee that
private conversations between a prostitute
and her client cannot be divulged in a court
of law. As Chief Justice Schultheiss put it
(Westheimer v. Lolita, 2933) "pillow talk is
privileged.”

The swallows often masquerade as na-
tive prostitutes, their superiors providing
them with quite authentic-looking docu-
mentation. The casual encounter or “ship-
board romance” approach is still occasion-
ally used, although with many targets it is
considered implausible and likely to pro-
voke suspicion,

Information, Please

The intelligance agencies have good
reason to use such agents, for Galainaisa
potential treasure trove of information. Here
in one place are concentrated the wealthy
and wall-connected, the sons and wives of
political and military leaders, the highar
officials of the major powers, all of whom, in
the pervasive atmosphere of hedonism, are
likely to be less than completely on guard.

The agencies' efforts do not stop with the
swallows. It is reported that agents of both
the Draconis Combine and the Federated
Suns have attempted to infiltrate Griba the
Zork's fortune-telling operation. Their ef-
forts so far have not met with success, but
they will almost certainly continue, for the
information the Zork possesses about his
clients (which he reputedly stores in a high
security vault that can withstand anything
short of a thermonuclear blast) is a mouth-
watering prize for any spy.

All the great powers play the espicnage
game. The planet's ComStar "A™ station,
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one of the largest in the entire network, has
an unusually large complement of officials,
most of whom are known to be AOM
agents. Their efforts are devoted mostly to
attempting to decipher the heavily-en-
crypted messages that stream in from the
distant branches of Galaina's financial net-
work. These messages contain a wealth of
news, rumars and gossip from thousands of
highly placed and well-bribed sources
throughout the Inner Sphere, but ROM
would be delighted to see just the financial
data—the bank records of the most power-
ful Dukes, the major companies, the suppli-
ers of the armies and mercenary units. To
this end ROM agents are known to have
made heroic efforts to corrupt bank officials
and palace bureaucrals.

Lord Anatol, Duke of Galaina

Lord Anatol is known to be uneasy about
the amount of spying and skulduggery that
goes on, but for now tha official position is
“no broken crockery™: the wvarious intelli-
gence services are permitted to do pretty
much what they like so long as it is all kept
guiet and out of the public eye. This policy,
an extension of the traditional aftitude of
“keeping the game running smoothly,” has
been generally respected by the great
powers.

Five years ago, a high official of the
Draconis Combine was assassinated while
on a pleasure trip to Galaina. The assassin,
a dispossessed MechWarrior, was himself
shot a few moments later by an unknown
hand. Takashi Kurita proclaimed that he
would take “any steps necessary” o
avenge the death. On Galaina, near panic
ensued, Visitors, terrified by visions of
another Kentares Massacre, struggled to

get off the planet, and on the black market,
DropShip seats were running as high as Cb
1,000 apiece. Then, three days after the
crisis began, the Galaina Friendship
Committee suddenly announced that the
case had been solved. Four men, one of
them a lieutenant colonel attached to a
hitherta unknown branch of the Free World
League's diplomatic corps, were handed
over to the Draconian authorities together
with a mass of documentation. The evi-
dence, which was broadcast widaly to all
worlds, uneguivocally proved the men's
quilt. Kurita grumbled but eventually de-
clared himself satisfied.“Janos Marik disa-
vowed any knowledge of the plot, but for
some time thereafter, relations between
House Kurita and House Marik were decid-
edly chilly.

Galaina heaved a collective sigh of relief
and returned to business as usual. Within a
week the game was running as smoothly as
ever. ltwas only much later that some of the
facts began to leak out. Even now not all of
the story is known, but in outline it seems to
have gone like this:

For the three days following the assassi-
nation, the Palace was a center of furious
activity. Galainan banking officials made
use of all their intelligence contacts, and
fantastic bribes were offered for informa-
tion. “They were bribing everybody,” one
source told me privately, "even the Draconis
people. Hell, for all anybody knew, the
whole thing might have been something
Kurita fixed up as an excuse to invade the
Commonwealth," The efforts paid off, and
within a day, the identity of the conspirators
was known.

Details remain uncertain, butitis rumored
that the bribes offered by the Galainan
banking houses induced the defection of an
extramely high-ranking Marik general, one
privy to a Marik plot to incite an escalation of
the war between Steiner and Kurita. The
General disappeared, reportedly with a
large enough fortune that he was able to
refire into wealthy and hadonistic obscurity
on some world unknown.

And documentation of the plot was made
available for inspection by Draconis agents.

It was a convincing display of Galaina's
economic influence but one that left the
planet's leaders badly shaken. Since then,
security has intensified, and it is not un-
known for the Galaina Friendship Commit-
tee to keep certain offworlders under 24-
hour surveillance and to haul in suspicious
characters for extensive interrogation,
sometimes keeping them in protective cus-
tody for weeks at a time. The hotel and
casino owners are violently unhappy about
this and claim that the new restrictions dis-
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turb the tourists and spread the idea that
Galaina is not safe. They have won some
concessions, which in turn have infuriated
the security forces who warn of the dire
conzequences of such weakmindedness.

Who's In Charge Here?

Caught in the middle with the unenviable
task of balancing these competing claims is
Lord Anatol, Duke of Galaina. An amiable,
soft-faced man in his late 505, the Duke has
a patient, long-suffering demeanor which
shows that he is accustomed to being the
middle of the storm. He is at the top of all the
governing Hierarchies on the planet: Chief
of State, Temparal Leader of the Church of
tha True Faith, First Minister of the Galainan
Assembly, and Chairman of the Board of
both Kredit Galaina and the House of
Waebber. He rules with the help of his brather
Lord Huge Webber {managing director of
Kredit Galaina) and his older son and hair
apparent Lord Max, Margrave of Schilde, a
corpulent young man of 33 with a round face
and tiny moustache. A fourth member ofthe
inner circla, theoratically subordinate to the
others but in fact their equal in influence, is
Graf Otto von Haupt, head of the Galaina
Friendship Committee. This group meets
regularly to hammer out pelicy for all of
Galaina's political and financial affairs.
Right now, Lord Max and Lord Hugo are at
odds aver how the planet should react to the
alliance between House Steiner and House
Davion. Lord Max is an enthusiastic sup-
porter of the alliance and a frequent advo-
cate of favorable loan terms and credits for
the Federated Suns. Lord Hugo, on the
other hand, has an intense mistrust of
Hanse Davion and has at times becoms
almost incoherent with fury at Lord Max's
plans. The Duke favors strict neutrality,
which makes him a target for both his
brother and his son. Meanwhile, Graf Otto
has been working on the Duke to approve
some of his more controversial security
measures, and a recent incident in which
GFC agents accidentally detained the Min-
ister of Trade and Communications for the
Federated Suns for over 24 hours led to a
furious shouting match in Council that
nearly ended in blows.

As if this weren't enough, Lord Anatol
also has his hands full with other members
of his family. The scandalous behavior of
his younger son, the notorious Lord Rupert,
is a constant cause of dismay. The Duke
has more than aonce had to hush up the
youth's more outrageous escapades.
Meanwhila, the Duke's mather, the Grand
Duchess Gutrune, and his second wife, the
beautiful and headstrong Lady Elsa, are not

February 3028

on speaking terms. The Duchess, who
considers herself the arbiter of good society
on Galaina, has for years presided over
rather stiff functions at her private club the
Alcazar. Shortly after her marriage Lady
Elsa rebelled, stopped attending the Al-
cazar and instead formed her own rival set
which quickly developed a reputation for
extremes of wildness. No personal scandal
has ever touched Lady Elsa harself. On the
contrary, she seems fo be a loyal wife and
stepmather with nothing to her discredit but
a sharp tongue, a love of wit, and a hearty
intolerance for bores. Still, the Grand Duch-
ess frequently harangues her son for “not
controlling that slut,” and Lady Dorcas and
Lady Roxanne, his sister- and daughter-in -
law, continually shake their heads in pity
over “poor Anatol.” All this adds to the strain
on the Duke as he attempts to chart a
course for Galaina into the murky and per-
llous future,

Tomorrow
and Tomorrow
and Tomorrow

| thought about the future of this pleasure
planet as, my visit over, | rode the DropShip
back to Alioth Station. All around me in the
ship people were asleep, exhausted from
days and nights spent in the frantic search
for gratification. These, the rich and supar-
rich who had come to Galaina and were now
returning to their home worlds, leaving
some of their wealth behind them, were only
the latest in a centuries-long stream of visi-
tors whose extravagance has meant pros-
perity for this planet. On other worlds life is
often an endless round of backbreaking toil,
an attempt to scratch out a bare living from
an ungenercus land. Meanwhile, Galaina
neither toils nor spins but just grows rich on
tips.

Can it go on like this? So far, the Com-
monwealth government seems to accept
the planet as at worst a necessary evil,
Their war machines and the countless
subsidiary industries that feed, arm and
provision them would shrivel and contract
without the regular nourishment of capital
investment that Galaina can provide. These
benefits are supplemented by direct reve-
nues, either in the form of taxes paid to
Katrina Steiner or outright bribes to the
other powers. As one official put it, "Nobody
wants to kill the goose that lays the golden
enns.”

It is not, however, out of the question for
one of the houses to try to sleal the gold for
itself. A direct attack on the planet would
probably be unproductive; the tourists

would vanish along with the wealth they
bring. On the other hand, although no one
likes to talk about it, there have been at-
tempts to bore from within. House Kurita's
agants are known to have established cells
on the planet and to have attempted to stir
up resentment against the royal family. To
date, these efforts have been totally unsuc-
cessful. The Webber dynasty has ruled
Galaina for over 600 years, and although
Galainans may laugh at their rulers and
trade scurrilous stories about them, they
teel a strong sense of identity with the royal
tamily which is reinforced by ties of history,
locality and religion. After all, they are all
Galainans. i -

The night before | left | had a talk with an
official of the Galaina Friendship Commit-
tea. When | asked him about the future he
shrugged and said, "Why shouldn't we go
on andon the samea way ? We'va been in this
business for a thousand years now. That
ought to tell you something.” But evarything
changes, | said. The universe is a danger-
ous place. "Sure, sure,” he interrupted
impatiently, "l could fall off Mount Kreisberg
and break my neck. Your JumpShip could
be hijacked by pirates. But life goes on,
people are born, they live, they die. And let
me tell you something else,” he said, and he
leaned towards me with the cynical, con-
spiratorial grin that is the mark of the truse
(Galainan, "some things never change.
Everybody, everybody, wants to have a
good time.”
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BATTLEMECHANICS

Technical Readout

GLD-3R Gladiator

Overview: !

In 2454, the Office of Military Procurement of
the Star League sent out a request for bid pro-
posals for a new type of ‘Mech that would be
specially designed for long-ranged support of
advanced units, One of tha "Mech factories 1o bid
on Ihis lucrative confract was Memyweather
Industries, a firm long forgotten within the Suc-
cessor States of today. Merryweather's design
and proposal survived the initial screening given
to all manufacturers and funding was made
available for a seres of prolotypes to be devel-
oped. Thus was born the GLD-3R Gladiator
BattieMech, a type nearly forgotten in this age of
rapid aging and loss of war materials.

The Gladiator design proved successful in its
first field tests in 2468. There was great celebra-
fion within the Memyweather Home Oiffice on
Alula within the confines of what is now the
Successor State of House Marik. This applause
was pramature, however, In early 2470 the Star
League Military Procurement Office revoked the
contract it had given te Merryweather for 1200
Gladiator ‘Mechs, citing computer simulation
reports which showed thal, as designed, the
'Mech was not poweriul enough to fulfill its in
tended role. Merryweather Industries nearly
went into Bnkruptcy, having built nearly 160 of
the ‘Mechs and tooled up for at least 2,000 maore.
Private investors were sought and some Housa
Lords, notably of the Lyran Commonwealth and
the Draconis Combine, were convincad fo pur-
chase a portion of the overrun, with the permis-
sion of the Star League government. [n this way,
Merryweather was able to confinue production to
the 2,000 figure level. It then discontinuad the
Gladiator program and wenl into production of
civilian type 'Mechs for the construction and
mining industries. The long-range closa-support
rola in 'Mech lances was eventually filled with the
highly successful ARC-2R Archer design—a
‘Mech fully 15 tons heavier than and with twice as
much long-range missile weaponry as the Gladi-
ator camied. Merryweather Industries was uttery
destroyed during the total wars of the First Suc-
cession Conflict. The areas of its main factory
complex on Alula are still dangerous to enter
even to this day. It is now known how many
Gladiator ‘Mechs are =till in existence, but a rea-
sonable estimate would ba between 100 and
150.

