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You two get to become grain drivers.
I’'m putting you into a supply truck. Visit
Red and get into Demon outfits. You'll get
whatever else you need from the armory.
You're top of the list, boys. Tonight you
dance with the Devil, and tonight the
Devil dies!

Or we do, | thought.

* * * * *

The old flatbed had to be a relic
from colonization. It ran rough, it back-
fired, and its exhaust smelled worse
than the Demons’ death pits. We felt
every bump in the road, too. Suspension
was a concept not known by the old
Irian.

We had all the right passwords, con-
jured from the tortured souls of Demons.
We only had to torture the bodies for an
hour. We almost enjoyed it; | thought of
the ten-year-old kid.

We fell into a convoy headed into
the Roost and drove right past the
perimeter guards without slowing. | think
Green was disappointed; he kept grip-
ping his big Sternsnacht tighter and
tighter.

Looking good, | said to him, as we .
were backing into a loading dock. We got o
out to supervise the unloading, cradling
our rifles. No one questioned it.
Demons were allowed weapons.

Frak, | breathed, watching the
laborers carry the bags of grain off into
the fortress. | very nearly opened fire
right there, but | held back. You can kill
the body or you can kill the head, and
we were after the head.

Hands tight on our weapons, we fol-
lowed the laborers into the Roost.

* * * * *

Spies had given us the layout of
Demon’s Roost some time ago, although
the information had been rather worth-
less at the time. No one save Demons
entered Gyrn's Procyon palace. It was
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only the rare supply convoys that got in.

Hence our sudden plan.

We walked along the corridor toward the lift. Gyrn’s palatial
suite was on the top floor. As we came to the lift, | pushed the
call button, nodding to two Demons waiting beside us. Green’'s
finger was twitching on his trigger. He was the most zealous of
us in Killing Gyrn’s Demons.

| breathed a sigh when the lift pinged and opened.
Adrenaline flashed through me when the Demons suddenly

stepped aside and snapped up straight. Green and | took the
hint and two monstrous men in Demon outfits spilled out of the
lift carriage.

Oh, frak! Behind them came Alisendar Gyrn himself, the
Devil. | stared, caught up in the sight of the man. Easily shorter
than my hundred-eighty centimeters, he was balding and portly.
What remained of his hair was wild, splaying like a thin web out
over his head. He wore nondescript clothes, gray utilities. He







MECHWARRIOR, THIRD EDITION

Ever since we announced that the MechWarrior, Third Edition
(MW3) roleplaying game was coming this summer there’$ been a
lot of speculation about what it will be like. Well, you need specu-
late no longer! In this article | will outline the concept of MW3 and
answer some of the questions that have come up about this latest
version of the BattleTech universe RPG.

Previous editions of MechWarrior have come off as mere
add-ons to BattleTech, not as “real” role-playing games. The
books’ brisk sales indicated that people liked MechWarrior, but
after years of correspondence and convention seminars it was
clear that most fans valued those books for their useful source
material about the universe; few actually played the game.

MechWarrior, Third Edition was designed to be a full-
fledged sci-fi RPG. The BT universe is a vast place filled with
action, intrigue, romance, treachery, adventure, and ail the
other elements that make for great roleplaying. However, | think
that in previous editions we failed to capture that feeling and
deliver it to the player. This time around, my intention was to
present the game to the player in such a way that he is pulled
into the BattleTech universe, whether he is a long-time
BattleTech fan or a brand-new reader who just picked up MW3
as his first contact with the universe.

This concept is kicked off with an original short story by
BatitleTech novelist Loren Coleman entitled “By the Numbers,”
which takes readers to the back-alleys of Solaris VII and cap-
tures the feel of what an MW3 adventure can be like. In the
book’s color pages, rather than the traditional character arche-
types, we present a grand tour of the Inner Sphere in the form
of a scrapbook. Images from each of the Great Houses, the
Periphery and the Clans illustrate the people, places and things
that make each of them unique, including uniforms and insignia
for the military-minded player.

