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<<<art note: insert half-page diorama>>>

alternate Eras


The BattleTech universe is a living, vibrant entity that grows each year as more sourcebooks and fiction are published. A dynamic universe, its setting and characters evolve over time within a highly detailed continuity framework, bringing everything to life in a way a static game universe cannot match.


However, the same dynamic energy that makes BattleTech so compelling can also make it confusing, with so many sourcebooks published over the years. As people encounter BattleTech, get hooked and start to obtain sourcebooks, they need to know where a particular sourcebook is best used along the BattleTech timeline.


To help quickly and easily convey the timeline of the BattleTech universe—and to allow a player to easily “plug in” a given sourcebook—we’ve divided BattleTech into six major eras.


Sub-Eras: In an effort to keep the number of eras to a minimum, only six era names/icons are used in print/PDF books. In reality, however, the Star League, Succession Wars and Dark Age cover hundreds of years, as opposed to the mere dozens or less covered by the Clan Invasion, Civil War and Jihad eras. As such, for these rules, Sub-Eras are included.

<<<art note: insert star league era logo>>>

STAR LEAGUE (2005-2780)


Ian Cameron, ruler of the Terran Hegemony, concludes decades of tireless effort with the creation of the Star League, a political and military alliance between all Great Houses and the Hegemony. Star League armed forces immediately launch the Reunification War, forcing the Periphery realms to join. For the next two centuries, humanity experiences a golden age across the thousand light-years of human-occupied space known as the Inner Sphere. It also sees the creation of the most powerful military in human history.


Sub-Eras: Age of War (2005-2570)

<<<art note: insert succession wars era logo>>>

SUCCESSION WARS (2781-3049)


Every last member of First Lord Richard Cameron’s family is killed during a coup launched by Stefan Amaris. Following the thirteen-year war to unseat him, the rulers of each of the five Great Houses disband the Star League. General Aleksandr Kerensky departs with eighty percent of the Star League Defense Force beyond known space and the Inner Sphere collapses into centuries of warfare known as the Succession Wars that will eventually result in a massive loss of technology across most worlds.


Sub-Eras: Early Succession Wars (2781-2900); Late Succession Wars (2901-3049)

<<<art note: insert clan invasion era logo>>>

CLAN INVASION (3050-3061)


A mysterious invading force strikes the coreward region of the Inner Sphere. The invaders, called the Clans, are descendants of Kerensky’s SLDF troops, forged into a society dedicated to becoming the greatest fighting force in history. With vastly superior technology and warriors, the Clans conquer world after world. Eventually this outside threat will forge a new Star League, something hundreds of years of warfare failed to accomplish. In addition, the Clans will act as a catalyst for a technological renaissance.

<<<art note: insert civil war era logo>>>

CIVIL WAR (3062-3067)


The Clan threat is eventually lessened with the complete destruction of a Clan. With that massive external threat apparently neutralized, internal conflicts explode around the Inner Sphere. House Liao conquers its former Commonality, the St. Ives Compact; a rebellion of military units belonging to House Kurita sparks a war with their powerful border enemy, Clan Ghost Bear; the fabulously powerful Federated Commonwealth of House Steiner and House Davion collapses into five long years of bitter civil war.

<<<art note: insert jihad era logo>>>

JIHAD (3068-3080)


Following the Federated Commonwealth Civil War, the leaders of the Great Houses meet and disband the new Star League, declaring it a sham. The pseudo-religious Word of Blake—a splinter group of ComStar, the protectors and controllers of interstellar communication—launch the Jihad: an interstellar war that will ultimately pit every faction against each other and even against themselves, as weapons of mass destruction are used for the first time in centuries while new and frightening technologies are likewise unleashed.

<<<art note: insert dark age era logo>>>

DARK AGE (3085+)


Under the guidance of Devlin Stone, the Republic of the Sphere is born at the heart of the Inner Sphere following the Jihad. One of the more extensive periods of peace begins to break out as the 32nd century dawns. The factions, to one degree or another, embrace disarmament and the massive armies of the Succession Wars begin to fade. However, in 3132 eighty percent of interstellar communications collapses, throwing the universe into chaos. Wars almost immediately erupt and the factions begin rebuilding their armies.


Sub-Eras: Republic (3081-3130)

ERA rules EXPANSIONS


Almost without exception, all the rules found in the core rulebook line assume a “modern day” Era: late Succession War, Clan Invasion, Civil War or Jihad. However, beyond the simple rules of availability governing various units and weapons and equipment, the unique nature of a given era within BattleTech’s history provides storyline elements to create additional rules. 


Random Assignment Tables: Providing complete Random Assignment Tables for all era would take up far too many pages and so is simply beyond the scope of this book. Many of the sourcebooks noted in this section contain their own random assignment tables, while the Master Unit List can also be used to generate Random Assignment Tables, off of which players can determine units for a given scenario (see www.masterunitlist.com).


Propagation Tables: All of the “Technology Propagation” tables in the Era Rules Expansions section assume the item is massed produced, regardless of its rules level (i.e. Standard (Std) or Advanced (Adv)). While numerous weapon systems were in “experimental” or “prototype” stages during the time frames referenced by the tables, the tables only cover items in general production across various factions. Once those technologies reach “mass produced” stages (moving from “Experimental” to either “Advanced” or “Standard” rules levels), as indicated on the Technological Advancements 3085, Technological Advancements: 3130 and Technological Advancements: 3150 Tables, then such weapons and equipment appear on the appropriate Propagation table. 

Also, it’s important to clarify that the Inner Sphere Extinct Technologies Propagation Table (2785-2950) refers to when a given faction lost the ability to mass-produce an item; i.e. say when the last factory producing that item was destroyed and the ability to create a new factory with the lostech item was already gone. When a faction no longer had any units in the field mounting such lostech items varies wildly (though as the years ground on they become more rare), with some instances existing of a unit mounting an item of lostech all the way through the depths of the Succession Wars and into the technological renaissance of the 3050s. 


Equipment only appears on Clan Propagation tables if the construction and/or game rules are different than the corresponding Inner Sphere equipment. For example, while the Fire Control System (see p. 217, TM) has a separate Tech Base in “Clan” and “Inner Sphere,” in all ways from construction rules to game play rules, they are identical and so they don’t appear on the Clan Propagation tables. 


Finally, any item from any core rulebook noted as “pre-spaceflight” or “early spaceflight” (see p. Heavy Equipment, p. 201, TM) is not included on any of these tables; it never runs the risk of going extinct and it’s assumed that all factions have always had access to such items (the only exception is if an item has a canon-noted date during these times, in which case it does appear on these tables).

STAR LEAGUE ERA 


The following rules can be used when playing in the Star League Era.


Castles Brian: Castles Brians exist in multiple eras, though each successive Era before the Jihad resulted in fewer and more ramshackle facilities being found. Each player group should decide for themselves what type of Castles Brians facility they might find based upon the Era they’re playing outside of the Star League.


Weapons of Mass Destruction: Weapons of Mass Destruction (WMDs) were also used during the Early Succession Wars sub-Era, as well as the Jihad Era.

The Age of War Era (2398-2570)


The Age of War, which predated the Star League and saw the rise of the Great Houses in size and power, was also the dawn of the BattleMech age. At the start of this era, BattleMechs did not exist, and conventional armies waged war using tanks, infantry, and aerospace fighters. The Terran Hegemony’s debut of the Mackie changed all that, bringing about a revolution in tactics, but it would take decades before these machines became a common sight on the battlefield.


Faction Available: Review the Factions and Eras Table (see p. XX) to determine which factions are available during this era.


Unit Types: All forces generated during the early half of the Age of War—prior to the spread of BattleMech technology—must be limited to conventional infantry, conventional combat vehicles, and aerospace fighters only. 


Random Assignment Tables: Players can you the Master Unit List online database (see p. XX) to generate Random Assignment Tables off of which they can randomly determine units for this era; simply apply the correct filters.

Constructing Units: While the last few years have allowed Catalyst to start filling in the gaps for units manufactured during this time period, there’s any number of units fielded by various factions during this time frame that have never been published. As such, in place of using pre-existing designs, players may find more enjoyment creating additional variety through construction their own units. To do so, use the Primitive Construction Rules (see p. XX). 


In such instances, simply replace a randomly rolled unit from the MUL-generated Random Assignment Table by a vehicle or fighter that you’ve constructed that has the same tonnage, motive system, and basic design philosophy.