Capabilities:

The Gladiator design appeared 1o ba capably
armed for the initial decades of the BattleMach
era. Unfortunately, "Mech design simply by
passed it before it could becoma fully
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operational. Like the ancient naval vessels of
Terra's early 20™ Century, it became an obsoles-
cent "Pre-Dreadnought” in the wake of a far more
capable design.

As a lighter support ‘Mech, howaver, the
Gladiator has proven to be well qualified. The two
DLC-10 shoulder-mounted long-range missila
racks can defiver severe punishment to lighier
'Mechs in the field. For close-in defense, tha
Gladiator also possesses two arm-mounted
Ducdyne Mark Il medium lasers. In today's
‘Mech ballefield, this would indesd be a light
armamaent for a 55-ton BatlleMeach.

The Gladiator does possess above average
maneuverability for a medium ‘Mach, With its
maximum speed of 84.2 kph, it can keep up with
most scouting forces in the field. ts GE-2200
Jump Jets allow a certain amount of altitude
variation in its movement ability. Heat build-up is
a controllable problem with the addition of two
additional heat sinks within the structure of the
vehicle,

The area where the Gladiator surpasses all
other ‘Mech types within her tonnage class is in
protection. Currently, this ‘Mech sports more
armor than any other mass-produced 55-fon
type. This armor advantage aids the Gladiator in
any confrontation with opponents of her size or
less but is little solace when the vehicle is at-
tacked by a larger, more powerfully armed
'Mach.

There is linle doubt that Gladiators will be
almost entirely eliminated from the field of com-
bat within the nesxt fifty years or so. Nene have
been produced for nearly 550 years and spare
parts for them are nonexistent. In facl, it is a
wonder that the type has survived so long and
hasn't followed the way of such extinet ‘Mech
types as the Mackie and the Behemoth. More
and more, Gladiators will wm up as additional
pieces replacing the destroyed parts of other
'Mech types. Evan today, nearly all Gladiators in
operation are of a hybrid nature; none are left as
they wera buiit.

Battle History:

In 2476, during the Battle of Beckvern Hill an
the planet Nox, Gladiators under the command
of the Archon of the Lyran Commonwealth,
Michael Steiner, undertook to suppart a ganeral
Steiner advance on the slopes surrounding the
House Kurita defensive positions. The initial al-
tack was a success but trouble soon developad
when Kurita heavy ‘Mechs supported by Aero-
Space fighters staged a counterattack on the
Gladiator support line, sending them into total

confusion. The Steiner assault was repulsed
with heavy losses. Michael Steiner was later
killed in the same battle while leading an attack
inta the rear areas of the Kurita forces.

More recently, in 3007, during a minor raid by
Davion forces on Graham IV in Marik-held
space, a Gladiator-supported lance attacked a
scoufing force of the attackers with more suc-
cess, While Marik light ‘Mechs pinned down the
recon 'Mechs of the Davion raiders, long-ranged
Gladiators poured fire into the enemy pasition,
forcing them to retreal with heavy losses. The
Marik defenders suffered little damage.

Variants:

There are probably as many variants of the
Gladiator as there are Gladiators still in exis-
tance. Some of the more popular modifications,
however, revolve around eliminating the GE-
2200 Jump Jets and adding up to four mora
medium or ight lasers in hip or shoulder mounts.
This allaviates the understrength problems of the
design to some extent, sacrificing soma of the
design's maneuverability.

Another design vanant that is seen often re-
places the DLC-10 long-range missile racks in
their shoulder mounts with LAM-15's of various
types. This increase in offensive power forces
the reduction of armor protection o severe levels
as well as eliminating any thought of jump jets,
but it doas permit the 'Mech to support assaulling
units more effectively if it Is itself in a well-de-
fended position.

Motable 'Mechs and MechWarriors

MechWarrior Micha Ranier

Currently employed with the mercenary ragi-
ment known as Barret's Fusiliers, Micha Ranier
is part of the battalion racon lance. Atop the
Gladiator “Rust Bucket Blues,” he s responsibla
for the long range support of the recon lance if it
ever gets into trouble, the logle baing that most
scout and recon lances will encounter other
scout and recon lances and that the firepower of
a Gladiater could prove decisive at that time. This
seams o be proven out as Ranier has tallied up
over a dozen kills and assists while with the
Fusiliers.

MechWarriar Bill “The Junkman” Fallon

Pilot of the hybrid Gladiator “Bits and Fieces,”
Junkman Fallon is a member of the marcanary
unit know as Mabile Fire. His 'Mech looks nothing
like a Gladiator, with two diffarent sized arms
taken from a destroyed Wasp and a disabled
Vindicator, and legs stripped from a battered Ri-
fleman. Weapons and internal makeup are still
essentially the original Gladiator, however. Junk-
man Fallon says that he has rebuilt his 'Mech at
least five times to keep it running. His lance-
mates claim it is more like ten.

by Dale L. Kemper
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Masgs: 55 tons
Chassis: MW240
Power Plant: CoreTek 275
Cruising Speed: 58.1 kph
Maximum Speed: 84.2 kph
Jump Jets: GE-2200
Jump Capaclty: 120 m
Armor:; Kemplar 5000
Armament:
2 DLC-10 Long Range Missile 10-Racks
2 Duodyne Mark Il Medium Lasers
Manufacturer: Memyweather Industrias
Communications System: Fujika Multiband
Targeting and Tracking System: General Systems AV-12

NOTE: Stats reflect GLD-3R Gladiator as designad. Thare is
no 'Mech of this type that still retains all original equipment. All
have been modified to some degras.

Type: GLD-3R Gladiator Tons
Tonnage: 55 Tons 55
Intarnal Structure: 55
Engine: CoreTek 275 155
Walking MPs: 5
Running MPs: B
Jumping MPs: 4
Heat Sinks: 12 2
Gyro: 3
Cockpit: 3
Armor Fachor; 160 10
Internal Armaor
Struciure Value A
Head 3 ] | T
Center Torso: 18 256 ; jﬂm“-—
At./Lt. Torso: 13 24/6 =3 W/ LU
At./LL. Arm: 9 15 RIRKHATY
RtJLL Leg: 13 15

Weapons and Ammao;

Type Log. Critical

LAM 10= RT 2 5
LAM 10 LT 2 5
Ammo (LAM) 12 RT 1 1
Ammo (LAM) 12 LT 1 1
Medium Laser RA 1 1
Medium Laser LA 1 1
Jump Jats RT 2 1
Jump Jets LT 2 1
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BATTLETECH SIMULATOR

OPTIONAL RULES VARIANT 0103-A:

RANGED COMBAT:

MAXIMUM RANGE

Newcomaers to FASA's BattleTech combatl simulations system somea-
times question the ranges listad for various weapons ranges which seem
unrealistically short, These rules reflect the fact that, in tha 31 century, at
laast, most combat takes place al relalively close range—ciose, that is,
whan the weapons used are capable of dealing death and destruclion along
a straight line of sight clear to the horizon!

The last issue of BattleTechnology presented optional rules for axtending
the listed ranges for vanous personal weapons used in MechWarror
simuiations. This set of rules variants does the same thing for the heawvier
weapons carred by the kings of the battiefield: BattieMechs.

The following section discusses the general classes of BattleTech

WEZpons,

LASERS: Lasers are energy weapons capable of dalivering large amounts
of energy to the target through & moenochromatic or “lased” beam. Most
modem battlefield lasers are pulse lasers, which characteristically deliver
between .8 and 5 megajoules of energy in & short, intanse pulse [asting lass
than one one-hundredth of a second.

There is no theoretical limit to a laser's range. Under battlefield condi-
tions, however, laser ranges are limited by smoke, dust, and anti-lasar
aerosols. So long as the target is not obscured by weather or other
conditions, however, it is sfill possible to hit a 1arget as far away as a planet’s
horizon. At such extreme ranges, the target’s movement becomes the chief
handicap in lasar targeting.

Basic Laser Ranges in BatileTech:

Small Laser {.8—1.5 megajoule): 3 hexaes = 90 meters

Medium Laser (1.5- 3 magajoules): 9 hexes = 270 meters

Large Laser (3—5 megajoules); 15 hexes = 450 meters

Obviously, these ranges impose limits on the actual ranges possibla for
lager weaponry. Throughout the history of engagements with laser weap
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onry, it has not been unusual for laser-armed infantry or armor o engage
targets as far away as the harizon, a distance of—depanding on the size of
the planet—many kilomeaters.

PARTICLE PROJECTOR CANNON (PPC): This is a general weapons
class which includes a variety of related weapons. All are powered from the
‘Mech's en-board fusion plant and are classified as energy weapans. Thay
cause damage by using magnetic fields to fire beams of high-energy
charged particles—either electrons or protons—at the target. Damage is
inflicted on the target by a combination of intense heat, kinetic energy (the
physical force of the blow), and by creating a massive electrical overload
within the target ‘Mech which can cause additional damage by discharging
as a bolt of lightning. Poory shielded 'Mech electronics can be burned out
and rendered useless by the electrical discharge of a good PPC hit,

As with the laser, there is no thecratical limit to a particle cannon's range,
though the beam loses energy in atmosphere and attenuates rapldly. On the
other hand, particle beams are unaffected by smoke, haze, or aerosols. In
practice, particle cannons ara limited ta line-of-sight ranges, a range which
is further restricted, as with lasers, by the difficulty of hitting & rapidly maving
target at a range of several kilometers.

Basic PPC Range in BattieTech

Particle Cannon: Maximum range: 18 hexas = 540 melers
Minimum range: 3 hexes = 90 metars

Like lasers, PPCs in reality can ba directad against targets at ranges
considerably greater than half a kilometer. The minimum range listed
reflects the fact that PPC weaponry is characteristically bulky and massive.
Due to the effects of perspectiva, it is far maore difficult to achieve a positive
target lock with a heavy weaapon when the target is close and moving quickly
than when it is far away and moving quickly.
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MISSILES (SRMs, LRMs): Missiles in BattleTech are designed lo be
manufactured cheaply, in very large numbers. The highly technical and
sophisticated tracking and guidance systems of a thousand years ago were
proven to be loo susceptible to jamming, (oo proneto malfunction in adverse
conditions, and far oo expensive for general battieiield use. They are
restricted in their ranga in Battle Tech simulations principally because the
missiles tend to scatter over ranges greater than a half kilometer or so.
Beyond that range there is always the possibility that one migsile out of a
large-cluster will hit the target. but the chance of a hit depends more on luck
than on the firer's skill. '

Basic Missile Ranges in BattleTech

Short-Ranged Missiles (SAM): 5 hexes = 270 meters
Long-Ranged Missiles (LAM): 21 hexes = 630 melers
Minimum range for LAMs: & haxes = 180 meters

LAMs are among the longest ranged weapons in BattleTech. The
minimum range figure reflects the fact that LRMs are actually indirect fire
weapons. That is, they are lobbed along an arc which brings them down on
the enemy from above. Limitations in the sighting and acquisition equipment
generally availabla to ‘Mechs, as well as the practica of arming LAM
warheads after they have travelled some distance from the launcher, limits
their use in short-ranged encountears.

AUTOCANNON: Autocannons are descended from the rapid-fire, explo-
sive warhaad rounds first developed for use against aircrafi and armor
during the mid-20* Gentury. BattieMech autocannon are rapid-fire weapons
ranging from 40 1o 120 mm, firing shalls designed to cause the maximum
damage to BattleMech compasite armor, Shells are fed into the
autocannon's firing chamber from a shell cassette, inaccurately laballed a
“rgund,” usually holding about 100 individual shells. BattleMech AC ammu-
nition inventories refer 1o the numbers of “rounds™—i.e,, 100-shell cas-
seftes—stored aboard.

Basic Autocannon Range In BattleTech

Autocannon: 18 hexes = 540 melers
Minimum range: 3 hexes = 80 meters

-

Some BattleTech sources list separate ranges and damage factors for
AC/2s, AC/Ss, AC/10s, and AC/20s. The range figures given above are
frequently presented as representalive of the class,

Effective autocannon range is limited by the weapon's ability o track and
hit moving targets al extreme ranges. The actual range of the shell,
however, is considarably greater than half a kilometer.

Autocannons also have a minimum range limit. Like particle cannons,
autocannons tend to be massive and bulky, and it is difficult to shift them
quickly and accurately to hold target on a rapidly-maoving target at close
range.