Continuing this trend of putting the player “in” the universe,
the character creation system has been redesigned from the
ground up to incorporate the universe and each character's own
story into the game. Players start by choosing an Affiliation for
their characters from among the Successor States, the Clans or
the Periphery, each offering its own unique advantages and dis-
advantages in the creation process and game play.

With the Affiliation as a starting point, the player moves on
to the Life Path, where his character is taken through the various

BATTLETALK

WITH BATTLETECH DEVELOPER
BRYAN NYSTUL

stages of life, earning Skills and special Traits as he goes along
depending on the choices he makes. For example, you might
decide your character from the Draconis Combine was born into
an upper-class trading family, but fell in with the wrong crowd,
eventually joining the yakuza. Each of these stages would offer
different abilities to your character, and different opportunities for
where to go next. At each stage, randomly-generated Events
punctuate your character's background with extraordinary highs
and lows (but have no fear of the die rolls ruling the process;
there are plenty of opportunities to re-roll or choose your destiny
so0 you can play the character you want to play).

As for the game system itself, my priority was to create a
flexible and simple system that reflected the kind of adventure
genre represented in the BattleTech novels, whether it meant
keeping old game mechanics around or not. As it turned out,
MWS3 is a completely new game, although actions are still
resolved by rolling dice against a target number with certain
modifiers applied to it, so the transition shouldn’t be very diffi-
cult. (In this respect, the system is not unlike BattleTech, but of
course a bit more comprehensive since MW3 simulates more
kinds of situations.)

The most noticeable difference will be that actions are
resolved using ten-sided dice rather than six-sided dice. A
2D10 roll was chosen because it generates a wider range of
results, allowing characters to have a wider range of Skill lev-
els. If | stuck with the 2D6 system, characters would only be
able to have a narrow range of Skill levels like in BattleTech,
and | wanted there to be more variation available for MW3 char-
acters than Green, Regular, Veteran and Elite. MWII essentially
“topped-out” at Skill Level 6. In MW3, characters can be rated
from O to 10 in each of their Skills.

(In case you were wondering why | didn’t just use 3D6, | felt
that the bell curve was too flat. In other words, 3D6 rolls generate
lots of mid-range results but very few highs or lows. | wanted
good and bad results to be more common to allow for more spec-
tacular successes and failures than 3D6 would allow.)

Well, | could run off at the mouth (or in this case, the key-
board) about MechWarrior all day, but my space is running out,
and | think you get the idea by now of what to expect in the new
edition. To sum up, it's an all-new game anchored more firmly
than ever in the exciting BaitleTech universe, and | hope you all
enjoy playing it as much as | enjoyed putting it together!
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Y W W Attention MechForce: Our operatives raided a warehouse and uncovered a cache of
lostech. We are making them available to MechForce members before we make them available to

the general public. But order quick—supplies are limited!

BATTLETECH.

NO GUTS, NO GALAXY!"

P1796 — No guts decal
(Actual size-4"x4")

P1792 — Loki P1790 — Avatar P1793 — Madcat *P1794 — Sunder P1795 — Vulture
(Actual size-5"x3")  (Actual size-5"x3")  (Actual size-5"x3")  (Actual size-5"x3”)  (Actual size-5"x3")

BT yellow logo
(Actual size-3")
Quantity  Stock # ltem Price Total Price
_ P1790 Avatar $3.00
_ P1791 BT yellow logo $3.00
e P1792 Loki $5.00
= P1793 Madcat $5.00
g P1794 Sunder $3.00
e B P1795 Vulture $5.00
il P1796 No guts decal $1.00
Total PP -
Please Print Shipping & Handling
(see below) :

hiame MNA discount 10%
Address Total $
City State *Shipping and handling

. 1-10 pieces—$2.50
Zip 10+ pieces—$4.00
Country.

Canada, Mexico, and all other countries
Phone, 1-10 pieces—$4.00
MNA # 10+ pieces—$6.00
Check or Money Order *|f ordering additional items, other than patches and decals, the
payable to FASA Corporation standard shipping charges apply.
Credit Card: (circle one) '
Visa MasterCard Discover All international orders shipped via U.S. Mail unless otherwise

requested, additional charges apply.