<<<begin table>>>

INNER SPHERE TECHNOLOGIES PROPOGATION TABLE (2021-2439)



Rulebook(s)/


Year of Technology Extinction (by Faction)


Weapon/Item (Mass Produced)
Rules Level
CC 
DC 
FS 
FW 
LC 
TC 
Periphery*



Armor 

Commercial Armor 
TW-TM/Std
???
???
???
???
???
~2400 
???


Industrial Armor
TW-TM/Std
???
???
???
???
???
2439 
???


Standard (or Heavy Industrial) Armor
TW-TM/Std
???
???
???
???
???
2439 
???




Autocannons 

AC/2
TW-TM/Std
???
???
???
???
???
~2300
???


AC/5
TW-TM/Std
???
???
???
???
???
2250
???


AC/10
TW-TM/Std
???
???
???
???
???
2460
???


AC/20
TW-TM/Std
???
???
???
???
2500
???
???

Cockpit Systems


’Mechs Cockpit
TW-TM/Std
???
???
???
???
???
~2300
???

Engines 

Combat Vehicle Fuel Cell
TO/Adv
???
???
???
???
???
2046
???


Military-Standard Fusion 
TW-TM/Std
???
???
???
???
???
~2021
???

Fire Control Systems


Basic Fire Control
TW-TM/Std
???
???
???
???
???
~2400
???


Advanced Fire Control
TW-TM/Std
???
???
???
???
???
~2439
???

Flamers


Standard
TW-TM/Std
???
???
???
???
???
2025
???

Gyros


Standard
TW-TM/Std
???
???
???
???
???
???
???

Heat Sinks

Standard 
TW-TM/Std
???
???
???
???
???
2022 
???

Lasers


Medium, Small 
TW-TM/Std
???
???
???
???
???
~2300 
???


Large 
TW-TM/Std
???
???
???
???
???
2316 
???

Missile Launchers

LRMs 5, 10, 15, 20
TW-TM/Std
???
???
???
???
???
2300 
???


SRMs 2, 4, 6
TW-TM/Std
???
???
???
???
???
2370 
???

Nail/Rivet Gun
TW-TM/Std
???
???
???
~2310
???
???
???

PPCs


Standard
TW-TM/Std
2860 
???
???
???
???
2460 
???

Retractable Blade
TW-TM/Std
???
???
???
???
???
2420
???

Spot Welder
TW-TM/Std
???
???
???
???
~2320
???
???

Structure

IndustrialMech
TW-TM/Std
???
???
???
???
???
2350 
???


Standard
TW-TM/Std
???
???
???
???
???
2439 
???

Tracks
TW-TM/Std
???
2440
???
???
???
???
???


Vehicular Dropchute
TO/Adv
???
???
???
???
???
2351
???

Battle Armor Tech 

Dropchute
TO/Adv
???
???
???
???
???
2351
???


Jump Jets/Jump Pack
TW-TM/Std
???
???
???
???
???
2050
???


Manipulators



Manipulator (Basic)
TW-TM/Std
???
???
???
???
???
2110
???



Cargo Lifter
TW-TM/Std
???
???
???
???
???
2110
???



Salvage Arm
TW-TM/Std
???
???
???
???
???
2415
???


Missile Launchers



Short Range Missile (SRM)
TW-TM/Std
???
???
???
???
???
2370
???


Missile Munitions



Infernos
TW-TM/Std
???
???
???
???
???
???
???



Particle Projector Cannon (Support)
TW-TM/Std
???
2436
???
???
???
???
???

Conventional Infantry Tech 

Field Artillery 
TO/Std 
???
???
???
???
???
2200
???
Heavy Weapons Ammunition 

Autocannons




Flak
TO/Adv
???
???
???
???
???
~2310
???


Tracer
TO/Adv
???
???
???
???
???
~2300
???

Flamer/Fluid Gun/Sprayer 



Inferno Fuel (Flamers/Fluid Guns)
TO/Adv
???
???
???
???
???
2400
???


Missiles



Harpoon (Standard SRMs)
TO/Adv
???
???
???
???
2400
???
???



Heat-Seeking (St. LRM/St. SRM)
TO/Adv
???
???
???
???
???
2340
???



Incendiary LRMs
TO/Adv
???
???
???
???
???
2341
???



Smoke (St. LRM/St. SRM)
TO/Adv
???
???
???
???
???
2333
???



Tar Gas (St. SRM)
TO/Adv
???
???
???
???
???
2375
???

Large Craft Tech 

Energy Storage Batteries
TO/Adv
???
???
???
???
???
2131
???


Light Sail
TO/Adv
???
???
???
???
???
2165
???

Naval Autocannons
TO/Adv
???
???
???
???
???
~2200
???

Naval Comm-Scanner Suite
TO/Adv
???
???
???
???
???
~2200
???


Naval Laser
TO/Adv
???
???
???
???
???
2305
???


Naval PPC
TO/Adv
???
???
???
???
???
2358
???


Power Collector/Microwave Trans.
TO/Adv
???
???
???
???
???
~2200
???

*Unless otherwise noted, Periphery dates reflect availability to Taurian Concordat, Magistracy of Canopus, and Outworlds Alliance only

~Circa
ABBREVIATIONS

TW: Total Warfare

TM: TechManual

CC: Capellan Confederation 

DC: Draconis Combine (and Free Rasalhague Republic)

FS: Federated Suns 

FW: Free Worlds League

LC: Lyran Commonwealth

TC: Terran Hegemony (includes the Terran Alliance/Western Alliance)

<<<end table>>>

The Star League Era (2571-2780)


Finally weary of wars without end, the Great Houses united under the Star League, ushering in a Golden Age of technology, relative peace—and hidden feuds. House Cameron, stewards of the Terran Hegemony and “first among equals,” held a distinct edge in military technology over the other League members, with better weapons, armor, and engineering making everything from their tanks and fighters to their BattleMechs and WarShips easily superior to those of their erstwhile allies. Even this edge, however, could not overcome the ambitions and rivalries that would tear down mankind’s greatest experiment in its prime.


Faction Available: Review the Factions and Eras Table (see p. XX) to determine which factions are available during this era.


Random Assignment Tables: Players can you the Master Unit List online database (see p. XX) to generate Random Assignment Tables off of which they can randomly determine units for this era; simply apply the correct filters. 


Also note that many formations employed during this era tended to be homogenous groups of same-type units, regardless of type. To reflect this, players may roll once per lance or company when determining weight class and unit type, rather than making multiple rolls for individual elements.

<<<begin table>>>

INNER SPHERE TECHNOLOGIES PROPOGATION TABLE (2440-2784)



Rulebook(s)/


Year of Technology Extinction (by Faction)


Weapon/Item (Mass Produced)
Rules Level
CC 
DC 
FS 
FW 
LC 
TC 
Periphery*


Active Probes 

Beagle Active Probe
TW-TM/Std
???
???
???
???
???
2576 
???


Anti-Missile System 
TW-TM/Std
???
???
???
???
???
2617 
???


Artemis IV FCS 
TW-TM/Std
???
???
???
???
???
2598 
???

Armor 

Ferro-Fibrous Armor 
TW-TM/Std
???
???
???
???
???
2571 
???


Ferro-Aluminum Armor 
TW-TM/Std
???
???
???
???
???
2571 
???

Artillery


Arrow IV Missile
TO/Adv
???
???
???
???
???
2600 
???

Autocannons 

LB 10-X AC 
TW-TM/Std
???
???
???
???
???
2598 
???


Ultra AC/5 
TW-TM/Std
???
???
???
???
???
2640 
???

CASE 
TW-TM/Std
???
???
???
???
???
2476 
???

Cockpit Systems


Cockpit Command Console
TO/Adv
???
???
???
???
???
2631 
???

ECM Suite


Guardian ECM Suite
TW-TM/Std
???
???
???
???
???
2597 
???

Engines 

XL Engine 
TW-TM/Std
???
???
???
???
???
2579 
???

Gauss Rifles 


Gauss Rifle 
TW-TM/Std
???
???
???
???
???
2590 
???

Heat Sinks

Double Heat Sinks 
TW-TM/Std
???
???
???
???
???
2567 
???

Jump Jets


Standard
TW-TM/Std
???
???
???
???
???
2471 
???

Lasers


ER Large Laser 
TW-TM/Std
???
???
???
???
???
2620 
???


Pulse Lasers (Small, Med., Large) 
TW-TM/Std
???
???
???
???
???
2609 
???