MACHINE GUN: The machine guns of the 31* Century are direct descen-
dants of the heavy machine guns first used in the world wars of the 20
Century. Infantry or vehicle-mounted weapons are belt or magazine fed.
Those mounted on BattleMechs are usually heavier than infaniry-porable
weapons and are fed by autoloaded cassettes similar to those developed for
autocannons. Some "Mechs mount machine guns which are belt fed. These
are prone to jams, and without an operator immediately prasant, it is difficult
to clear beft feed jams in combat.

Basic Machine Gun Range in BattleTech

Machine Gun {M3): 3 hexes = 30 meters

The Batfle Tech simulator range for machine guns is obviously sharply
limited over their actual combat range. Even in the 20" century, the effective
range (defined as the range at which the operalor could expect to score 0%

hits against a man-sized target) for a heavy machine gun was in excass of
1200 meters.
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FLAMER: There are two basic types of flamers. Vehicle-mounted and
hand-held, personal flamers are descended from the flamethrowers of the
mid-20th century, and work by igniting streams of highly flammable chemi-
cals directed al the target. ‘Mech-mounted flamers trap, channel, and direct
a small portion of the super-heated plasma from the ‘Mech’s own fusion
reactor in a deadly, killing cloud of hot gas.

Both weapon lypes are strictly short-ranged weapons with a range fimited
to less than 100 meters. Of the two, the fusion-powered flamer is far more
afficient.

Basic Flamer Range in BaftleTech
Flamer: 3 haxes = 90 melers

Flamar weapon ranges have not been limited in Battle Tech simulations.

A NOTE ON LIMITED RANGES IN BATTLETECH

There are various reasons that the ranges of most weapons have been
limited in the various Battle Tech simulator rules. The most basic reason is
that BaltleTech is, first and foramost, a simulation of 31* Century mecha-
nized combat, and, for various reasons, modem ‘Mech-to-'Mech combal
rarely takes place at ranges of more than half a kilometer. (see: BattleMech
Weapons: Crisis of Range and Accuracy on page 22).

Although the overall level of technology among the Successor Stales has
fallen since the days of the Star League, it is generally accepted that
weapons technology during the 31% Century is still at or above the levels
comman in the late-20%early-21* Centuries on Earth. Indeed, many of the
weapons still in use during the 317 Century are relics of the Star League of
three centuries and mare ago and represent the peak of human weapons
technology.

Obwiously, then, the ranges listed on the BattleTech Weapons Table do
niot give the maximum ranges possible for the various weapons. (If they did,
a 317 long range missile could be out-ranged by a 20" century assault rifle!)

What the BattieTech combal tables do list are rangas typical for most
combat. Even with the high-tech, long-ranged laser weaponry of the Star
League era, 'Mechs rarely attempted o angage targets as large, as fast, as
well-armared, or as maneuverable as other ‘Mechs al ranges greater than
a few hundred meters.

Thera are situations, however, when it becomas important 1o engage
targets at greater-than-usual combal ranges. BattlieMechs holding a line
against enemy "Mechs advancing across a broad, open valley might attempt
to cause damage or shake the attackers' morale by opening fire long before
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the attackers close to generally-accepted combat ranges. BaitleMechs
might attempt to engage “soft” largets such as infantry or infantry vehicles
at ranges of as much as several kilomatars, in order to harass enemy
maovements or fo create a diversion,

With this in mind, the following optional rules may be used 1o allow long-
range combal.

MECHWARRIOR:
Optional Rules Variant 0103-A
Extreme Range
Extrame Aange is a fourth range classification beyend Long Ranga for all

BattleTech weapons. Extrame range is based on a given weapon's Long
Range and depends on the weapon’s type, as given below.

Weapon Type Long Range Exireme HRange Exireme Range
(in hexes) Multiplier Hexes (Meters)
Small Laser 3 % 5 - 16 (450)
Medium Laser ] b 5 = 45 (1350)
Large Laser 15 X 5 = 75 (2250)
Particla Cannon 8 X 5 - an  (2700)
Long Range Missiles 21 X 5 = 105 (3150)
Short Range Missiles 9 x 5 = 45 (1350)
Autocannon/'2 24 X 5 = 120 (3600}
Autocannon/s 18 X 5 = 890 (2700)
Autocannon/10 15 ® 5 = 75 (2250)
Autocannon'20 9 x 5 = 45 (1350}
Machine Gun 3 ¥ 10 = 30 (900}
Flamar 3 ¥ 1 = 3 (90}

Hitting at Extrama Range

The To-Hit target for extreme range is 12. All other Ranged Aftack
Modifiers are applied as usual.

Example: A MechWarrior with a Gunnery Skill of 3 fires his Mach's PPC
at an enamy ‘Mech art a range of 1000 meters. The target is moving 2 hexes,
and thare are no other modifiers to the fire table such as cover or movement
by the firing ‘Mech, The To-Hif target will be 12-1 (for a Gunnery Skill of 3)
= 11, The firing 'Mach will achieve a hiton a roff of 11 or 12,

If the targat Mech was standing stil, there would have been an additional
modificatidn of -4, The larget 'Mech would have been hit on a roll of 7 or
maore.

Maximum Range

Missiles, high-velacity shells, and laser beams always travel farther even
than the Extreme Range listed for any given weapaon. It is possible (if
uniikely!) to hit a target at a distance greater than Extreme Range. At the
referee’s discretion, charactars may be allowed to fire at targets which are
at ranges greater than the weapon's Extrama Range.

This new range calegory, called Maximum Range, is determined by
chacking the table below.

Maximum Range Table

Weapon Maximum Range
All Lagers Horizon: Line-of-Sight
PPC Horizon: Line-of-Sight
Autocannon Extreme range x 1.5
Long-Range Missiles =
Short-Range Missiles
Machine Gun

Flamer

Extreme Range x 2

Thus, lasers are theoretically capable of engaging targets clear to the
harizon. A machine gun could fire at a target up to 1800 meters away with
al least some chance of hitting it.
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Hitting at Maximum Range

The base To-Hit number at distances out to a weapon's Maximum Range
is 15. All ather fire table modifiers are applied as usual,

Maote that a MechWarrior would have to have a Gunnery Skill of 1 1o have
even a chance of hitting a BattleMech moving at 1 or 2 hexes per tum at
maximum range. A MechWarrior with a Gunnary Skill of 5 would have the
same chance of hitting a BattleMech which was standing still (15+1-4=12}.
It is extremely difficult to achieve a hit at these ranges, but it is possible.

MODIFIERS FOR TARGET SIZE

Targets selected for attack at Extreme or Maximum Range are not always
BattleMechs. Larger targets (DropShips er buildings) generally stand still
when attacked. Smaller targets (hovercraft, infantrymen) are much more
difficult to hit. At Extreme or Maximum Range, fire against such targets is
generally applied at a broad area and is referred to as Area Effect Fire.

At normal ranges, there is an automatic To-Hit madifier of -4 when firing
at buildings. In addition, fire directed &t buildings from afi adjacent hex
always hits.

When applying the optional rules variant for combat at Extreme or
Maximum Range, use the following table to determine the To-Hit modifier
for large targets.

Target Range Fire Modifier
Building to 1000 m. -4
=1000 m. 3
Very large buliding to 1000 m. -5
=1000 m. -4
Unian-class DropShip to 1000 m. -4
=1000 m. -3
Overlord-class DropShip to 1000 m. -5
=1000 m. -4
30-meter hex to 1000 m. -3
=1000 m. -2

For purposes of comparison and calculation, & Unionclass DropShip
stands 60 meters tall, while an Overlorg-class DropShip is 108 meters tall
“Building” above refers to the normal buildings encountered in CityTech,
which may be as much as 3 levels (1B meters) tall, while a *Very large
building” is any unusually large struclure—a skyscraper or sprawling,
spaceport terminal complex.

Araa Ettect Fire and the use of a 30-meter hex as a target are discussad
below under Area Effect Fire.

AREA EFFECT FIRE

Intantry and infantry vehicles are too small for accurate targeting at
Extreme or Maximum ranges. However, fire can be directed at such targets
by firing al the general area in which they are |located. In BamleTech and
CityTech, this means the 30-meter wide hax in which the infantry unit is
located.

Damage is applied to the unit in 5-point groups as usual for attacks
against infantry. However, the following factors are applied to the damage
suftered by the unit:

» Armored units (e.g., BattleMechs and tanks) in the open (i.e., not
receiving modifications for cover) do not receive twice the amount of
damage if they are at Extreme or Maximum range. Infantry caught in the
open still has all damage it recaives doubled.

« All units {armored or not) al Extreme Range have the damage points
they suffer reduced to one half (fractions rounded up).

« All units (armored or not) al Maximum Range have the damage points
they suffer reduced to one quarter (fractions rounded up).

« Linits which are under cover other than in a building (e.g., in a woods hex)
have the damage they receive reduced to one half (fractions rounded up).
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Units inside & building have damage inflicted against the bullding passad on
to them according to the Infantry/Building Damage Table in City Tech and
the BaftheTech Manual Aules of War (e.g., 3/4 damaga in a Light Building,
1/2 damags in a Medium Building, etc.).

« All of these damage paint reductions are made after and In addition to
any reductions in the number of damage peints due to range, smoke. or
other factors. (see; Beam Attenuation, balow).

Example: A Rifleman fires a large laser at an infantry unit at & range of 800
meters. The shot is made with a base To-Hil number of 12, with a fire tabile
maodifier of -3, and will hit an a roll of 8 or more.

Ifthe Riflaman pilet makes the roll, he must determing fow many damage
points were inflicled against the infaniry. Extreme Range for a large laser is
2250 meters; BO0 metars is less than 50% of Extreme Range, so 6 points
of damage are delivered fo the target (see: BEAM ATTENUATION, balow).

Tha target is in the open, and it is infantry, so the amount of damage it
suffers is doubled. Damage is reduced to one half, however, since the allack
takes place at Extrame Range. The infantry unit suffers a total of 6 damage
points. If the target had been a BatleMech, it wouid only have suffered 3
points of damage.

Example: The same Rifleman fires a heavy laser at a Heavy Buliding in
which the pifot suspects enemy infaniry is hiding. The buiiding is at a range
of 3000 meters. The building is at Maximum Range, but there is a modifica-
tion fo the fire table of -3 because of the larget building’s size. The
MechWarrior (with a Gunnery Skill of 4) rolls 2 12 and hils the targel.

At Maximum Range, a large laser will deliver £ points of damage o the
target, which is inflicted against the building. According fo the Infantry/
Building Damage table, 7/4 of the damage inflicied against a Heavy building
is passed on o troops inside it. The 2 points of damage is reduced to .5,
which is roundad up to 1. The infantry unit inside the building suffers 1 point
of damage, while the building suffers 2 points.

APPLYING EXTREME AND MAXIMUM RANGES IN BATTLETECH

Various modifiers 1o the BattleTech Fire Table are listed on the back of
the Battie Tech game rules book, the back of the CiryTech rules, in FASA's
BattleTech Manual, and in other FASA products, All listed modifiers are
applied to the Te-Hit number in combat at Extreme or Maximum Rangas.
The followjpg notes to that table should be applied when the referee allows
fire at targets at greater than Long Range. Most of these notes will apply at
any range.

» Beam weapons have Maximum Ranges theoretically limitad only by the
distance of the horizon. The distance to the horizon depands on the viewer's
altitude and on the size of the planet and can be calculated using a simple
formula. This formula is given in the section of these rules entitled Horizon:
Line-of-Sight, below,

+ Bath long- and short-ranged missiles have Maximum Ranges equal to
thair respactive Extreme Ranges. In other waords, there ara no Maximum
range figures or effects for either type of missile.

» The strength of laser and particle cannan fire falls off sharply with range
due to attenuation of the beam. See the Beam Attenuation Table below.

« The number of missiles which hit a target Is reduced al Extrama/
Maximum Range. Sea Missile Scatler, below.

+ The damage caused by Autocannon fire is reduced al extrama and
maximum ranges. Sea Autocannon Scatler, below.

« The damage caused by machine gun fire also falls off with distance.
Machine gun fire is only eflective against BatleMechs within 3 hexes (80
meters) and causes no damage to 'Mechs at all at longer ranges. Maching
gun fire against other BattleMechs is possible, therefore, only within the 3-
hex range presented in the rules. Machine gun fire at soft (i.e., unarmared)
targets at greater ranges is possibla, howaver.
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Furthar, whan fired at other targets, machine gun hits at extreme or
maximum range cause 1 point of damage, instead of the usual 2.