[ITTHITIHTITHTTT

expiration date

Send to
FASA Corporation,1100 W. Cermak, B305
Chicago, IL 60608, Attn: MechForce Mail Order

Signature i MechForce is a ® Registered Trademark of FASA Corporation. © Copyright 1999.

Print Cardholders Name










All of a sudden it started snowing. might make a MechWarrior out of you.” He showed her the eval-

Wonderful. A slick tarmac. uation sheet for the first solo flight—the score was 93.2%.
Guadalupe felt her heart race, and in the back of her mind “Good, but not perfect. That near fall will cost you some time
she heard her father's voice. “Piloting a "Mech shouid not be with head tech Andrew. Do not give the man a hard time.”
done with brute force.” Imagined or real, she took the words to “A Clanner Sir?” Guadalupe asked.
heart and lessened her grip on the controls. Piloting the “Indeed. The cadet with the best score gets to work with
machine became easier, and it was responding faster. Andrew—and hopefully learn something from him. He is some-
She wasn’t graceful with the machine. But navigating the what finicky, a perfectionist at heart. And, Cadet Andrade, he is
snow-slick tarmac wasn’t beyond her, and turning wasn’t as the reason why | am missing my legs. His "Mech did that to me.
much of a problem. Guadalupe stayed on the straight road as She arched her eyebrows, begging for more information.
long as possible. Then, with only minor difficulty, she turned the Andrew has refused, so far, to test out as a Warrior. |

Chameileon thirty degrees to the right. The targets
ahead were silhouettes of tanks. Even though
she was looking forward to facing the Clans,
she knew that she could potentially face
Inner Sphere forces—and tanks were still
a mainstay of many militaries, especially in
the Chaos March.

She lowered the crosshairs over the form
of a Zhukov and fired. Armor melted from
the side of the target, and Guadalupe
cracked a smile. She was indeed get-
ting the hang of this. Then came
the hard part of the course, a
ninety-degree turn at full
speed, followed by a
jump over a 'Mech
trap. She pressed the
left pedal. Go light on the
controls, she reminded her-
self. Somehow she managed to make the
turn, though she started to skid.

Sucking in a deep breath, she
punched the jump jets and the
"Mech left the ground. New snow

rose in a vapor cloud behind the ’(,\w,(. % {
machine, practically obscuring it in W
white mist. The pilot kept her eyes on O |
the target—and slowly, and with an \ \
almost surprising amount of grace— NN
brought the 'Mech down with folded knees. =
She allowed herself another smile. Her scores
should be quite good for this first solo flight.
The last part of the course was bringing

the 'Mech home. Guadalupe took the
machine to the 'Mech Barn just as the local

suspect it is, at least in part, because he disabled
me.” Hurst made an electronic clucking noise in his
throat, then pointed to a Black Hawk that was
being worked on. “That was his ride. We captured
it and we have been working on it for some

time. Been trying to wrest its secrets.
| will be honored to work with him,

Sir.

Hurst continued, Andrew knew just
slightly more than you when he gradu-
ated from his sibko. It was enough
to keep his 'Mech running in the
event a disaster struck. Now,
through trial and error, he can keep

most of these machines running.”

Nalgering Academy.
Tharkad.

Lyran Alliance.
Training Fields.
July 25th, 3059.

A young Cadet jogged
toward Guadalupe. “Hey 'Lupe,
what did Hurst have to say?”

“Nothing much.”

“Com’on. Fess up, 'Lupe.

He had to tell you something,.
Now. Or in the days before. He
told you something that made you do

so well. Share it. | only scored seventy percent.