’Mech Jump Pack/’Mech Drop Pack
TO/Adv
???
???
???
???
???
2457 
???

Missile Launchers

Single-Shot (OS)
TW-TM/Std
???
???
???
???
???
2676 
???


Streak SRM 2 
TW-TM/Std
???
???
???
???
???
2647 
???

Mobile/Ground-Mobile HPGs
TO/Adv
???
???
???
???
???
2655/2751 
???

MASC 
TW-TM/Std
???
???
???
???
???
2740 
???

Narc Missile Beacon 
TW-TM/Std
???
???
???
???
???
2795 
???

PPCs


ER PPC 
TW-TM/Std
???
???
???
???
???
2460 
???

Structure

Endo-Steel
TW-TM/Std
???
???
???
???
???
2487 
???

TAG

TW-TM/Std
???
???
???
???
???
2600 
???

Battle Armor Tech 

Armor



Stealth (Basic)
TW-TM/Std
???
???
???
???
???
2710
???



Stealth (Standard)
TW-TM/Std
???
???
???
???
???
2720
???


ECM Suite
TW-TM/Std
???
???
???
???
???
2720
???


Extended Life Support
TW-TM/Std
???
???
???
???
???
2715
???

Heavy Weapons Ammunition 

Artillery



Arrow IV Illumination Missile
TO/Adv
???
???
???
???
???
2621
???


Arrow IV Homing Missile
TO/Adv
???
???
???
???
???
2600
???


Arrow IV Non-Homing Missile
TO/Adv
???
???
???
???
???
2600
???


Copperhead
TO/Adv
???
???
???
???
???
2645
???



Thunder (FASCAM)
TO/Adv
???
???
???
???
???
2621
???


Bombs



Arrow IV Homing (Air-Launched)
TO/Adv
???
???
???
???
???
2600
???



Arrow IV Non-Homing (Air-Laun.)
TO/Adv
???
???
???
???
???
2623
???



Thunder (FASCAM) 
TO/Adv
???
???
???
???
???
2623
???


Mines



Vibrabomb (Land)
TO/Adv
???
???
???
???
2445
???
???


Missiles



Swarm LRMs
TO/Adv
???
???
???
???
???
2621
???



Thunder LRMs
TO/Adv
???
???
???
???
???
2620
???


’Mech Mortar



Airburst
TO/Adv
???
???
???
???
???
2544
???



Anti-Personnel (AP)
TO/Adv
???
???
???
???
???
2544
???



Armor Piercing (Shaped-Charge)
TO/Adv
???
???
???
???
???
2531
???



Flare
TO/Adv
???
???
???
???
???
2536
???



Smoke
TO/Adv
???
???
???
???
???
2531
???


Remote Sensor
TO/Adv
???
???
???
???
???
2590
???

Large Craft Tech 

Docking Hardpoint w/K-F Boom
TO/Adv
???
???
???
???
???
2458
???


Lithium-Fusion Battery
TO/Adv
???
???
???
???
???
2531
???


Naval Gauss
TO/Adv
???
???
???
???
???
2448
???

Naval Missiles



Killer Whale
TO/Adv
???
???
???
???
???
???
???



White Shark
TO/Adv
???
???
???
???
???
???
???



Barracuda
TO/Adv
???
???
???
???
???
???
???



AR10 
TO/Adv
???
???
???
???
???
???
???



Kraken-T
TO/Adv
???
???
???
???
???
???
???



Killer Whale-T
TO/Adv
???
???
???
???
???
???
???



White Shark-T
TO/Adv
???
???
???
???
???
???
???



Barracuda-T
TO/Adv
???
???
???
???
???
???
???


*Unless otherwise noted, Periphery dates reflect availability to Taurian Concordat, Magistracy of Canopus, and Outworlds Alliance only

ABBREVIATIONS

TW: Total Warfare

TM: TechManual

CC: Capellan Confederation 

DC: Draconis Combine (and Free Rasalhague Republic)

FS: Federated Suns 

FW: Free Worlds League

LC: Lyran Commonwealth

TC: Terran Hegemony (includes the Terran Alliance/Western Alliance)

<<<end table>>>

succession wars ERA 


The following rules can be used when playing in the Succession Wars Era.

<<<begin table>>>

SUCCESSION WAR UNITS TABLE




Succession War Eras

Present-Day Force 
First War 
Second War 
Early Third War 
Late Third War 
Fourth War

Faction/Unit Rating 
(2751-2821) 
(2822-2864) 
(2865-2950) 
(2951-3025) 
(3026-3030)

Inner Sphere/A 
D1, B3 
D2, B2 
D3, B1* 
D3, B1*‡ 
D4, NA

Inner Sphere/B 
D2, B2 
D3, B1* 
D4, NA 
D4†, NA 
D4†, NA

Inner Sphere/C 
D2, B2* 
D4, NA 
F4, NA 
F4†, NA 
F4†, NA

Inner Sphere/D 
F3, B1* 
F4, NA 
F4†, NA 
F4‡, NA 
F4†, NA

Inner Sphere/F 
F4, NA 
F4†, NA 
F4‡, NA 
F4§, NA 
F4‡, NA

Periphery/A 
B2, B2 
B3, B1* 
B3, B1*‡ 
B4, NA 
B4, NA

Periphery/B 
B3, B1* 
B4, NA 
B4, NA 
C4†, NA 
C4, NA

Periphery/C 
C3, B1*‡ 
C4, NA 
C4†, NA 
C4‡, NA 
C4†, NA

*Downgraded Star League technology. Replace 1D6 Level 2 items in one of these units with an appropriate Level 1 item.

†Lightly Damaged Unit: One of these units (chosen at random) receives 1 point of damage for every 5 tons of weight, distributed randomly in 5-point (or fraction thereof) groups. Do not roll critical effects, even if internal structure is damaged.

‡Moderately Damaged Unit: One of these units (chosen at random) receives 2 points of damage for every 5 tons of weight, distributed randomly in 5-point (or fraction thereof) groups. Determine one critical hit to a random location, as well as any possible critical hits suffered from any internal structure damage. Disregard any hits that would immobilize or kill the unit, including cockpit/crew killed hits, ammunition hits, and destroyed motive systems and gyros.

§Heavily Damaged Units: Two of these units (chosen at random) each receive 4 points of damage for every 5 tons of weight, distributed randomly in 5-point (or fraction thereof) groups. Determine two critical hits per unit, each to a random location, in addition to any possible critical hits suffered through internal structure damage. Disregard any hits that would immobilize or kill either unit, including cockpit/crew killed hits, ammunition hits, and destroyed motive systems and gyros.

<<<ned table>>>

The Succession Wars Era (2781-3049)


The fall of the Star League brought about three centuries of endless conflict known collectively as the Succession Wars. Even before the actual start of the First War in 2786, the rival Houses, each claiming the right to rule the shattered League, began to tear the Camerons’ legacy asunder, eventually launching a holocaust that consumed the Terran Hegemony and burned away the technological progress of the previous two centuries in nuclear fire and relentless warfare. Beginning with the departure of Kerensky’s Star League Defense Force and the formation of ComStar, the Succession Wars finally ran their course with the rise of the Steiner-Davion alliance and their short-lived Federated Commonwealth.


Campaigns set in the first two Succession Wars would see the waning of Star League technology thanks to the rampant use of nuclear and biochemical warfare, while the Third War saw a resultant decline of military sophistication as resources grew increasingly scarce. Signs of recovery, however, began to appear with the Fourth Succession War. These effects are reflected by the following rules:


Faction Available: Review the Factions and Eras Table (see p. XX) to determine which factions are available during this era.


Note that while the Clans exist during this timeframe, they have no interaction with the Inner Sphere. 


Random Assignment Tables: Players can you the Master Unit List online database (see p. XX) to randomly determine units for this era; simply apply the correct era filter. 


To determine the BattleMech, combat vehicle, and aerospace fighter forces available to the various Inner Sphere and Periphery factions during the Succession Wars, the Succession War Units Table (see above) provides a guide that approximately translates an Inner Sphere or Periphery force’s present-day (3067) Equipment Rating with its equivalent rating for each given era. Forces that do not have a present-day Equipment Rating may assume a rating of C in their home faction for the purposes of determining their Succession Wars-era compositions.