= Flamers are special weapons with extremely limited ranges. With an
Extrame Range Multiplier of x1,-Flamers have no Extreme or Maximum
Range effects.

HORIZON: LINE-OF-SIGHT

Beam weapons (lasers and particle cannons) have their maximum
ranges limited by line of sight out to the horizon. The distance of the harizon
depends on the size of the planet and on the height of a viewer. This ranges
from the distance from the ground to the viewer's eyes if he is standing in
the open, to ten meters for the pilot of a BattleMech, to almost any desired
altitude for an observer in a tall bullding or an a mountain 1op.

The farmula for calculating the distance of the horizon isi.'
d= J(r+hpr

d = distance to the haorizon
r = radius of the planet
h = height of viewer

Be sure to keep all units of measurerment the same. Distance and radius
can be changed from kilometers to meters by multiplying x 1000, with h
being height in meters, or distance and radius can be written in kilometers
with height expressed as a decimal fraction of a kilometer (e.g., a typical
BattleMeach is .01 kilometer tall).

On Earth (radius = 6378 kilometers), the honzon from a 10 meter tall
BattleMech appears to be about 11.3 kilometers away, or nearly 7 miles. A
man standing on an absolutaly flat plain (or looking out across the water)
sees the horizon 4.8 kilometers away, assuming his eyes are 1.8 meters off
the ground. From the top of a 100-meter cliff, the horizon is ower 35
kilometers away.

Othar planets will, of course, have ditterent radil, In nearly all cases, itcan
be assumed that a local world is close to Earth in size, and that the horizon
appears to be about 11 kilometers away from the cockpit of a BattlaMech.

Planets described in Battie Technology's Worldbook column have their
planetary radil listed under Planetography. Referees who wish to create
logical figures for the radii of other planets than Earth can multiply Earth’s
radius by any desired decimal figure. For example, a planet 1.3 limes as big
as Earth would have a radius of 1.3 x 6378, or about 8284 kilometers. A
planet only nine-tenth’s Earth's size would have a radius of .9 x 6378, or
E740 kilometers. This procedure can be used to determine the horizon's
digtance anytime the referee wants to calculate the information with preci-
sion.

Tha distance to the horizon should be determined if there is a question as
to whether or not a BattleMech can see a larget such as a city, a DropShip,
or an enemy BattleMech force, at ranges of more than a few kilometers. The
information can be applied both to attempis 1o sight the target and to
attempts to fire at it with beam weapons.

BLOCKING TERRAIN: The calculations listed above for determining the
distance of the horizon hold true only for absolutely fiat terrain. Any hill or
ridge crest, woods, or city skyline will block the line of sight batwaean a viewar
and the horizon and will create a new “horizon™ much closer than the actual
one. The referse may always arbitrarily dictate that intervening terrain
blocks the horizon. In this case, the horzon will appear to be the crast of tha
ridge or hilltop, the tops of a city's buildings, or the highest paint on whatever
terrain feature is blocking the viewer's line of sight.

In certain cases, mountains or distant ridge crests actually extend the
horizon's distance by rising into the viewer's line of sight from beyond the
curvature of the planet. Except on very small bodies (asteroids or small
moans) this will not drastically affect the calculations given above and can
be ignored.

Anather factor which can extend the distance to the horizon is the fact that
air refracts (bends) light to a certain degree. Again, this effact can ganarally
be ignored; it would be an important factor only on worlds with atmospheres
denser than Earth's and is complately nonexistent on airless bodies.
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Itwill be only rarely that MechWarriors will find themselves looking across
a truly flat surface from a point with no elevation at all relative to the
surrounding terrain {such as across the sea from the water's edge). In nearly
every case, for simplicity, the horizon can be assumed to be between ten
and twelve kilomelers distant, whether the characters are ina ‘Wech or not.
The distance to the horizon from a high observation point such as the top of
a cliff or tall building can be at least 2 or 3 timas that value.

LINE OF SIGHT INTO SPACE

If the target is an air- or spacecratt or a very tall building it may be visible
to an observer even though it is farther away than the horizon, Individual
MechWarriors will rarely be concerned with this, however, sincae targeting
incoming enemy aerospace fighters is generally the task of planetary
defense batteries or antiaircraft artillary.

The referee shouldbe aware, however, that targets may be visible when
they are mare distant than the horizon, In the days of sailing vessels on
Earth's oceans, sailors could often sea the masts and sails of another ship
before the ship ilsell was visible; the hull of the target vassal was balow the
horizon, while the masts extended above the horizon and into the viewers'
line of sight. This principal may apply to tall buildings, grounded DropShips,
mountains, o hilltops. It does not generally apply 1o objects as small as
‘Machs.

LIMITS TQ VISIBILITY

A target cannol be fired at if it cannot be seen. This fact puts an additional
limit on line-of-sight weapons such as lasers. Weather effects, obviously,
will limit visibility. Rain, snow, haze, fog, darkness or battlefield smoke can
all sharply restrict visibility and the distance at which a target can be seen.

Anather factor is the size of the larget. A BattleMech can be seen by an
observer with good eyes at a range of 10 kilometers, but the same observer
would not be able 1o see a lone man at that distance without a telescope or
other optical aid.

It can generally be assumed that BattleMechs have radar, infrared vision,
telescopic optics, and targeting computers which can allow the ‘Mech to
track and target ‘Mechs, vehicles, and even individual soldiers even whan
it is impossibla 1o see them at all without artificial means. For simplicity,
however, the referea will usually want to limit attempts 1o hit distant targets
to largets which can be seen and identified with the naked eye. Future
BattlaTechnology articles will deal with the special optics and tracking
devices carried aboard BamieMachs.

-

BEAM ATTENUATION

Laser and particle beams spread out slightly over long distances, and the
affects of atmosphere, smoke, clowds, and dust in the air will waaken them,
limiting the amount of damage they can cause. The ability of a beam to carry
long distances through atmosphere without weakening is largely a factor of
the amount of energy in the beam. The following table may, at tha referee’s
option, be used to lessen the effects of energy weapon beams at long
distances.

Beam Attenuation Table
Weapon Damage at parcentage of
Extreme Range To Maximum Range
to 50% to 70% to 100%:
Small Laser 2 1 1 1
Medium Laser 4 3 2 1
Large Laser 6 4 3 2
Particle Cannon 8 B 4 2

Effect on Damage Points For:

Light Rain; -1
Heavy rain/Snow: -2
Light dust’Haze/Heavy Snow: -3
Heavy dust/Smoke: -4
Heavy smoke: =5

The range to the target is determined. The extreme range for the weapon
being fired is determined, and that range is multiplied by .5 and by .7 in arder
to leamn the values for 50% and 70% of Extreme Hange.
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Rolls are made against To-Hit target numbers for each shot made. The
numbers in each column gives the amount of damage for each weapon to
each indicated distance.

The second part of the table shows the reduction in damage points
caused by various atmospheric conditions which might further affect the
strength of an energy weapan's beam. A particle beam which inflicts 8 points
ol damage ata range of 1000 meters will inflict only B-5=3 points of damage
if the beam passes through heavy smoke,

At tha players’ discrefion, these reductions in damage points may be
applied to damage inflilcted at Short, Medium, and Long Range as well.

Damage which is reduced to 0 or less does no damage to the targat.
Uniess conditions are specifically stated in the rules for a given scenario, it
is up to the referse to arbitrarily determine conditions, based on the situation
and on the local terrain. A battlefiald can be expected to be quite smoky after
an hour or two of combat. Conditions in dry, dusty or sandy terrain might
reduce the effectiveness of beam weapons il the combatant vehicles are
moving rapidly, throwing up large clouds of dust,

All damage is allocated to the target in the usual way.

Example: A Warhammer fires its PPCs at a target ‘Mach at a range of
1500 meters. The maximum Long Range for a PPC is 18 hexes, or 540
maters, and the maximum Extreme range is 5 imes this, or 2700 mefers.
Fifty percent of 2700 meters is 1350 meters, while 70 percent is 1890
metars. If the Warhammer hits the targe!, if will do the amount of damage
listed in the column “to 70%:°, since 1500 meters is between 1350 melers
and 1880 matars. Each PPC boit which hits the target at that range will cause
& points of damage. If the range o the largel had bean 2600 maters, each
Hit would infiict only 4 points of damage.

If the PPCs hit a tanget at any range greater than 2700 melers, each hit
will inflict 2 points of damage. Heavy smoke would reduce the G-point
damage resulf to 1 point, and all other results fo 0.

MISSILE SCATTER

Missile salvos fired al Extreme Range tend to scatter slightly, causing
fewer missilas in the salvo to hit their target than would be the case at closer
ranges. For missiles salvos fired at Extrerme Range only, the following
Missile Hit Table is used instead of the usual Missile Hit Table.

MISSILE HIT TABLE: EXTREME RANGE

Die
Rall Number of Misslies Fired
2 L] 5 6 10 15 20

2 1 1 1 1 2 2 3
3 1 1 1 1 2 2 3
q 1 1 1 2 2 2 3
5 1 1 1 2 2 2 5
6 1 1 2 2 2 3 5
T 1 1 2 2 3 3 5
B8 1 1 2 2 3 3 5
9 1 3 2 2 3 3 5
10 1 1 2 3 3 5 a
11 1 2 3 3 3 5 B
12 1 2 3 3 5 8 10

Each missile which hits its target does the usual amount of damage, i.e.,
1 point for each LAM, 2 points for each SRM.

AUTOCANNON SCATTER

Autocannens are categonized by the number of “rounds”—actually cas-
settes cantaining a number of individual rounds or shells—fired in one tum.
Each cassette round is fired as a burst of as few as tour or a5 many as 100
projectiles, depending on the caliber of the shells,

At Extreme and Maximum Ranges, these bursts lend to disperse some-
what, resulting in less damage al those ranges than at the “Effective
Ranges" of Short, Medium, or Long Range.
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The following table shows the number of damage points applied for each
hit by an Autocannon al greater than effective range.

AUTOCANNON SCATTER

Weapon Damage at Specified Range
Type Extreme Maximum
A2 1 1
ACS 3 ' 2
ACM0 5 k)
AC20 10 B

The amoun of damage caused by the AC/2 at Extreme or Maximum
range is only slightly reduced at these ranges, because each burst contains
a very large number of small-caliber shells, The AC/20 fires bursts of only
2o 4 shells, but those shells are of much larger calibers. Each shell which
hits still does significant damage.

All weapons still cause the same amount of heat build-up to the firing
"Mech, of course, no matter what the range.

MACHINE GUN SCATTER

Machine Gun fire at Extreme or Maximum Range causes 1 point of
damage instead of 2. This is due pantly 1o the fact that fewer individual bullets
hit, and partly to the fact that each bullet is travelling more slowly at, say,
1000 meters than it was at the muzzle of the weapan.

Machine guns will cause no damage at all 1o BattieMechs at ranges
greater than 3 hexes (90 metars).

NOTE:

Rules Variant 0103-A is entiraly optional. It is rec-
ommendad that referees use it sparingly, if only to
reduce the number of combat calculations they
must make during a typical BatteTech gaming
sassion| In the vast majority of cases, 'Mech combat
will take place at distances equivalent 1o Long
Range or less. Mote that it is quite difficult to hit
targets at ranges grealer than BattleTech's Long
Range—aand that hits by beam weapons al thesa
longer ranges tend to cause only slight damagea.

This variant will increase the realism of certain
special combat situations, however, by allowing
characters to use lheir weapons at realistic ranges.

The use of Extrame and Maximum Ranges is es-
pecially useful in situations where the characters
are attempting to slow or scafter enemy aftacks
across long, open distances, or to altack stationary
targets from a long way off. From a kilomater or
more away, ‘Mechs may attempt to damage build-
ings, installations, grounded DropShips, or ‘Machs
parked at an enemy base. A defensive line could
begin recording damage against an advancing
enemy while he was still several kilometars away.

APPLYING EXTREME AND MAXIMUM RANGE
TO BATTLEFORCE

These rule variants can be easily folded into Bat-
HeForce situations. One hex in BatfleForce equals
1BD meters. Range calculations applied to Battle-
Force situations should be rounded down to the
nearest whole number of hexes. Thus, an aufocan-
nan (Extreme Range of 2700 meters and a Maxi-
mum Range of 5400 maters) would have, in Sartio
Force, an Extreme Range of 15 hexes, and a
Maximum Range of 30 hexes.