Barely enough to qualify, she knew. Kommandant Hurst
served with several units during the Clan war. He shared some
of his experience. | listened closely.” She would have said more,
but she spotted the head tech coming her way. She nodded to

star was starting to set over the mountains. acknowledge him. “Kommandant Hurst asked me to report to
She eased the machine into the cavernous bay and was direct- you, Sergeant Andrew.”

ed by the techs to the parking stall. She was instructed to back “Aye, that he did Cadet, came the clipped reply. We have
it in, a maneuver that students normally weren't asked to per- much work to do. Your 'Mech was damaged. You did well,
form. though.” )

She brought the machine to a full stop and listened to the The two worked on the "Mech and tatked long into the night.
computer announce that the hookups were on. Then she began The Clanner shared with the young woman as much as he could
the shutdown procedure. First, secure all weapons, she mentally about the Way of the Clans. When the sun rose the next morn-
lectured herself. Next, lock limbs. After she secured the gyro ing, the Chameleon’s armor was fully repaired.
and took the helmet off, she realized how tired she felt. Her Guadalupe walked from the bay more tired than she could
limbs hurt, as if she had spent hours in the gym. ever remember feeling. But something in her had been awak-

“Very good Cadet Andrade.” Kommandant Hurst was stand- ened, and now she had some insights into the enemy she was
ing on the platform. He met the gaze of the young Cadet. “We going to fight some day.
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THE 5TH SUCCESSION
WAR CONTINUES...

—COMPILED BY PRECENTOR MARTIAL
RANDALL N. BILLS

Dateline: 31 March 3051 sl
—Excerpts from transcripts of a recent ComStar news broadcast e
from Hilton Head Island, Terra .

It appears that like the Fourth Succession War, this Fifth
Succession War has seen unprecedented border action for the
first year, but has recently lapsed into a lull, as troops rest and
reorganize. Whereas hundreds of worlds changed hands last T #
year, the past three months have seen only fifteen worlds con- ik
quered. Unfortunately, instead of a lasting peace, | fear this is i A o :
simply the quiet before the storm. ' /

in other news, the ComStar Explorer Corps has been dili- 255 I TN
gently searching for the Clan homeworids, and they believe that F % o

L2

they have finally found them. In our next telecast, we hope to /

include information about the rest of the Clans, and whether we

can expect to see them invading the Inner Sphere in the coming #
months. é’

Let's go to our reporters from around the Inner Sphere. /; . z

—Excerpt of transmission from Sarmaxa
<Reporter> The continued success of the offensive against the = 2
Confederation by Leftenant General Richard Darr has led many N \ a ,{ 4

to believe that he will remain in this capacity, unless he suffers = S ESSS o & :
a stunning defeat. Though only the world of Sarmaxa was taken 55 ‘ 9

in the last three months, this puts him one jump from the world i
of Capella; a perfect staging area from which to launch an € 3 S A
attack that would be devastating to the moral of the CCAF.

—Excerpt of transmission from Armaxa / M f
<Reporter> The viewers will remember our previous interviews

with Hauptmann William Hall, and he has graciously accepted

our request for another interview. What does this attack mean = & 7z
for the Federated Commonwealth? 7=

<Hauptmann William Hall> The conquest of Armaxa is simply a - 2)“ <
prelude to the fall of the final world of the St. lves Compact, St.
lves itself. With the Compact brought to heel, we will be able to
divert our resources to other fronts, especially the Draconis
Combine, where we have lost so many worlds.

—Excerpt of transmission from Holt

<Reporter> | am here with Hauptmann Carl Szczerski, whom the Rt =
viewer will recognize from our coverage of the invasion of the v
Taurian Concordat. He is now part of the spearhead still driving

into the Free Worlds League. Hauptmann, do you think the
FedCom campaign’s activity in this area will increase in the com- @©JAN
ing weeks?

<Hauptmann Carl Szczerski> Holt was a difficult fight but in the

end, the FWLM simply could not stand against us. As for our tar- ; % E

!
s
L

gets for the coming weeks, | am unable to discuss that informa-
tion at this time.
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—Excerpt of transmission from Kanata

<Reporter> Though he is not with me at this time, Star Corporal
Edward Williams-Wilken of the MAG, was quoted as saying, “The
fall of another world (Kanata) to the Magistracy is additional
proof that the Periphery states are superior. Long live the
Magestrix!