Each listing provides two letter-number codes, separated by a comma. These letter-number combinations yield the equivalent equipment rating (on present-day tables) for a certain number of units per each four-unit grouping (i.e. BattleMech or combat vehicle lances). The first letter-number code indicates the number of units for each group that the force determines from the appropriate column of its “home faction” Random Unit Assignment Table. The second combination designates the equipment ratings and number of units per group that may be rolled on the present-day ComStar or Word of Blake Random Unit Assignment Tables (at the player’s option). A listing of “NA” for this second letter-number combination means the group may not roll on the ComStar or Word of Blake tables at all. So, for instance, an A-rated Lyran BattleMech force in the present day receives a listing of “D1, B3” during the First Succession War, meaning the controlling player rolls once per lance on the “D” column of the Lyran Alliance Random BattleMech Table (in either Field Manual: Updates or Field Manual: Lyran Alliance) and rolls three times per lance on the “B” column of the ComStar or Word of Blake Random Unit Assignment Tables. The same force in the Fourth Succession War, however, may only use the “F” column of the Lyran Random Unit Assignment Tables for all four BattleMechs per lance, reflecting the end result of three hundred years of attrition.


As time passed during the Succession Wars, technology gradually downgraded, and many units began to ride into combat in increasingly poor states of repair. To reflect this, some entries on the Succession War Units Table indicate when certain units must suffer downgrades or some form of pre-existing damage.

Downgrades: In the case of downgrades, the controlling player must roll 1D6 for the affected unit and reduce that many Level 2 (and Level 3, if any) items—including armor, heat sinks, and engines—to an equivalent in Level 1 technology (see p. 154, FMMercs, for a listing of all Level 1 equipment). Note that a unit cannot downgrade more systems than it already has, so a downgraded unit that sports ferro-fibrous armor and double heat sinks as its only Level 2 equipment need only downgrade its armor and sinks to their standard versions, even if the controlling player rolled up 6 items to downgrade. However, once all downgrades have been made, the downgraded unit must still be legal by the construction rules presented in the BMR.


Pre-Existing Damage: Units that receive pre-existing damage suffer the indicated amount of damage and critical hits, determining the locations and any critical hits randomly against the affected units. For BattleMechs, use the Front/Back column to determine the locations of all damage. Aerospace fighters and conventional aircraft use the Above/Below column. For conventional combat vehicles, determine the location of any damage by first rolling a direction of attack (using the BattleMech Facing After a Fall chart) before rolling the hit location of any damage. Note that no units may take to the field if it has suffered any critical damage that would render it completely inoperative or immobilized, so any critical damage that would destroy a unit or reduce its mobility to 0 must be rerolled. If the second result also destroys or immobilizes the unit, disregard both results and simply apply an additional 5 points of damage to a random location. 
<<<begin table>>>

INNER SPHERE extinct TECHNOLOGIES propagation TABLE (2785-2950)



Rulebook(s)/


Year of Technology Extinction (by Faction)


Weapon/Item (Mass Produced)
Rules Level
CC 
DC 
FS 
FW 
LC 
CS 
Periphery*

Active Probes 

Beagle Active Probe
TW-TM/Std
2835 
???
???
???
???
Always 
???

Anti-Missile System 
TW-TM/Std
2796 
???
???
???
???
Always 
???


Artemis IV FCS 
TW-TM/Std
2855 
???
???
???
???
Always 
???
Armor 

Ferro-Fibrous Armor 
TW-TM/Std
2810 
???
???
???
???
Always 
???

Ferro-Aluminum Armor 
TW-TM/Std
2810 
???
???
???
???
Always 
???

Artillery


Arrow IV Missile
TO/Adv
2830
???
???
???
???
Always
???

Autocannons 

LB 10-X AC 
TW-TM/Std
2840 
???
???
???
???
Always 
???

Ultra AC/5 
TW-TM/Std
2915 
???
???
???
???
Always 
???
CASE 
TW-TM/Std
2840 
???
???
???
???
Always 
???
Cockpit Systems


Cockpit Command Console
TO/Adv
2850
???
???
???
???
Always
???

ECM Suite


Guardian ECM Suite
TW-TM/Std
2845 
???
???
???
???
Always 
???
Engines 

Combat Vehicle Fission (Introduced)
TO/Adv
???
???
???
???
???
???
2882§§


XL Engine 
TW-TM/Std
2865 
???
???
???
???
Always 
???
Gauss Rifles 


Gauss Rifle 
TW-TM/Std
2865 
???
???
???
???
Always 
???
Heat Sinks

Double Heat Sinks 
TW-TM/Std
2865 
???
???
???
???
Always 
???
Lasers


ER Large Laser 
TW-TM/Std
2950 
???
???
???
???
Always 
???

Pulse Lasers (Small, Med., Large) 
TW-TM/Std
2950 
???
???
???
???
Always 
???
Missile Launchers

Single-Shot (OS)
TW-TM/Std
2800
???
???
???
???
Always 
???

Streak SRM 2 
TW-TM/Std
2845 
???
???
???
???
Always 
???
Mobile/Ground-Mobile HPGs
TO/Adv
???
???
???
???
???
??? 
???

MASC 
TW-TM/Std
2795 
???
???
???
???
Always 
???
Narc Missile Beacon 
TW-TM/Std
2795 
???
???
???
???
Always 
???

PPCs


ER PPC 
TW-TM/Std
2860 
???
???
???
???
Always 
???
Structure

Endo-Steel
TW-TM/Std
2850 
???
???
???
???
Always 
???
TAG

TW-TM/Std
2835
???
???
???
???
Always 
???
Battle Armor Tech 

Armor



Stealth (Basic)
TW-TM/Std
2770
???
???
???
???
Always
???



Stealth (Standard)
TW-TM/Std
2770
???
???
???
???
Always
???

Heavy Weapons Ammunition 

Artillery



Arrow IV Illumination Missile
TO/Adv
2831
???
???
???
???
???
???


Arrow IV Homing Missile
TO/Adv
2830
???
???
???
???
???
???


Arrow IV Non-Homing Missile
TO/Adv
2600
???
???
???
???
???
???


Copperhead
TO/Adv
2825
???
???
???
???
???
???


Thunder (FASCAM)
TO/Adv
2833
???
???
???
???
???
???

Bombs



Arrow IV Homing (Air-Launched)
TO/Adv
2830
???
???
???
???
???
???



Arrow IV Non-Homing (Air-Laun.)
TO/Adv
2859
???
???
???
???
???
???



Thunder (FASCAM) 
TO/Adv
2840
???
???
???
???
???
???


Missiles



Swarm LRMs
TO/Adv
2833
???
???
???
???
???
???



Thunder LRMs
TO/Adv
2840
???
???
???
???
???
???

Large Craft Tech 

Lithium-Fusion Battery
TO/Adv
2819
???
???
???
???
???
???


Naval Autocannons
TO/Adv
???
???
???
???
???
???
???


Naval Comm-Scanner Suite
TO/Adv
???
???
???
???
???
???
???


Naval Gauss
TO/Adv
???
???
???
???
???
???
???


Naval Laser
TO/Adv
???
???
???
???
???
???
???


Naval PPC
TO/Adv
???
???
???
???
???
???
???


Naval Missiles



Killer Whale
TO/Adv
???
???
???
???
???
???
???



White Shark
TO/Adv
???
???
???
???
???
???
???



Barracuda
TO/Adv
???
???
???
???
???
???
???



AR10 
TO/Adv
???
???
???
???
???
???
???



Kraken-T
TO/Adv
???
???
???
???
???
???
???



Killer Whale-T
TO/Adv
???
???
???
???
???
???
???



White Shark-T
TO/Adv
???
???
???
???
???
???
???



Barracuda-T
TO/Adv
???
???
???
???
???
???
???


*Unless otherwise noted, Periphery dates reflect availability to Taurian Concordat, Magistracy of Canopus, and Outworlds Alliance only

§§Taurian Concordat only; this item was introduced during this time frame, not going extinct.