Obwiously, the rules for combat at such ranges
should be incorporated into BatileForce anly undar
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vary special circumstances.

Damage inflicted on enemy 'Mechs at Extreme or Maximum Range will
be slight, and worth recording only when the players are keeping track of the
fate of individual machines within a BatfieForce lance. This will be of interast
whan the players are incorporating a SatleForce battle into an on-going
MechWaror role-playing campaign, but it is not necessary in ordinary
BattleForce play.

APPLYING EXTREME AND MAXIMUM RANGE TO MECHWARRIOR

The ranges dealt with in these nules variants are far langer than those
commonly available on normal BattleTech game maps. In MechWarror
scenarios, it will rarely be practical or necessary (o keep track of the
movements of all potential targets within the new, extended radius of fire
created by this rulgs variant. Where necessary (the characters are attempt-
ing to missile an enemy base from exireme range, lor example, and must
first sneak up in their Mechs on the encampmaent) the referae can designate
a hex where the targel is located on a BaiileTech or HattleForce scale
mapboard and allow the characters (and the target) 1o maneuver using the
normal rules for MechWarnior movement until the characters decide they
want to try a shot. At that peint, the referee can determine range by counting
hexes. Five BattlaForce hexes, for example, is S5x180=900 meters—within
Extrama Range for a BattleMech's PPC.

Usually, the referee can simply determine a given range arbitrarily:
“Okay, you see ten enemy ‘Mechs coming towards you across the valley.
The range is about 2000 meters...” !

A T
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RANGED COMBAT:
'RIFLE UPDATE

—i

Rules Yariant 0102-A, presented in the last issue of BattleTechnalogy,
gives rules allowing MechWarrior referees and players o extend the ranges
of BattleTech sidearms to realistic distances. Variant 0102-A can be appliad
to the combat rifles listed in this issue. Extreme Range for rifles is deter-
mined by multiplying the Long Range figure by 5. Maximum Range is
determined by multiplying the Extreme Range figura by 1.5.

Maximum range figures are not listed below for full-auto fire. This is
becauss fully automatic fire is simply not ettective for any weapon smaller
than a light machine gun at ranges much greater than half a kilometer. When
determining maximum range for a rifle being fired on full-auto, consider the
waapon's extreme and maximum ranges to be identical.

The Bereiter ARS0 is also designed to fire flechettes. As with aulo-fire, a
maximum range is not listed for flechette rounds, which tend to disperse and
lose velocity quickly, like shotgun pellets. Maximum Range and Extreme
Range are identical for flechefte rounds.

Each rifle is listed below, together with full information on range and on
damage caused by the weapon,

Federated Industries 7.5 mm Assault Rifle

Kogyo-Reyerson-Toshiro Model XXIV

Full auto/single shot or burst:

Short: 25/35 m. L
Medium: 50/75 m.
Long: 120/150 m.
Extrame: GO0TS0 m.
Maximum: 1128 m.

Damage:

Armor piercing/frangible round*

To 150 melers: A0E4D6
151 to 600 meters: 306 - 2/4D6
Over 600 meters: 2D6/3D6

* Frangible rounds are designed to fragment on impact, dumping their
energy rapidly in the targel to cause maximum damage. For this reason,
they do nol have the penetration power of other rounds, but they cause more
damage to the target when they hit.

Frangible rounds are treated the same as other rounds. Howevar, flak
vesls or suits, personal body armor, and other protective equipment or
clothing reduces by three quarters the damage inflicted by this round.

Full auto/single shot or burst:

Short: 30/40 m.
Medium: 7090 m.
Long: 140165 m.
Extreme: TOO/B25 m.
Maximum: -1237 m.
Damage:
To 180 meters: 2D6+2
151 to B00 meters: 206
Over 800 meters: 2D6-2
Federated Industries 12 mm Zeus Heavy Rifle
Single shot or burst:
Shori: 35 m.
Medium: 90 m.
Long: 140 m,
Extreme: 700 m.
Maximum: 1050 m,
Damage:
To 140 melers: 606
141 to 700 meters: 506
Over T00 meters: D&

Gallo 10 mm Long Range Sniper's Rifle, 03

Single Shot:
Short: 50 m.
Medium: 100 m.
Long: 150 m.
Extreme: 750
Maximum: 1125
Damage:

To 150 meters: 3D6
151 to 700 meters: 206
Over 700 meters: 2Dg-2
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Bereiter Arms Model ARS0

Full auto/single shot or burst'flechaties:

Short: 25/40/20 m.
Meadium: S0/90/40 m,
Long: 120/160/60 m.
Extreme: 600/B00/300
Maximum: -1200/-
Damage:
Mormal rounds
To 150 meters: ane
151 to 800 meters: aDe-2
Over 800 meters: 206
Damage:
Flechetes®
To 60 meters: 4D8
Ovar 60 meters: 306

* Flechettes are small, steel slivers fired from a cartridge lika shotgun
pellets. Their range is sharply limited and they have poor armor penetration
qualities, but they cause considerable damage to unprotected targets.
Armor of any type will reduce their damage by three quarters.

The flechettes fired by the Bereiter are different from typical needlar
flechettes, which are generally made of plastic and cause less damage.

Thomas Arms General Purpose Rifle
Full auto/single shot or burst:

Short: 30/40 m.

Medium: /a0 m.

Long: 140/165 m,

Extreme: 700/825 m.

Maximum: -1237 m.
Damage:

To 150 meters: D&

151 to 800 meters: aDg -2

Over 800 melers: 206
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OPTIONAL RULES VARIANT 0103-B

BATTLEMECH COMBAT IN VACUUM

The Successor State Houses are locked in an on-goeing death struggle
which demands that territory—above all, terfitory capable of supporting
human lite—be taken and held. Most BattleMech combat simulations are
set on worlds where almospheric and surface conditions are more or less
zimilar to those of Terra. There are hundreds of worlds in the Innar Sphere
where Man can live without complex or cumbersome artifical aids, worlds
where he can walk treely in the open without space suit or respirator, oxygen
mask or sealed armor.

and yet, for every Earthlike world there are hundreds more where man
cannot live without special equipment. They range from planats like Sirius
W where citios are sealed domas under frigid, poisonous atmospheres, to
airless, cratered moons and utterly barren balls of rock and ice or molten
lava. Whila Earthiike worlds are most often the focal points of struggle
between the warring Successor State houses, all too frequently it is an
utterly inhospitable planet which, by virtue of its location, or its raw materials,
orits abandoned relics of lost Star League technology, becomes yel another
battleground in Man's unending wars.

Optional Rules Variant 0103-B presents rules and guidelings which can
be incorporated by Battle Techand MechWarriorrefereas and players. They
can be applied to simulate movemen! and combat on airless, low-G worlds
such as Earth's moon, Sol | (Mercury), and on the barren rocks which can
ba found in virtually every star system across the Galaxy. They should be
used in conjunction with Battie Tech scenarios such as On the Shores of a
Sea on Gordo in this issue.

Future issues of BattleTechnology will deal with movement and combat
on other types of warlds, including high-gravity planets, and worlds with
poisonous or cormosive atmospheres.

These rules are divided into sections, aach dealing with a different aspect
of movernent or combal on a typical, aidess moon. Referees and players
may elect to choose only those rules which apply to scenarios of their own
devising.

GRAVITY

Large moons—bodies such as Earth's moon—typically have diameters
of two or three thousand kilometars or less, and masses which are only a
fraction of that of Earth. Most solar systems have numerous small planetary
bodies—such as Sal | and Sol IV—with diameters less than four ar five
thousand kilometers. Such warlds and wordlets have gravitational fields
much weaker than Ihose of Earth-sized warlds.

While people and objects may weigh less on such worlds, mass is not
changed in a lower gravitational field. This means that a 50-ton Centurion
will weigh only 10 tons on a planet or moon with a surface gravity of 2G...
but that Cemurion will still have the mass, and tha inertia, of a S0-lon
BattleMech. It will take as much energy to get the machine moving or to stop
it as it would in a standard 1-G gravity. Since the weight is so much less
compared fo the size of the power plant, it will be possible for the 'Mech to
jump farther or run faster... but its full, 50-ton mass must still be avercome
when if is being turmed or slowed,

The following rules can be used to simulate low planstary surface
gravities,

= The weight (not mass) of a BattleMech (or any other piece of equipment)
on a low-gravity world can be determined by multiplying the world's surface
gravity by the object's weight. A 60-ton 'Mech on a moon with a surface
gravity of .12 Gs weighs 7.2 tons.

+ BattleMechs may run faster than normal on low-G worlds. For every full
2 Ge under 1 G, a 'Mech may run 1 additional hex. Thus, a PhoenixHawk
{normally with 9 Running MPs}, could move 13 hexes in 1 turm on a world
with a gravity of .12
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« Additional piloting Skill Rolls are necassary every time a ‘Mech attempts
to move faster than would normally be allowed, and if the 'Mech stops
without first slowing to a walk tor one full ., An extra Piloting Skill Roll is
also necessary if the 'Mech attempts to change facing whila running. All
Piloting Skill Rolls have a Skill Roll Modifiar of +1 added for every 2 hexas
ovar the "Mech's normal top running speed. This is in addition to the usual
Skill Foll Modifiers for running.

« BattleMechs may also jump further on low-G worlds. For gvery full 1 Gs
under 1 G, a 'Mech may jump 1 additional hex. Thus, a PhoenixHawk with
a normal 6 Jumping MPs could jump 14 hexes under .12 Gs. No additional
Piloting Skill Roll is necessary for this maneuver.

+ BattleMechs which fail these Piloting Skill Rolls fall and skid. The rules
for skids are presented in FASA's CilyTech, and in the Rules of War
BattleTech Manual. ;

« Damage for collisions between 'Mechs is calculated using their full 1-G
weight, not their weight on a low-G planet. This is because the damage
caused by such impacts is related the ‘Mechs' spead and to their mass, not
1o their waights.

+ Falling 'Mechs, howaver, fall more slowly than they would in a 1-G
environment and consequently do less damage to themselves and to others
when they land. The number of damage paints caused by a ‘Mach falling and
by collisions brought on through an aftack by Death From Above are
calculated using the "Mech's weight in low G, rather than its usual weight.
Fractions of damage points are rounded up.

VACUUM

There is no air in space. Moons and worlds with surface gravities
substantially less than Earth's (less than about .4 G) are unlikely to have
more than a very thin atmosphere, if, indeed, they have any atmosphere at
all.

The following guidelines may be applied to "Mech combat in aidess or
naarly airless anvironmeants:

» BattleMechs may function mare or less normally in vacuum, 5o long as
they are fusion-powered. BattleMechs with internal combustion engines
(ICEs) will not operate in vacuum,

This applies to other vehicles as well. Vehicles will work in vacuum if they
are fusion-powered of run on batteries, chemical engines, or fuel cells. ICEs
require atmosphere (and oxygen) 1o function,

Likewise, hovercraft will not work at all on an airless body, no matter how
they are powered. Hovercraft depend on thrust provided by jets of air
directed by fans in the vehicle's plenum chamber and will not cperate in
vacuum. Non-Mech vehicles must be wheeled or tracked.

« MachWarriors may choose to wear lightweight pressure suits inside
their 'Mech cockpits. These are form-fitting, open only at wrists and neck,
and come with gloves and a helmet which can be quickly sealed in place.
A fitting at the warrior's waist allows the cockpit life support system to be
connected directly to the suit, providing air and some cooling. Thesa
pressure suits are extremely uncomfortable, however, and are not worn as
aganeral unless there is a danger of depressurization. They will support the
pilot for as long as the BattleMech has power and he remains aftached to
the ‘Mech's life support. Once the pilat disconnects from the 'Mech, he can
survive for 4 hours off a small, rechargeable life support kit worn on his back
or slung on his kip. The suits are intended solely to preserve the pllot's life
in case of decompression; they have no armor value and are too lightweight
to serve well as standard space suits.
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« The BattleMech cannot be piloted while the pilot is wearing a pressure
helmet, Aemoving the 'Mech's neurchelmet requires a successful roll
against the character's Base Saving Targst for his DEX. Once he begins
remaving the neurchelmet, the 'Mech cannot move or fire.

Danning the pressure helmet and gloves and sealing up his pressure suit
requires a second roll against the character's Base Saving Roll Target for
his DEX. One roll can be made for each turn the character attempis to
remove or don a helmet.