—Excerpt of transmission from Talitha

<Reporter> This reporter has been trying to contact anyone in
the military on the recently conquered world of Talitha, but |
have been barred from the LAAF command post, and my con-
tact, Hauptmann David Low, has not returned any of my calls. |
can only assume that this secrecy is a prelude to a larger inva-
sion of their “lost half,” the Federated Commonwealth.

—Excerpt of transmission from Greeley

<Reporter> Our top news story remains the unbelievable suc-
cess of the Outworlds Alliance in the continuing conquest of
Combine (Sinope) and Federated Commonwealth (Broaddus,
Stratford, Milligan and Greeley) worlds. Though Preceptor Carl
Amedio was not available for interview, his previous talks with
this reporter have left no doubt in my mind that the Inner Sphere
has completely underestimated this small Periphery state. A
mistake, it appears, they have yet to learn from.

—Excerpt of transmission from Rochester

<Reporter> In the final month of 3050, many viewers will recall
that Tai-shu Rich Cencarik was appointed to the post of Gunji-no-
Kanrei of the entire Draconis Combine Mustered Soldiery.
Considering the stunning successes of the Tai-shu against the
Federated Commonwealth, taking over forty worlds in a nine
month period, great things were expected. And yet, only the
worlds of Lucerne and Rochester fell to the Dragon during the
first three months of 3051. What has happened, some may
ask? Has the Tai-shu lost his nerve now that he sits on Black
Luthien, away from the front lines? Has the Gunji-no-Kanrei lost
the stomach for conflict? Hardly. This reporter warns against
such words, for | feel that as throughout the entire Inner Sphere,

these past few months are simply the lull before the storm, and
that the Pillar of Steel will soon come calling on FedCom worlds,
and there will be nothing to stop them.

—~Excerpt of transmission from Virentofta

<Reporter> Like my previous interview with Wolf warrior Robert
Binkiey on Skandia, | have used ComStar’s neutrality to meet
with Star Colonel Steve Massey of Clan Blood Spirit. Having
taken the place of Clan Smoke Jaguar, what are your intentions?
<Star Colonel Steve Massey> Is it not obvious? Having taken
Virentofta, Bjarred and Schwartz, we will soon carve up the rest
of the Draconis Combine. Though | respect them for their honor-
able conduct, they are surrat inner Sphere warriors, and so
must be defeated.

—Excerpt of transmission from Outreach

<Reporter> | recently spoke with Captain Thomas Ropers, who
had this to say about mercenary work in the wars that are cur-
rently engulfing the Inner Sphere:

<Captain Thomas Ropers> Throughout history, there have
always been those who have denigrated mercenaries as money-
grubbing expatriates. But the last few months have shown that
though mercenaries may fight for money, they can and do fight
as valiantly as any House unit. Across the Inner Sphere, many
border worlds were held firm against incursions by other Houses
through the efforts of mercenary units, not House units. The
next time a House regular curses us “money-grubbers,” they
should think on that.

The map on the next page represents the current state of
the Fifth Succession War as of 31 March 3051. These results
were tallied by factoring MechForce member participation in
ranked battles and the total number of members in each affilia-
tion group. The gray-shaded areas represent sections of that
affiliation’s territory that have fallen to an enemy.
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Type Location Heat Damage Min. Short  Med.
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Name:

Gunnery Skill Piloting Skill:
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Consciousness # 57 (10

Left Arm Crilical Hil Table Right Arm

Shoulder Shoulder

Upper Arm Actuator Upper Arm Actuator
Lower Arm Actuator Head Lower Arm Actuator
Reactive Armor Reactive Armor
Reactive Armor 1. Life Support Reactive Armor
Reactive Armor 2. Sensors Reactive Armor
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LB 20-X AC 4. Command Console MRM 30
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Hits Taken 2 (3] 4

Consciousness # 5|7 |10
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