ABBREVIATIONS

TW: Total Warfare

TM: TechManual

CC: Capellan Confederation 

DC: Draconis Combine (and Free Rasalhague Republic)

FS: Federated Suns 

FW: Free Worlds League

LC: Lyran Commonwealth

CS: ComStar

<<<end table>>>

<<<begin table>>>

clan TECHNOLOGIES propagation TABLE (2820-3049)



Rulebook(s)/



Year of Technology Extinction (by Faction)

Weapon/Item (Mass Produced)
Rules Level
BS 
B 
CC 
C 
FM 
GB 
GS
HH
IH
JF
M*
NC
SF¥
SJ
SR
SA
SV
Wi†
Wo
W‡


Active Probes 


Active Probe
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Light Active Probe
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Anti-Missile System
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Anti-Personnel Pods
TW-TM/Std
~2850
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Autocannons


LB 2-X, 5-X, 10-X, 20-X
TW-TM/Std
~2820
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Ultra 2, 5, 10, 20 
TW-TM/Std
~2820
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

CASE
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

ECM Suite
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Engine


XL
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Heat Sinks


Double
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Lasers


ER Large, Medium, Small
 TW-TM/Std
~2820
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Large Pulse, Medium, Small
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Machine Guns

Standard
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Missile Launchers


LRM 5, 10, 15, 20
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

SRM 2, 4, 6
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Streak SRM 2, 4, 6
TW-TM/Std
~2820
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Narc Missile Beacon
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

PPCs


ER PPC
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Structure



Standard
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Targeting Computer
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
2860
???
???
???
???
???
???
???
???
???

Battle Armor Tech 

Active Probe, Light
TW-TM/Std
~2900
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Armor



Standard (Basic)
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
2868
???



Stealth (Basic)
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???



Stealth (Standard)
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Detachable Missile Pack
TW-TM/Std
~2870
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Flamer
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
2868
???


Fuel Tank
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
2868
???


HarJel
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
~2840
???
???
???
???
???
???
???


Heat Sensor
TW-TM/Std
~2880
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Improved Sensors
TW-TM/Std
~2890
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Laser



Standard Small
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???



Pulse Small
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


ER Small
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Machine Guns



Standard
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Manipulators



Battle Claw
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
2868
???


Space Operations Adaptation
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
~2900
???
???
???
???
???

Heavy Weapons Ammunition
Missile

Thunder LRM (FASCAM)
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

*Clan Mongoose was absorbed by Clan Smoke Jaguar in 2868.

†Clan Widowmaker was absorbed by Clan Wolf in 2834.

‡Clan Wolverine was annihilated by Clan Wolf in 2823.

¥Clan Sea Fox changed its name to Clan Diamond Shark in 2985.

~Circa
ABBREVIATIONS

TW: Total Warfare
TM: TechManual
TO: Tactical Operations

BS: Clan Blood Spirit

B: Clan Burrock

CC: Clan Cloud Cobra 

C: Clan Coyote

FM: Clan Fire Mandrill

GB: Clan Ghost Bear

GS: Clan Goliath Scorpion

HH: Clan Hell’s Horses

IH: Clan Ice Hellion

JF: Clan Jade Falcon

M: Clan Mongoose

NC: Clan Nova Cat

SF: Clan Sea Fox

SJ: Clan Smoke Jaguar

SR: Clan Snow Raven

SA: Clan Star Adder

SV: Clan Steel Viper

Wi: Clan Widowmaker

Wo: Clan Wolf

W: Clan Wolverine

<<<end table>>>

<<<begin table>>>

INNER SPHERE recovered TECHNOLOGIES PROPaGATION TABLE (3011-3049)



Rulebook(s)/


Year of Upgrade Availability (by Faction)


Weapon/Item (Mass Produced)
Rules Level
CC 
DC 
FS 
FW 
LC 
CS 
Periphery*

Active Probes 

Beagle Active Probe
TW-TM/Std
3045 
3050 
3048 
3047 
3048 
Always 
3065

Anti-Missile System 
TW-TM/Std
3045 
3045 
3040 
3045 
3040 
Always 
3065


Artemis IV FCS 
TW-TM/Std
3040 
3045 
3045 
3035 
3045 
Always 
3065

Armor 

Ferro-Fibrous Armor 
TW-TM/Std
3045 
3040 
3042 
3045 
3042 
Always 
3045§


Ferro-Aluminum Armor
TW-TM/Std
???
3040
???
???
???
Always
???

Artillery


Arrow IV Missile
TO/Adv
3044
???
???
???
???
Always
???

Autocannons 

LB 10-X AC 
TW-TM/Std
3040 
3040 
3035 
3040 
3037 
Always 
3065


Ultra AC/5 
TW-TM/Std
3040 
3040 
3035 
3040 
3037 
Always 
3065

BattleMech Full-Head Ejection System
TO/Adv
???
???
???
???
3023
???
???

BattleMech Melee Weapons 

BattleMech Axe/Hatchet 
TW-TM/Std
3030 
3028 
3025 
3030 
3022 
3030 
3025

CASE 
TW-TM/Std
3042 
3036 
3040 
3045 
3040 
Always 
3065

Cockpit Systems


Cockpit Command Console
TO/Adv
???
???
3030
???
???
???
???

ECM Suite


Guardian ECM Suite
TW-TM/Std
3045 
3050 
3048 
3047 
3048 
Always 
3065

Engines 

XL Engine 
TW-TM/Std
3045 
3045 
3048 
3045 
3035 
Always 
3065

Gauss Rifles 


Gauss Rifle 
TW-TM/Std
3045 
3040 
3043 
3040 
3040 
Always 
3065

Heat Sinks

Double Heat Sinks 
TW-TM/Std
3045 
3047 
3040 
3045 
3042 
Always 
3052§

Lasers


ER Large Laser 
TW-TM/Std
3045 
3037 
3045 
3039 
3042 
Always 
3065


ER PPC 
TW-TM/Std
3040 
3037 
3042 
3039 
3042 
Always 
3065


Pulse Lasers (Small, Med., Large) 
TW-TM/Std
3040 
3037 
3042 
3039 
3042 
Always 
3054§

Missile Launchers

’Mech Mortar/1, /2, /4, /8
TO/Adv
???
???
3043
???
3043
Always
???


Single-Shot (OS)
TW-TM/Std
???
???
???
3030
???
Always
???


Streak SRM 2 
TW-TM/Std
3040 
3040 
3040 
3035 
3040 
Always 
3054§

MASC 
TW-TM/Std
3035 
3040 
3040 
3040 
3040 
Always 
3065

Narc Missile Beacon 
TW-TM/Std
3040 
3045 
3045 
3035 
3045 
Always 
3065

Structure

Endo-Steel
TW-TM/Std
3042 
3035 
3040 
3042 
3040 
Always 
3065

TAG

TW-TM/Std
???
???
3044
???
???
Always
???

Battle Armor Tech 

Space Operations Adaptation 
TW-TM/Std
???
???
???
???
???
???
3011§§

Heavy Weapons Ammunition 

Artillery



Arrow IV Illumination Missile
TO/Adv
3047
???
???
???
???
???
???

Bombs


Arrow IV Homing (Air-Launched)
TO/Adv
3047
???
???
???
???
???
???



Arrow IV Non-Homing (Air-Laun.)
TO/Adv
3046
???
???
???
???
???
???

Large Craft Tech 

Lithium-Fusion Battery
TO/Adv
???
???
3043
???
3043
???
???

*Unless otherwise noted, Periphery dates reflect availability to Taurian Concordat, Magistracy of Canopus, and Outworlds Alliance only

§Taurian Concordat only; Magistracy of Canopus, Marian Hegemony, and Outworlds Alliance, 3055; Others 3065

§§Taurian Concordat only
ABBREVIATIONS

TW: Total Warfare

TM: TechManual

CC: Capellan Confederation (and St. Ives Compact) 

DC: Draconis Combine (and Free Rasalhague Republic)

FS: Federated Suns 

FW: Free Worlds League

LC: Lyran Commonwealth

CS: ComStar

<<<end table>>>

clan invasion ERA 


The following rules can be used when playing in the Clan Invasion Eras.

<<<begin table>>>

POST-SUCCESSION WAR UNITS TABLE

Present-Day Force 


Post-Succession War Era

Faction/Unit Rating 
(3031-3039) 
(3040-3049) 
(3050-3060) 
(3061-3067)
(3068-3085)

Inner Sphere/A 
D3§, B1* 
D2§, B2* 
B2, B2 
A4, NA

Inner Sphere/B 
D3§†, B1* 
D3§, B1* 
C3, B1 
B4, NA

Inner Sphere/C 
D4, NA 
F3§, B1* 
D3§, B1* 
C4, NA

Inner Sphere/D 
F4†, NA 
F4, NA 
F4§, NA 
D4, NA

Inner Sphere/F 
F4‡, NA 
F4†, NA 
F4, NA 
F4, NA

ComStar and WoB/A 
B2, B2* 
B3, B1* 
A2, B2 
A4, NA

ComStar and WoB/B 
B1, B3* 
B2, B2* 
A3, B1 
B4, NA

Periphery/A 
B4*, NA 
B3, B1* 
A3, B1 
A4, NA

Periphery/B 
C4, NA 
B4, NA 
C4§, NA 
B4, NA

Periphery/C 
C4†, NA 
C4, NA 
C4†, NA 
C4, NA

*Downgraded Star League technology. Replace 1D6 Level 2 items in one of these units with an appropriate Level 1 item.