There is a DM of -1 if the atmosphera is too thin to breathe during
deprassurization (See below. ) »

« BattleMechs which take hits to their heads or lorses may suffer damage
which causes depressurization. Each turn in which a "Mech suffers at least
1 point of armor damage to its head or 5 points of armor damage to its center
torso (front or rear), it will suffer depressurization on a 206 roll of 9+. There
iz a DM of +1 to this roll for each additional 1 point of armor damage to the
head, or 5 points of armor damage to the tarso, which the 'Mech suffers in
the same turm.

- Depressurization may be slow or fast. If depressurization ocours, the
player should roll 206, with a -1 madifier for each point of head damage or
5 point= of center lorso damage (front or rear) the "Mach has received so far,
The result is the number of 10-second tums it will take for the cockpit to lose
all of it= air_ If the result is 11 or more, roll 206 a second time. This new roll
will be the number of minutes {rather than turns) the "Mech will continue 1o
hold prassure. If the result of the first roll is 2 or less, then explosive
decompression occurs, and the cockpit loses all of its air aimost at once (see
below. |

Whaetherthe resultis in turns or minutes, divide this nurmber by 3, rounding
fractions up. This is the numbar of turns {or minutes) the cockpit atmosphere
will remain breathable. Once the atmasphere is no longer breathable, there
is a -1 DM to attempts by the pilot to remove his neurohelmeat and don his
pressure helmet.

Example: A Shadow Hawk fighting on an airless moon receives 12 points
of damage to its center lorso. The pilot rolls 208, and adds 1 since more than
5 paints of armor wera damaged beyond the initial 5 points necessary 1o
farce the roll, The resultis 8, so the ShadowHawk begins losing atmosphere.

The pilot rolls again to find out how long it takes to complelely deprassur-
ize. He rolls 2D6, then subtracts 2 for the amount of damage sustained by
the ‘Mach so far. The final resuff is 7. The cockpit will depressurize
completply in 7 lurns, or about 70 seconds. Had the result been 11 or more,
he would have had fo roff 206 again for the number of minutes before
depressurization occured,

Finally he divides 7 by 3 and rounds the fraction up. He has three furns,
or thirty seconds, before ha can no longer breathe his cabin air

« Once the airin the cabin is oo thin to breathe, the MechWarrior will take
206 damage points against his HTK every turn until he manages to don his
prassure helmet,

« Once the cabin has been completely depressurized, the MechWarrior
will take 206 x 3 damage points against his HTK every turn until ha manages
to don his pressure helmet and gloves. The usual rolls must be made each
tum to determine whether or nol the pilot remains conscious. Obviously, it
he becomes unconscious before he successtully dons his prassure helmet
and gloves, he will die.

« | explosive depressurization occurs (a roll of 2 or less in the roll for the
length of time in dapressurization) the cabin loses all of its air at once. The
pilot suffers an immediate 2D6 x 5 damage points against his HTK, then
takes 2D6 x 3 damage points every turn theraaftar until he can get his helmet
and gloves on.

« The MechWarricr may atternpt ta repair the damage in order o keep the
BattleMech operational. Finding the source of the leak and repairing il
requires a roll against his Base Saving Roll target for his DEX. There ls a DM
at -1 to this roll for each lost point of head armar or each 5 lost points of center
tarso armor. While he is repairing the damage, his ‘Mach cannot move or
fight.
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The roll may be attempted once sach turn. It & roll is successiul, the
cockpit stops lesing atmosphere, and the BattlieMech may be operated
normally. However, evary time the BattleMech takes additional damage to
its head or center torso, the pilot must roll 206 again. On a roll of 10 or higher,
his jury-rigged repairs fall, and his cabin begins losing air again at the same
rate as before, beginning at the point where the air loss had ceased
previously. The pilol may elect to attempt repairing the damage again.

Repairs are impossible if explosive decompression ooours.

HEAT

One of the greatest problems faced by BattleMechs is that of heat build-
up during combat. It is much more difficult 1o get rid of heat in a vacuum than
it is when surrounded by atmosphere, since vacuum is a peract insulator.
Heat sinks used by "Mechs in atmosphere generally rely on air currents to
carry haat away from the BattleMech, and normal ‘Mech heat sinks must be
modified for them to work in vacuum at all,

« BattleMachs which have not been painted silver (seesbelow) in order to
reflect sunlight efficiently will pick up 2 additional heat points every tum they
are on level, open ground. They will pick up only 1 extra paint of haat avary
turn they are an rough terrain—which assumes that they are in shadow at
lzast half of the time.

BattleMechs which move into rough terrain may have their pilots specify
that thay ara entaring shadow in order 1o cool off. If there is ever doubt (such
as when a BattleMech falls during combat), the matter can be settled by
rolling 106:; on odd results, the ‘Mech is In sunlight.and will pick up 2 paints
of heat par turn, while on even results, the 'Mech is in shadow and will pick
up no extra heat at all.

» "Mechs which run at greater than normal speed (due to the effects of
lower gravity) gain one extra heat point. This is in addition to the normal heal
build-up from running. "Mechs which attempt to jump gain 2 exira points of
heat in addition to other heat gains, no matter how far they jump.

» Though vacuum is an excellent insulator, rock is an excellent conductor
of heat. 'Mechs can lose heat rapidly in shadowed areas on vacuum worlds,
whera waste heat can “soak off” into the cold rock.

‘Mechs which enter shadow in rough terrain lose one extra heat point
each turn they remain in shadow, so long as they do not move or fight.
"Mechs which lie down in shadowed areas (thereby exposing more of their
surface to cold rock) can lose 3 heat points per tumn. Heat losses due o
shadow are in addition to other points lost through heat sinks.
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OTHER NOTES .

* In a BattleTech or MechWarrior campaign, if it is known in advance that
a BattleMech unit is going to be operating on a vacuum world, the unit's
Tache should be given the opportunity to ready each 'Mech for vacuum
operations. This process Includes modifying the vehicle's heat sinks,
changing lubricants and hydrolic fluids to substances which will keep
working in vacuum, and painting the hull with a highly reflective silver paint.

This conversion reguires 206 hours per "Mach. If it is not parformed, the
‘Mech will have problems with heat build-up (see above), There is also a
chanca that the amms or legs will freeze up dus to the failure of lubricants or
hydrolic fluids in vacuum. Each hour that the "Mech operates in vacuum, it
will receive one internal hit in any arm or lag (rolled randomly). These hits
can be repaired only by servicing the ‘Mech (in a pressurized workbay or
araa) for one hour for each hit... and then by performing the maintenance
described above.

» Recoll can cauvse unforeseen problems in low-gravity fields, Whila mass
is unaffected by gravity, the lower weight of the firar can interfere with his
ahility to handle the recoil of a weapon he is firing. In BattleMechs, the
'Mech's changed handling characteristics can throw the pilot's aim and
reactions off slightly.

In gravity fields less than 4 of Earth's, an additional OM of +1 is added
to all attempts to fire weapons which cause significant recoil. Lasers cause
no recoil at all, while the reocll from machine guns is too low to cause
problems for the firer. Autocannons, PPCs, and missiles, however, cause
a great deal of recoil, and the DM+1 should be applied to each attemnpt to
hit with these weapons.

* MechWarriors using the rules for extending personal weapon range
{0102-A) may find their accuracy with projectile weapons affected at
Extreme or Maximum Range. This is because the sights for such weapons
take into account the fall of the projectile in a 1-G gravity field. On worlds with
surface gravities less than .4, attempis to hit targats at Extrame or Maximum
Range with single shot fire have a DM of +1 added to each roll against a To
Hit target.

This is not applied to laser weapons of any kind, or to auto-fire weapons
using burst or full-auto fire, (Full-auto fire is not aimed in the conventional
sense and is not subject to this restriction. ).

This effect can be eliminated during MechWarrior campaigns by having
the MechWarriors or their Techs re-sight aimed-fire projectile waapons o
take the change of gravity into account. Thirty minutes spent with each
weapon wWhl allow the sights fo be adjusted for the planet in question.
However, the sights must be readjusted if the weapon is taken to anather
world, and yat another surface gravity,

» Those rules variants applying to heat on airless worlds assume that the
moan or planet is within a star's ecosphere; that is, it receives approximately
the same heat and light from its star as Eanth does from Sol. Worlds closer
to the system's sun (such as Mercury in Earth's system) will receive much
more heat—and BatileMechs operaling on their surface under the light of
the local star will ovarhaat and shut down very quickly. Worlds outside the
local star's ecosphere will receive less heat and light than Earth does from
the Sun, and BattleMechs may have problems from cold rather than heat.

The affects of a range of temperature on BattleMechs are loo extensive
fo be dealt with here and will be the subject of a fulure BattleTechnology
optional rules variant, Until those rules are published, players and referees
must assume that combat is taking place in an area where local tempera-
tures are between 0° C. and 30° C.—more or less within the range of
average temperatures on Earth,

Earth's moon. after all, lies at the same mean distanca from the Sun as
does Earth, but the surface temperature ranges from -170° C. to above the
bailing point of water, depending on whether it is day or night. On worlds
such as Valdis | (described in this BattlaTachnology issue's Worldbook) a
narrow band near the world’s terminator—the demarkation line batwean
night and day—will have such temperatures, even though it is boiling hot on
the dayside, and freezing cold on the nightside. Depending on the planet’s
rotation, BattleMechs may be able to operate for anywhere from less than
an hour to many hours before the temperature rises or falls so much that the
‘Mech becomes incapacitated.
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« Chemical flamers require oxygen 1o produce a flame and will not work
in vacuum. BatleMech-mounted fusion flamers will operate in vacuum.
However, they cannot be used to set fires in target hexes.

These rules are designed to add the flavor of movement and combat in
low-G, vacuum environments to Battie Tech and MechWarnior simulations.
Mecessary details about the surface conditions of such worlds—surface
gravity, atmosphere composition and pressure, and similar data, are
pravided in BattleTachnalogy's continuing Worldbook columns, and in other
articles and features in this magazine.

Thesze rules would serve well for combat on Fire, the moon-of Brimstone
described in the Worldbook for BattieTechnology, Issue 0101, They could
also be applied to combat on Valdis |, described in this issua’s Worldbook;
or 1o combat on Gordo, the large moon described in this issue’s BattieTips
column, 3

As with all such rules variants, their use is optional and at the discretion
of the players and the referee. They are intended lo add realism to
simulations set on alien worlds with conditions markedly different from
conditions on Earth. but applying these rules should not be allowed to averly
complicate play or detract from the excitement of a BattleTach game.

Individual referees and players alone can determine that balance of
realism versus playability which they bast enjoy.

—INCOMING!

In the next issue of BattleTechnology...

* The Canscience of a Would-Be King
—An exclusive BattleTechnology interview with Hanse
Davion, Prince of the Federated Suns!

* Max
—He was 100 tons of trouble, and the key to a
MechWarrior's revenge!

» Cavalry: Tactics, and Applications for a New Age
—Colonal Morgan C. Graeme discusses the use of
fast, light, and hard-hitting units in modern combat!

= Cavalry Raid on Harpster
—A practical application of Colonel Graeme's theories|

= Sidearms: Laser Rifles
—A careful look at these popular and hard-to-find
weapons.

 Plus more feature articles; regular columns; news from
the 31= Century; new rules, rules supplements, and
variants for BattleTech combat...

AND MUCH, MUCH MORE!
DON'T MISS IT!
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ON THE SHORES OF A SEA ON GORDO

Something Different

Duty at a base like Gordo Alpha is nor-
mally less than exciting. We were there to
protect the headguarters facility "for
Ramsau, a straggling collection of pressure
domes and dish antennae sguatting atop a
low, rugged plain along the shores of one of
barren mare. It we wanted something to
look at, we could always go to an observa-
tion tower or suit up and go oulside.
Ramsau was always there, big and swollen
and blue, with the white swirl of clouds and
the blinding glint of sun on icefields that
wrapped themselves across half the planet.
When Ramsau was full, the Gordian night
was lit bright as day, but with soft, cool
colors reflected from the planet. By day,
Aamsau would be half full, or a slender
crescent, or a halo-rimmed blackness
eclipsing the sun, depending on where we
were in the six-day "day."

But how long can you look at pretty colors
in the sky before you start hating the drab
gray sameness around you? We were on
Gordo for a six-month tour. Six months of
dull paperwork, dull watches, dull food, and
the same, dull people, day upon coloriess
day.

So when the alert came in from our
walchpost above the mareto the west of the
base, we leapt for our 'Mechs with an eager-
ness th& might seem strange to veterans
who know the blood and death of Battle-
Mech combat. No, we weren't eager to die.

We were just starved for something—
anything—different in our routing!

Lieutenant Daryl Hanson,

as told to Wayne Tse-Lin

Senior correspondent

of BattleTechnology's Tharkad office.
October, 3027
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GAME SET-UP

Lay out the BattleTech maps as shown, or use a large sheet of blank hex grid paper,
The terrain is different from that shown on the map, as describad balow.

Allterrain on the west map is open and clear. Itis maria-lype terrain, completely fiat and
covered by a layer of soft dust several centimaters thick.

The east map is divided into zones, labelled “A." "B,” “C." and “D." Area A Is rough
ground. In addition, the entire area is at Level 1. Area B is rough ground at Level 2. Araa
C is rough ground at level 3. Area D is at level 4 but is smooth and open ground,

Defender

The Defender is elements of the Headguarters Platoon of the Ramsau Planetary Militia,
reinforced by BallleMechs from Company C, 1st Battalion, of the Razalhague Regulars.
His farces include the following:

Captain Dimitri Cherenkov: Veteran Dragon
Piloting 5, Gunnery 4

MeachWarrier Vincent Warbley: Veteran Fanther
Piloting 5, Gunnery 5

MechWarrior Katarina Wu: Veteran Stinger
Piloting 5, Gunnary &

MechWarrior Sol Armistead: Veteran Commando
Piloting 5, Gunnery &

The defender also has one hidden gun emplacemant, mounting a heavy laser paired
with a PPC. The building has a Construction factor of 95, The weapons have an arc of fire
limited to 120" and musl be targeted together,

Attacker
The attacker is a special strike force composed of elements of the Star Warrior
marcenary regiment, from Companies A and B, 1st Battalion,

Colonel Christophar Christie: Elite Wolvering
Piloting 4, Gunnery 4

Lieutenant Vincent McCabe: Elite ShadowHawk
Piloting 5, Gunnary 4

Lieutenant Melissa Lawrence: Elite Commando
Piloting 5, Gunnery 4

MechWarriar Feodaor Blanski: Veteran Griffin
Piloting 5, Gunnery 5

MechWarrior Kalhy Drake: Veteran Cenfurion
Piloting 5, Gunnery 3

MechWarrier Stan O'Hanrahan: Veteran Stinger

All BattleMechs begin the scenarno in perfect condition. In addition, all "Machs have
been serviced to permit them to function in a vacuum environment.
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Situation: 1535 hours, October 7, 3027

The Defender notes his positions firs). His BattleMechs may be placed on any hexes
in zone D). So long as they are not adjacent to the edge of the slope (i.e., within one hex
of zona C), they will be out of sight from lower levels and need not be placed on the board.

In addition, the detender sacratly records the hex number where his gun emplacement
is located. It can be on any hex in zones A, B, or C. It is well camouflaged and is not
represented on the board by a counter until after it has fired.

The Attacker enters the board from the west side of the map, adopting any formation
he desires. His forces are attempting to reach the top of the ridge slope represented by
zones A, B, and C. Although they do not realize it until they are fired upan, their approach
has already been noted by the Kurita defenders.

The Attacker may not fire until he is fired upon. He must proceed in a general easterly
course (at any speed and in any formation he desires), with the goal of reaching zone D.
Once fired upon, he may fire normally and move as he sees fit

Victory Conditions

Initially, the Attacker's Victory Conditions are to reach Zone D. If he can do so without
being fired upon, he wins automatically. Once he is fired upon, however, his Victory
Conditions immediataly change to withdrawing fram the battlefield.

The Aftacker recelves 10 Victory paints for every 'Mech he manages to exit off the west
adge of the map. He loses 5 points for every 'Mach he is forced (o leave behind {destroyed,
captured, or crippled).

The Defendar wins 12 Victary Paints for every enemy 'Mech destroyed or captured. He
loses 5 paints for every one of his own 'Mechs dastroyed and 5 more points for every
enemy ‘Mech which escapes.

The player with the most Victory Paints al the end of the battle is the winner.

Tactical Notes

The Attacker may consider deploying one or several of his 'Mechs as a rear guard to
buy time for the rest of the unit as it withdraws. (Pessimists may raad “rear guard” as
“suicide sguad,” but it is a legitimate tactical maneuver.) He must keep in mind, however,
that he will have 1o escape with at least four of his ‘Machs to win, or else destroy two of
the Dgfender's 'Mechs to have avena chance of winning. The Defendar will win if he can
destroy or cripple any three of the Attacker's 'Mechs, losing no more than one of his own
in the process. Generally, the Attacker will have to carefully balance the urgency of his
retreat with the need 1o engage and (if possible) destroy the Kurita ‘Mechs in a fighting
withdrawal.

The Defender will need to deploy with an eye to cutting off the Attacker's retreat, hold
his fire until the Attacker is far from the west adge of the map, and use concentrated fira
at long range to cripple as many of the Attackers as possible.

Special Rules

The hidden gun emplacement has a CF of 85. The Defender may set it up in any hex
of zones A, B, ar C ha wishes, but the arc of fire must be directad towards the west. The
guns will be destroyed after the building takes 95 points of damage or when the guns
receive a critical hit, A critical hit occurs if, on any turn when the building receives at leasl
15 points worth of damage, the Defender rolls 3+ on 2D6. This represents the possibility
that the guns took a direct hit through the firing aperture or that the pressurized area
housing the gun crew was breached by a lucky shot.

After 10 tumns, there is a possibility that the Defender will receive rainforcements. On
the tenth turn, the Defender rolls 2D6, and continues to roll once at the beginning of each
turn thereafter. On the first turn that he rolls 10 or higher, he can expect reinforcements
to arrive during the next turn. The Attacker must be infarmed that reinforcements are
approaching and that they will arrive on the following turn. (This news is communicated
to them by their own sensors.}

These reinforcemants can consist of either (Defender’s choice) 2 Shitone AeroSpace
fighters or a number of additional Veteran BattleMechs and/or tracked vehicles totalling
na maore than B0 tons. These reinforcements arrive on the indicated lurn from the east edge
of the map.

The moon Gordo is a vacuum world. Optional Rules Variant 0103-B (on page 51 of this
issue) can be used to increase the realism of this scenario.
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Ramsau IlI-A

Battle of Gordo Outpost Alpha

Lyran plans to commence a major mili-
tary push against House Kurita late in 3027
were fo be initiated by a major raid in the
Ramsau system, deep within the Solward
wedge of the Rasalhague Military District.
With the hydroponics facilities oqulside
Sauton, Ramsau's principal population
center, destroyed, it was hoped that the
Combine's Jump-capable merchant and
military shipping would be tisd up transport-
ing food until the hydroponics facilities
could be made operational once mare.

The presence of the Kurita Command,
Caontrol, and Communications center on
Ramsau's large, close moon, however,
made the operation difficult. The moon,
Gordo, and the planet, Ramsau, kept the
same faces towards each other as they
rotated about one another with a six-day
period. Gordo appeared always to be inthe
sky over Sauton, while Ramsau was always
in the sky above the C* base, Gordo Alpha.
For a major raid to succeed on Ramsau, an
attack would have to be made against the
Gordian base. If the base could be dis-
rupted or destroyed, operations on the
planet's surface could be carried out with-
out being under constant observation by the
Kurita high command.

For this purpose, a special strike force
composed of six BattleMechs from the
mercenary regiment known as the Star
Warriors was assembled and deployed
aboard a Legpard-class DropShip modified
to carry six 'Mechs at the expense of its
fighter racks. The strikeforce was set down
on the surface several kilometers away
from the enemy base and over the curve of
the moon's horizon. The approach was
made on foot, across one of Gordo's ma-
ria—a flat, dark, dusty plain devoid of cover.
It was hoped that surprise and the confu-
sion of a nearby aerospace battle would
enable the strikeforce to make its approach
without being discovered.

The plan was carried out flawlessly, at
least in its initial stages. If the Lyran plan-
ners made any one error, it was in their
unquestioning trust of the reports made by
Lyran Intalligence.
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Kill Zone Over Wyatt

Out of the Dark

| don't think I've ever been in a fight as
tight as that one. We got the order to
scramble, and we boosted, grabbing blue
and clawing towards the black. The Marik
raiders were coming in at high G, fast and
hot, the best pilots the 4" Andarien had. We
hit them head on, and their fighter wall
dissolved into a swarm of spacecraft, dodg-
ing, diving, swirling.

We were already short, one of our pilots
grounded by a medical, another by a fever.
Fever? We were all a bit feverish, keyed
tighter than I'd have ever thought possible,
knowing that we were all that was standing
between that swarm of raiders and the blue-
white beauty of Wyatt.

Like | said, the enemy fighter wall fell
apart as we blasted through, piling on the
Gs. Then we were mixing with them, haul-
ing around on our vector thrusters and
standing our ships on their tails to fall back
into a new intercept course. It was just after
that first pass that Randy started shouting
blue murder over the tac frequancy.

Hell, we didn't blame him. In a moment
we could all see what he saw... four bloody
great DropShips vectoring towards the
planet.

And it was right about then that the Red
Eagle came plummeting out of the dark at
Us.
That's when | knew we were going to
fail...

from On Wings of Steel Eagles
by Lieutenant Sharlene Gurtman
Tharkad Press

to be released in 3028
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GAME SET-UP

The AeroTechmapboardis used. The planet printed on the map represents the
planet Wyatt. The moon and its gravitational effect hexes are ignored.

Attacker
The Attacker is a raiding force of House Marik fighters and DropShips,
identified as elements of the 47 Division of the Defenders of Andarien. It includes

the following:

1 Slaysr

B Stingrays

2 Thrush

2 Sholagar

4 Union-class DropShips

Use green Liao Thrush counters for the two Sholagars (the silhouettes are the
same), and keep track of which is which by the numbers printed on the counters.
This is so that the Slayer can be the only red counter on the board.

Defender
The Defender has elements of several squadrons of House Steiner fighters

based on Wyatt. They include:

& Corsairs (3rd Squadron, 10" Skye Rangers)
3 Seydlitz (2nd Squadron, 10" Skye rangers)
2 Lucifers

2 Chippewas

The Attacker may set up anywhere, so long as his nearest fighter is no closer
than 20 hexes from the planet. The Defender begins on the planet. The Attacker

has the initiative on the first turn. The Defender may begin launching his fighters

as soon as the Attacker completes his first move.
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Situation: 1627 hours, 25 September, 3027

Wyatt

Victory Conditions .

The Attacker is attempting to land his DropShips on Wyatt. To do so, he
must first eliminate the defending fighters. The Defenderis attempting ta turn
back the Marik assault on Wyatt.

In arder to determine victory, each side wins Victory Points according to
the following schedule:

Mairik forces land on Wyatt: 100 paints per DropShip landed
Par fighter destroyed: 1 per ton
Damage to Marik DropShips: 1 per 5 points of damage

500 per DropShip destroyed

Thae side with the highest number of Victary Points when the combatants
agree lo cease fighting wins. The Commonwealth player may force the Marik
forces to retreat by destroying 70% (fighters totaling 390 tons or more) of the
attacking force. Once the Marik player has lost fighters totalling more than
390 tons, Janos Kleber, the Marik admiral directing the battle from one of the
DropShips, will conclude that it is impossible to achieve aerospace superi-
arity and will order the attacking force to withdraw.

Finally, the Marik player should designate one of his DropShips as the
command ship, carrying Admiral Kleber, by writing the ship's number on a
piece of paper but keeping the choice secret until the conclusion ofthe game.
If the designated DropShip is destroyed, the Marik forces must withdraw,
and the battle is lost for the Marik forces.

Special Rules

These rules are entirely optional.

The Marik Slayeris piloted by Dmitri Pawoloski, a former Kurita AeroTech
ace who has defected to the Free Worlds. His ship is painted red and black,
in the pattern of a giant bird of prey. His ship's appearance and his notoriety
give him a considerable psychological advantage. To reflect this advantage,
all Steiner pilots who fire at Pawoloski's red Slayeradd a DM of +2 1o each
shot they make at Close range., and a DM of +1 to each shot made at Medium
range.

4 second optional rule reflects the late arrival of Lisutenant Shaneyfelt to
the battle. Shaneyfelt's Corsair must remain on the planet until Pawoloski's
Slayer damages any one Steiner fighter. As soon as this occurs,
Shaneyfelt's Corsair may launch.