†Lightly Damaged Unit: One of these units (chosen at random) receives 1 point of damage for every 5 tons of weight, distributed randomly in 5-point (or fraction thereof) groups. Do not roll critical effects, even if internal structure is damaged.

‡Moderately Damaged Unit: One of these units (chosen at random) receives 2 points of damage for every 5 tons of weight, distributed randomly in 5-point (or fraction thereof) groups. Determine one critical hit to a random location, as well as any possible critical hits suffered from any internal structure damage. Disregard any hits that would immobilize or kill the unit, including cockpit/crew killed hits, ammunition hits, and destroyed motive systems and gyros.

§Upgrade: Replace 1D6-1 (minimum of 1) Level 1 items on one unit with an appropriate Level 2 item chosen from the Upgraded Technologies Table below, based on faction and date of availability.

<<<end table>>>

The Post-Succession War Eras (3031-Present)


The era following the Fourth Succession War saw a series of significant but smaller conflicts, including the War of 3039, the Ronin Wars, and the Andurien-Canopian War, as the Great Houses collectively adjusted to a radically altered Inner Sphere. The discovery of the Helm Memory Core by the Gray Death Legion mercenary command heralded a renaissance of lost technologies, leading to a recovery of some of the weapons once claimed solely by House Cameron, the SLDF, and their successors in ComStar.


The recovery proved fortuitous, for on the eve of the 3050s, Kerensky’s descendants returned to the Inner Sphere with a vengeance, posing a threat so great that it briefly united the warring factions they left behind and even heralded the creation of a new Star League. The Clan invasion in particular sparked a surge in the development of military technology that continues even today, including an explosion of new BattleMech, combat vehicle, and aerospace fighter designs.


Campaigns set in the post-Succession Wars era would see the return of Star League technology thanks to the Helm Core and a rising tide of refits that vastly improved the capabilities of existing designs. Surges of new development soon followed during the conflicts of late 3030s and the Clan invasion that began barely a decade later. These effects are reflected by the following rules:


The Great Houses of Kurita, Liao, and Marik, and an alliance between the Steiner and Davion Houses, dominated much of the Inner Sphere, along with smaller powers such as the Free Rasalhague Republic and the St. Ives Compact. The Magistracy of Canopus, Outworlds Alliance, and Taurian Concordat were joined in the Periphery by numerous smaller realms, the largest and most aggressive of which were the Marian Hegemony and the Circinus Federation. ComStar’s military might finally surfaced during this age, and the Clans became a major influence after 3050. Mercenaries and pirates were commonplace, with some—such as the Wolf’s Dragoons and Belt Pirates—even achieving sufficient size to make their own distinctive impact on the interstellar scene. Moreover, the fallout from the Truce of Tukayyid and the fraying of the Steiner-Davion alliance would create major upheavals in the political landscape, including the formation of the Word of Blake splinter groups, the separation of the Lyran and FedSuns states, a scattering of minor independent worlds and micro-factions in the Chaos March, and even the creation of a new Star League.


To determine the BattleMech, combat vehicle, and aerospace fighter forces available to the various Inner Sphere and Periphery factions during the post-Succession Wars eras, the Post-Succession War Units Table below follows the same basic guide for approximately translating a 3067-era Inner Sphere or Periphery force’s Equipment Rating with its equivalent for each given era. (As before, forces that do not have a present-day Equipment Rating may assume a rating of C in their home faction for the purposes of determining their post-Succession Wars-era compositions.)


As with the Succession Wars Units Table, each listing in the Post-Succession Wars Units Table provides two letter-number codes, separated by a comma. These letter-number combinations yield the equivalent equipment rating (on present-day tables) for a certain number of units per each four-unit grouping (i.e., BattleMech or combat vehicle lances). The first letter-number code indicates the number of units for each group that the force determines using its appropriate “home faction” column of the appropriate Random Unit Assignment Table, while the second combination designates the equipment ratings and number of units a group may roll on the present-day ComStar or Word of Blake Random Unit Assignment Tables (at the player’s option). A listing of “NA” for this second letter-number combination means the group may not roll on the ComStar or Word of Blake tables at all.


With the ending of the Succession Wars, the discovery of the Helm Core, and the arrival of the Clans, technology gradually improved across the Inner Sphere. Though some units still rode into combat in some degree of disrepair, others began to emerge sporting upgraded technologies. To reflect this, some entries on the Post-Succession War Units Table indicate when certain units must suffer downgrades or pre-existing damage and when some may receive upgrades.


Downgrades: The rules for Succession Wars-era downgrades remain the same for the post-Succession Wars era.


Pre-Existing Damage: The rules for Succession Wars-era pre-existing damage remain the same for the post-Succession Wars era.


Upgrades: Starting around the 3030s, certain elements of recovered Star League technology—plus a host of new technologies—began to surface among the armed forces of the Successor States, first coming into widespread use in the form of various field refits. To reflect this, the controlling player of any units designated to receive upgrades on the table rolls 1D6, subtracting one from the result (to a minimum of 1). The result is the number of items on the unit that may be upgraded to an appropriate piece of the following Level 2 Inner Sphere technologies. The year of each item’s widespread introduction (not counting the limited run of prototype tech like the early “freezers” used during the War of 3039, or the chemically flawed triple-strength myomers used in the Fourth War era), as well as the year in which it became widely enough available—through trade or manufacturing— for routine upgrades in the armies of each major Inner Sphere power and the Periphery are listed in the Upgraded Technologies Table (see p. XX).
<<<begin table>>>

INNER SPHERE UPGRADED TECHNOLOGIES PROPaGATION TABLE (3050-3061)


 
Rulebook(s)/


Year of Upgrade Availability (by Faction)

Weapon/Item (Mass Produced)
Rules Level
CC 
DC 
FS 
FW 
LA 
CS/WB 
Periphery*

A-Pod 
TW-TM/Std
3056 
3056 
3056 
3057 
3056 
3055 
3065

Autocannons 

LB 2-X AC, 5-X AC, and 20-X AC 
TW-TM/Std
3060 
3060 
3058 
3060 
3059 
3061 
NA


Ultra AC/20 
TW-TM/Std
3061 
3061 
3060 
3060 
3059 
3061 
NA

BattleMech Melee Weapons 

Claws
TO/Adv
???
???
???
???
3060
???
???


Mace
TO/Adv
???
???
???
???
3061
???
???


BattleMech Sword 
TW-TM/Std
3060 
3058 
3060 
3060 
3060 
3060 
3060

C3 Systems 


C3 System (Master & Slave) 
TW-TM/Std
3060
 3050 
3058 
3060 
3058 
3060 
NA

Gauss Rifles


Light Gauss Rifle 
TW-TM/Std
3058 
3061 
3059 
3057 
3060 
3059 
3067


Heavy Gauss Rifle 
TW-TM/Std
NA 
3066 
3067 
3066 
3061 
NA 
NA

Lasers


ER Small and Medium Lasers 
TW-TM/Std
3060 
3061 
3059 
3058 
3060 
3059 
3067

Missile Launchers

Improved One-Shot Launcher
TO/Adv
???
3056
???
???
???
???
???


MRM 
TW-TM/Std
3065 
3058 
3063 
3064 
3063 
3065 
NA

Mobile Field Base
TO/Adv
???
???
3059
???
3059
???
???

Pod (Omni) Technology 
TW-TM/Std
3060 
3052 
3057 
3058 
3057 
3058 
3065

Screen Launcher
TW-TM/Std
???
3055
???
???
???
???
???

Triple-Strength Myomer 
TW-TM/Std
3050 
3059 
3055 
3060 
3055 
3065 
NA

Battle Armor Tech 

Active Probe, Light 
TW-TM/Std
???
???
3050
???
???
???
???


Armor



Standard (Prototype)
TW-TM/Std
???
3050
3050
???
3050
???
???



Standard (Basic)
TW-TM/Std
3052
3052
3052
3052
3052
3052
???



Standard (Advanced)
TW-TM/Std
???
???
???
3057
???
???
???



Stealth (Prototype)
TW-TM/Std
???
???
3050
???
3050
???
???