The Raid on Wyatt

Admiral Janos Kleber was seeking lo
relieve Steiner pressure elsewhere against
the Steiner-Marik frontier by launching a
raid-in-force against the border world of
Watt. Wyatt had, for some time, cccupied
a salient extending into Marik space and
represented the focal point of several years
of strategic maneuver.between the two
governments. >

General Felix Mario Radnor, G-in-C of
the Whyatt garrison, had augmented his
defenses with elements of the 10" Skye
Rangers, which included a squadron of new
Davion CSR-V12 Corsairs which had re-
cently been sold to House Steiner as part of
arecent series of mutual defense and trade
treaties,

The fighters at Radnor's disposal gave
him a slight edge in tonnage aver the incom-
ing Marik fighters but left him at a disadvan-
tage against the additional firepower car-
ried by the Marik DropShips. The Marik
admiral, for his part, sought to eliminate the
defending fighters without risking his pre-
cious DropShips—even though fully
committing the DropShips would ba likely to
win him a clear victory in space. Bothr sides
were guite aware that even the conquest of
the planet would scarcely be worth the loss
to Kleber's forces of precious DropShips
and the BattleMechs they carried.

The contest, then, became a classic
screaning action by the Marik fighters, and
a series of lightning maneuver-and-sirike
thrusts at the DropShips by the defenders.

The presence of a particularly colorful
and well-known ace among the Marik
forces added a psychological edga to the
attackers' side.
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Salvage on Baxter IV

LUCKY FIND

“Pretty, huh?" | said.

“Beautiful.” Inge agreed,

They were just two heaps of inert metal, a
Stalker and a Marauder with Kurita markings
lying still and lifeless on the rocky ground, but to
us they looked like pure germanium.

Inge glanced up at the high ridge overlooking
us. “They must've last their footing up thare.”

“Gol caught in a dust storm, mayba?”

It could happen anytime on this God-forsaken
workd. Between the quakes and the dust storms
and tha rockslides, it was hard enough just 1o
keep your ‘Mech standing upright on the
ploughed-up terain. But there were gullies and
sheer drops everywhere. All you had 1o do was
take one wrong step and the ground could cave
in under your feet and send you and 50 tons of
metal spinning end over end in a sickening,
deadly cartwheael.

Lieutenant Zak lumbered up in his Shadow
Hawk. “Careful. The pilots may still be alve.”

But Inge had already picked her way over to
the wrecks and was staring down at them. "Don't
warry, they're not going to bother us.” Over the
intercom her voice sounded a litthe sick.

“Good luck all around." The Lieutenant
sounded pleased.

They were going to be happy back at base. A
pair of good salvage ‘Mechs like these were a
real find anytime, but right now they were a
godsend.

The Kuritists had landed a month before,
taking us by surprise, and we'd been slugging it
out with dhem ever since. Our biggest problem
was keeping 'Mechs oparational. Even withoul
the fighting, the climate of Baxter IV Is hard on
anything mechanical. By now, half our 'Mechs
were out of commission, and a lot of good pilots
were spending their days drinking coffee and
playing cards.

Thesa two heaps of metal were gaing to make
a big difference. Just using them for parts, our
techs could put another company of "Mechs into
the field.

The Lieutenant orderad me to report back to
basae, while he and Inge began attaching the tow
cables and nets. | got on the link, but all | coukd
raise was Lieutenant Robb's patrol. | was just
telling them about how we'd gone and soivad the
supply problem, when Inge’s voice suddenly cut
in.

“Look out, Lieutenant, we've got company.”

| checkad my screen and | suddenly felt cold
all over.

This wasn'l going to be as easy as we'd
thowght.
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Lay out the two BattleTech maps in the configuration shown. The disabled Stalker
occupies hex 1412 on the left-hand map, the disabled Marauder occupies hex 1513, The
defender deploys first.

Mote: With so many ‘Mechs out of commission, all functioning "Mechs are manned by
axpert pilotz. All Defender pilots in this scenanio have Piloting skill 4, Gunnery skill 2.

Defender

Scout Lance
Lieutenant Erwin Zak's Shadow Hawk
Inge Schramme's Phosnix Hawk
Dub Cooper's Spidar

The defending forces deploy in any hexas adjacent to the disabled "Mechs.
Attacker

Fire Lance

Lisutenant Kiyo Makasona's Crusader
Filoting 3, Gunnery 3

Thucidides Green's Wolverine
Filoting 4, Gunnary 4

Alan Hanbury-Spamow’s Fanther
Pilating 4. Gunnery 5

Yvan Bilodeau's Javelin
Piloting 5, Gunnery 5

The attacking forces enter from the west edge of the lefi-hand map.
Defender's Relief Force
Scout Lance
Lieutenant Genghis Robb's Griffin
Madeleine Javerl's Phoanix Hawk
Max Heina's Stinger

See "Special Rules” for the deployment of Lt Robb's forces.
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Situation, 0942 hours, March 7, 3027

Baxter IV

Yictory Conditions

The overriding goal for both sides is to carry off the salvage 'Mechs or, failing that, to
deny the salvage to the enemy. All ather considerations must be subordinated o this
goal. The Steiner forces attempt to carry off the disabled ‘Mechs and exit by the east edge
af the right-hand map. Tha Kurita forces head for the west edge of the left-hand map. The
possible cutcomes are summarized in the following table:

Win Lose  Destroyed Result

Decisive Win
Win

Draw )
Decisive Loss
Loss

Draw

N =00-=—0

Q
a
1
2
1
a

D D0 = = h)

In cther words, it & side carries off both 'Mechs, it scores a decisive win and the
opponent suffers a decisive loss. If a side carries oft one ‘Mech and the other is destroyed,
il scores a win, elc.

Special Rules

1. Carrying off the prize

The normal method for hauling salvage is to pull it with a large net or cable hung from
& ‘Mech’s back. This requires the pilot to climb out of his ‘Mech and daploy the net by hand,
a lengthy process which is quite hazardous during battle. It is assumed that tha Stainar
crews have nearly completed hooking up the cables whan the Kurita 'Mechs are sighted,

BattleMechs expend 2 MPs to pick up a nat or cable in crder to drag a prize. ‘Mechs
can drag up to their own weight and can join with other ‘Mechs to cooperate in dragging
off a prize equal to their combinad weights. Players may drag prizes by placing the ‘Mechs
atternfing the maneuver adjacent to the disabled 'Mech.

‘Mechs nead at least one hand tree and withoul a disabled actuator in order to drag
aprize, While dragging a prize, the 'Mech cannot use waapons mounted on the arm which
it is using for that task. 'Mechs can drop their tow cables at any time.

'"Mechs which are towing a disabled 'Mech are limited to & movement rate of one hex
per turn. Movemnenl is possible only through clear terrain.

2. Destroying the Prize

Il necessary, one side or the other may attermpt to destroy tha disabled 'Mechs in order
to keep them from falling inlo enemy hands. Each disabled ‘Mech has a hit capacity of
100 damage points and can be fired at as if it were an ordinary prone BattleMech. If it is
not being dragged at the time it is being fired at, the -4 modifier for immobile targets would
also apply. All hils against the disabled ‘Mechs are recorded. When the total number of
damage paints reaches or exceeds 100, the damaged "Mech is considered 1o have been
fragmented by weapons fire and is destroyed.

3. Rescue

Aftar 6 turns, Lieutenant Robb sends another transmission which is menitared by bath
sides. He announces how far away ha is and how long it will take him to arrive. The player
ralis 106 + 3 to delermine the number of turms before Lieutenant Robb's lance will appear
on the east edge of the right-hand map.

Tha players face several unpleasani alternatives: whether to try to haul the salvage
away under fire, taking whatever damage comes their way; or instead to stand and fight,
hoping to weaken the opponent encugh to make hauling tha =alvage a more feasible
optien; or finally, to destroy the prize, and deny it to the enemy. Throughout this scenaria,
the players must carefully consider the tima factor and the likelihood of rescue.
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LOCATION: Groder Dune Sea region,
Baxter IV

In early March, 3027, forces of the Draconis
Combine's 4" Ragiment of Proserpina Hussars
launched a surprise assault on the inhospitable
world of Baxter IV which was lightly garrisoned
by the 10" Regiment of Skye Rangers. Tha
Kurita forces evidently expected a quick victory,
but the fierce resistance of the Steiner defenders
combined with atirition due to the planel’s hostile
climate soon led to a stalemate.

Both sides were plagued with material prob-
lerms. 'Mechs continually broke down, and often
mora than 50% of the available armor was in the
repair bay. Patrols were instructed to be on the
lookout for salvageable parts, and some of the
bloodiest battles of the campaign were small-
scdle contests fought over the debris of a previ-
ous encounter.

The stand of Lieutenant Erwin Zak's lance
against superior Combine forces shows the ruth-
less caloulus of this kind of fighting. Outnum-
bered and outgunned by the antacking forces,
unwilling to flee and leave the prize to the enemy,
the Ranger lance could only hang on, trusting ta
luck and hoping for rescue from a relief force
hurrying to their aid.

In such situations, both attacker and defendar
must lake care not to damage the prize "Mechs
in the fighting, vet it defeat lnoms, either side
must be willing to destroy the prize rather than
yield it to the enamy. The spectacle of a battered
and beaten force, all hope of victory or even
survival gone, no longer trading blows with the
enemy but turning its remaining firapower an the
precious arlifact whose preservation was the
whale reason for the fight—this surely is one of
the grimmest sights of contemporary warfare.,
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MORE THAN WARRIORS

N

Throughout history, soldiers have adopted and adapted existing songs to their own purposes. This issue's
Mare Than Warriors is an example, based on a folk song which dates back at least to the 19" Century on Earth.
The ariginal tune, “Botony Bay,” was sung by Irish emigrants on their way to the hardships and promise of a new
land called Australia. The version printed balow, which dates at least as far back as the late 2700's, is of interest
because it presents the confident—perhaps nalve—view of the brand new soldier. The seasoned veteran's
comments about “the soldier's life" and "adventure along the glory road” are seldom printable.

The Soldier’s Life
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Chorus: Farewell lo your bricks and mortar, farewell to your dirty lies.
Farewell to your gangers and gangplanks, and fo hell with your overtime.
For the dropship Ragamuffin is liftin’ off today.
Gonna leave this life, my home and wife, and draw MechWarrior's pay.

I'd heard the tales of a soldier’s life, of adventure and of gold.
They've got a girl on every world, or so | have been told.

Their best friend is their BattleMech, their fighting skill their fame
| knew right then I'd go with them and make myself a name.

The sergeant he came down the ling, he looked at us and swore

That a sorrier bunch of ‘Mech trainees, he'd never seen before.

He =aid we'd never make it, that we might as well go homa.

Worked day and night, with all our might, by God we proved him wrang.

Got posted to a garrison along the Draconis line.

We beat their regulars once or twice, their mercs a dozen times.

Mow what they say about soldiering, tis true as frue can be—

Every job's an adventure along the glory road, it's a soldier’s life for ma,
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ABOUT THE SUCCESSOR STATES

> -\ 2N ComStar is not in the business of fiction.
A '_-; ; They want facts. And in their own documents,
they deal with the facts as only ComStar
knows them. Here for the first time are the
compiled histories, military organization,
personalities, social structures, and
thousands of FACTS about each
of the five Successor
houses. Originally intended
for ComStar personnel ONLY,
these works show the
incredible amount of inform-
ation that ComStar has
managed to get on every
House (but, unfortunately
not how they got the
information). From in-
depth unit listings to
personality profiles contain-
ing knowledge Known L
anly to a few, these
books are amazing
in their depth.The first
af the these books
covers House Steiner,
and is already avail-
able. The next will cover
House Kuritaand be
available soon.
f In the following months,
Houses Liao, Marik,
and Davion will be
issued.
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Pictured above are adepts of the Order of
the Five Pillars. This semi-religious monastic order is
devoted to preserving and enfarcing, the Combine’s
religion, ideology, and social codes which are con-
A : tained in the work called the Dictum Honorium. The
graduated from the prestigious Nagﬁ_rlrlng Order, also known as the Pillar of lvory also controls
Academy on Tharkad. As so fE'UrI' officers the very imporiant ivory trade in Kurita space. This
carry ariding crop, it indicates that this colonel ANOTHER SCAN FROM power block is used to fund the inquisitorial mission
is sither young, vain, or both - a potentially The Dragon Princess of the Order.

disastrous combination.
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Colonel Steven Zaks, commander of
the 12th Donegal Guards, is shown wearing
the typical senior officer field uniform. Cam-
paign bars adorn the front of flack jacket.
Colonel Zaks' blue sash shows that he is