Stealth (Basic)
TW-TM/Std
???
3052
???
???
???
???
???



Stealth (Standard)
TW-TM/Std
???
3052
???
???
???
???
???



Stealth (Improved)
TW-TM/Std
???
???
???
3057
???
???/3057
???



Mimetic
TW-TM/Std
???
???
???
???
???
???/3061
???


Camo System 
TW-TM/Std
???
???
???
???
???
2800/NA
???


Detachable Missile Pack
TW-TM/Std
???
???
3051
???
???
???
???


Flamer
TW-TM/Std
???
???
3050
???
???
???
???


Fuel Tank
TW-TM/Std
???
???
3050
???
???
???
???


Gauss Rifle
TW-TM/Std
???
???
???
???
???
???
???


Heat Sensor
TW-TM/Std
???
???
3050
???
???
???
???


Improved Sensors
TW-TM/Std
???
???
???
???
3051**
???
???


Jump Booster
TW-TM/Std
???
???
???
???
3051**
???
???

Laser




Standard Small, Medium 
TW-TM/Std
???
???
???
???
???
???
???



ER Small, Medium
TW-TM/Std
???
???
???
???
???
???
???



Pulse Small, Medium
TW-TM/Std
???
???
???
???
???
???
???


Manipulators



Magnetic Claws
TW-TM/Std
???
???
???
???
???
???
???



Mine Clearance Equipment
TW-TM/Std
3057
???
???
???
???
???
???



Vibro-Claw
TW-TM/Std
???
3054
???
???
???
???
???



Modular Equipment Adaptor
TW-TM/Std
???
3058
???
???
???
???
???


Missile Launchers



Long Range Missile (LRM)
TW-TM/Std
???
???
3057
???
3057
???
???



Single-Shot (OS)
TW-TM/Std
???
???
???
???
???
???
???



Torpedoes
TW-TM/Std
???
???
???
???
???
???
???


Standard Modular Weapon Mount
TW-TM/Std
???
???
???
???
???
???
???

Anti-Personnel Weapon Mount
TW-TM/Std
???
???
???
???
???
???
???

Modular Turret Mount
TW-TM/Std
???
???
???
???
???
???
???

Modular Turret Mount (Configurable)
TW-TM/Std
???
???
???
???
???
???
???


Narc

TW-TM/Std
???
???
???
???
???
???/3061
???


Needler (Firedrake)
 TW-TM/Std
???
???
???
???
3061
???
???


Partial Wing
TW-TM/Std
???
3053
???
???
???
???
???


Pop-U Mine
TW-TM/Std
???
???
3050
???
3050
???
???

TAG (Light)
TW-TM/Std
???
3053
???
???
???
???
???

Conventional Infantry Tech 

Disposable Weapons 
TO/Std 
???
???
???
???
???
???
???
Heavy Weapons Ammunition 

Artillery



Copperhead
TO/Adv
3051
???
???
???
???
???
???



Inferno-IV Missile
TO/Adv
3055
???
???
???
???
???
???



Thunder (FASCAM)
TO/Adv
3051
???
???
???
???
???
???


Autocannons



Armor-Piercing AC 
TW-TM/Std
???
???
3059
???
???
???
???


Flechette AC 
TW-TM/Std
???
???
3055
???
???
???
???

Bombs



Thunder (FASCAM) 
TO/Adv
3052
???
???
???
???
???
???


Grenade Launcher



Chaff
TO/Adv
???
3052
???
???
???
???
???


Mines



Inferno (Land/Sea)
TO/Adv
3055
???
???
???
???
???
???


Missiles



Flare LRMs 
TW-TM / Std
???
???
???
3054
???
???
???


Fragmentation Missiles 
TW-TM / Std
???
???
???
3050
???
???
???


Harpoon SRMs 
TW-TM / Std
???
???
???
???
???
???
???


Incendiary LRMs 
TW-TM / Std
???
???
???
3053
???
???
???


Semi-Guided LRMs 
TW-TM / Std
???
???
???
3057
???
???
???


Swarm LRMs 
TW-TM / Std
???
???
3053
???
???
???
???


Swarm-I LRMs 
TW-TM / Std
???
???
???
3057
???
???
???


Tear Gas SRMs 
TW-TM / Std
???
???
???
???
???
???
???


Thunder LRMs 
TW-TM / Std
???
???
3052
???
???
???
???



Thunder-Augmented LRMs
TW-TM / Std
3057
???
???
???
???
???
???



Thunder-Inferno LRMs
TW-TM / Std
3056
???
???
???
???
???
???



Thunder-Vibrabomb LRMs
TW-TM / Std
3057
???
???
???
???
???
???



Thunder-Active LRMs
TW-TM / Std
3058
???
???
???
???
???
???

Narcs



Narc Homing Pods 
TW-TM / Std
???
???
???
???
???
???
???


Narc Explosive Pods
TW-TM / Std
???
3058
???
???
???
???
???
Large Craft Tech 

Naval C3
TO/Adv
???
3055
???
???
???
???
???


Satellite Imagers



Hyperspectral Imager
TO/Adv
???
???
3055
???
3055
???
???

*Unless otherwise noted, Periphery dates reflect availability to Taurian Concordat, Magistracy of Canopus, and Outworlds Alliance only

**Designed first by Gray Death Legion (mercenary)

ABBREVIATIONS

TW: Total Warfare

TM: TechManual

CC: Capellan Confederation (and St. Ives Compact) 

DC: Draconis Combine (and Free Rasalhague Republic)

FS: Federated Suns 

FW: Free Worlds League

LA: Lyran Alliance (Commonwealth) 

CS/WB: ComStar/Word of Blake

<<<end table>>>

<<<begin table>>>

clan TECHNOLOGIES propagation TABLE (3050-3061)



Rulebook(s)/



Year of Technology Extinction (by Faction)

Weapon/Item (Mass Produced)
Rules Level
BS 
B* 
CC 
C 
DS
FM 
GB 
GS
HH
IH
JF
NC‡
SF
SJ†
SR
SA
SV
Wo
WiE§
Armor

ProtoMech
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???

Ferro-fibrous
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Ferro-aluminum
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Heat Sinks


ProtoMech
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???

Jump Jets


ProtoMech
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???



Improved
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
3069
3069

Lasers


Heavy, Small, Medium Large
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
3059
???
???
???


ER Micro
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???


Micro Pulse
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???

Machine Guns


Light
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???


Heavy
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3059
???
???
???
???
???

Missile Launchers


Advanced Tactical Missile 
TW-TM/Std
???
???
???
3054
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

TAG


Light TAG
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
3054
???

Structure



ProtoMech
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???


Battle Armor Tech 

Armor



Stealth (Improved)
TW-TM/Std
~3058
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???



Fire Resistant
TW-TM/Std
???
???
???
???
???
3058
???
???
???
???
???
???
???
???
???
???
???
???
???


Bomb Rack
TW-TM/Std
???
???
3060
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Lasers


Heavy Small, Medium
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
3059
???
???
???



Pulse Micro
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???



ER Micro
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???


Machine Guns



Light
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3060
???
???
???
???
???



Heavy
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
3059
???
???
???
???
???


Missile Launchers



Long Range Missile
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???


Advanced SRM
TW-TM/Std
???
???
???
???
???
???
???
???
3058
???
???
???
???
???
???
???
???
???
???


Missile Munitions


Multi-Purpose Missile
TW-TM/Std
???
???
???
???
???
???
???
3059
???
???
???
???
???
???
???
???
???
???
???


Light TAG
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
3054
???


UMU

TW-TM/Std
???
???
???
???
???
???
???
3059
???
???
???
???
???
???
???
???
???
???
???


VTOL Equipment
TW-TM/Std
???
???
3060
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

*Clan Burrock was absorbed by Clan Star Adder in 3059.

†Clan Smoke Jaguar annihilated by the SLDF in 3060.

‡Clan Nova Cat abjured in 3060.
§Warden Wolves abjured in 3057 (becoming known as “Clan Wolf (in-Exile)”.

~Circa
ABBREVIATIONS

TW: Total Warfare
TM: TechManual
TO: Tactical Operations

BS: Clan Blood Spirit

B: Clan Burrock

CC: Clan Cloud Cobra 

C: Clan Coyote

DS: Clan Diamond Shark

FM: Clan Fire Mandrill

GB: Clan Ghost Bear

GS: Clan Goliath Scorpion

HH: Clan Hell’s Horses

IH: Clan Ice Hellion

JF: Clan Jade Falcon

NC: Clan Nova Cat

SF: Clan Sea Fox

SJ: Clan Smoke Jaguar

SR: Clan Snow Raven

SA: Clan Star Adder

SV: Clan Steel Viper

Wo: Clan Wolf

WiE: Clan Wolf (in-Exile)

<<<end table>>>

civil war ERA 


The following rules can be used when playing in the Civil War Era.

<<<begin table>>>

INNER SPHERE UPGRADED TECHNOLOGIES PROPOGATION TABLE (3062-3067)


 
Rulebook(s)/


Year of Upgrade Availability (by Faction)

Weapon/Item (Mass Produced)
Rules Level
CC 
DC 
FS 
FW 
LA 
CS/WB 
Periphery*

Armor 

Light Ferro-Fibrous
TW-TM/Std
???
???
???
3067
???
???
???


Stealth Armor 
TW-TM/Std
3063 
NA 
NA 
3067 
NA 
3067‡ 
NA‡

Autocannons 

Rotary Autocannon/2, and /5 
TW-TM/Std
3067 
3067 
3062 
3067 
3065 
3067 
NA

C3 Sysems


Improved C3 Computer
TW-TM/Std
NA 
NA 
NA 
3067 
NA 
3062† 
NA

Cockpit Systems 


Small Cockpit
TW-TM/Std
???
???
3067
???
3069
???/3070
???

Engines 

Light Engine 
TW-TM/Std
3067 
3067 
3066 
3067 
3062 
3067 
NA

Gyros


Heavy-Duty Gyro
TW-TM/Std
???
3067
???
???
???
???
???

Improved Narc Luncher
TW-TM/Std
???
???
???
???
???
3062
???

Missile Launchers

Improved Narc Missile Beacon 
TW-TM/Std
NA 
NA 
NA 
3067 
NA 
3062† 
NA


Rocket Launcher-10/-15/-20 
TW-TM/Std
3065 
3067 
3066 
3067 
3067 
3067 
3064¥

M-Pod
TO/Adv
???
???
???
???
3064
???
???


PPCs 


Snub-Nose PPC
TW-TM/Std
???
3067
???
???
???
???
???


Light PPC
TW-TM/Std
???
3067
???
???
???
???
???


Heavy PPC
TW-TM/Std
???
3067
???
???
???
???
???



Targeting Computer 
TW-TM/Std
3067 
3067 
3062 
3067 
3065 
3067 
NA

Battle Armor Tech 

Magnetic Clamps 
TW-TM/Std
3062
???
???
???
???
???
???


Mine Dispenser
TW-TM/Std
3062
???
???
???
???
???
???


Missile Launchers



Medium Range Missile (MRM)
TW-TM/Std
???
3065
???
???
???
???
???


Plasma Rifle (Man-Portable)
TW-TM/Std
3065
???
???
???
???
???
???

Heavy Weapons Ammunition 

Artillery



Thunder Active-IV
TO/Adv
3065
???
???
???
???
???
???



Thunder Vibrabomb-IV
TO/Adv
3065
???
???
???
???
???
???


Autocannons



Precision AC 
TW-TM / Std
???
???
3062
???
???
???
???


Bombs



Anti-Ship Electronic (ASEW)
TO/Adv
???
???
???
???
3067
???
???



Thunder Active 
TO/Adv
3065
???
???
???
???
???
???



Thunder Vibrabomb
TO/Adv
3065
???
???
???
???
???
???


’Mech Mortar



Semi-Guided
TO/Adv
???
???
???
3064
???
???
???


iNarc



iNarc Homing Pod 
TW-TM / Std
???
???
???
???
???
???
???


iNarc Explosive Pods
TW-TM / Std
???
???
???
???
???
???
???


iNarc ECM Pods 
TW-TM / Std
???
???
???
???
???
???
???


iNarc Haywire Pods 
TW-TM / Std
???
???
???
???
???
???
???


iNarc Nemesis Pods 
TW-TM / Std
???
???
???
???
???
???
???
*Unless otherwise noted, Periphery dates reflect availability to Taurian Concordat, Magistracy of Canopus, and Outworlds Alliance only

†Word of Blake, 3065

‡Magistracy of Canopus and Taurian Concordat only, 3067; Other Periphery states and ComStar, NA

¥Marian Hegemony only; Magistracy of Canopus and Taurian Concordat, 3065; Other Periphery states, 3066

ABBREVIATIONS

TW: Total Warfare

TM: TechManual

CC: Capellan Confederation (and St. Ives Compact) 

DC: Draconis Combine (and Free Rasalhague Republic)

FS: Federated Suns 

FW: Free Worlds League

LA: Lyran Alliance (Commonwealth) 

CS/WB: ComStar/Word of Blake

<<<end table>>>

<<<begin table>>>

clan TECHNOLOGIES propagation TABLE (3062-3067)



Rulebook(s)/



Year of Technology Extinction (by Faction)

Weapon/Item (Mass Produced)
Rules Level
BS 
CC 
C 
DS
FM 
GB 
GS
HH
IH
JF
NC‡
SF
SR
SA
SV
Wo
WiE§
Battle Armor Tech 

Jump Booster
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
3062
???
???
???
???
???
???


Machine Guns


“Bearhunter”
TW-TM/Std
???
???
???
???
???
???
???
3062
???
???
???
???
???
???
???
???
???

‡Clan Nova Cat abjured in 3060.

§Warden Wolves abjured in 3057 (becoming known as “Clan Wolf (in-Exile)”.

~Circa
ABBREVIATIONS

TW: Total Warfare
TM: TechManual
TO: Tactical Operations

BS: Clan Blood Spirit

CC: Clan Cloud Cobra 

C: Clan Coyote

DS: Clan Diamond Shark

FM: Clan Fire Mandrill

GB: Clan Ghost Bear

GS: Clan Goliath Scorpion

HH: Clan Hell’s Horses

IH: Clan Ice Hellion

JF: Clan Jade Falcon

NC: Clan Nova Cat

SF: Clan Sea Fox

SR: Clan Snow Raven

SA: Clan Star Adder

SV: Clan Steel Viper

Wo: Clan Wolf

WiE: Clan Wolf (in-Exile)

<<<end table>>>

jihad ERA 


The following rules can be used when playing in the Jihad Era.

Technological Advancements: 3085


Despite the widespread destruction of the Jihad—or perhaps because of it— the military technologies of the Inner Sphere, Periphery and Clans continued to advance. A combination of desperation, corporate back-deals, alliances, and Word of Blake interference spurred the spread of new weapons and equipment from the drawing boards and testing ranges to the battlefield. 


In terms of BattleTech game play, the rules classifications of various equipment—Standard (i.e. Tournament Legal), Advanced, and Experimental—not only reflect the complexity of their rules, but also their availability to the manufacturers of the various in-universe factions. Standard weapons, for example, are readily available to all factions capable of a given technology base (Clan or Inner Sphere). Advanced weapons, mean​while, are broadly available, but are either hard to come by or employ special rules that are not readily extrapolated from the core game rules of Total Warfare. Experimental weapons, meanwhile, reflect either extinct/disused technologies, or equipment still in the prototype phases—and thus are not available to mainstream manufacturing. 

THE JIHAD TECHNOLOGY ADVANCEMENT TABLE 


The technological advances of the BattleTech universe through the Jihad era brought many items and design options previously classified as Experimental into the mainstream. To reflect this, the Jihad Technology Advancement Table (see p. XX) shows how and when various new technologies and construction options of​fered in the Tactical Operations advanced rulebook moved from its previous rules clas​sifications and into general, mainstream production. Where applicable, the years each item was first considered prototyped under its current rules class are shown (under the Prototyped column), followed by a year of introduction when the item moved to its new classification (under Introduced). 


Estimated Introductions: Any year preceded with a tilde (~) reflects an estimated year of introduction, usu​ally due to the fact that some factions gained access to the technology or technique within a year or two before others. Exact dates of introduction by faction are beyond the scope of this product, but campaign gamemasters may approach such estimated introduction years as an opportunity to slip in an item of new technology up to 2 years before (or up to 3 years after) the listed year. If randomness is desired, simply add (1D6 – 3) to the estimated year of introduction. 


Unlisted Advanced and Experimental Items: Any Advanced- or Experimental-level equipment and items not listed in this table are unaffected by the technology progression of the Jihad and remain un​changed as of 3085. 

<<<begin table>>>

TECHNOLOGY ADVANCEMENT TABLE: 3085
Weapon/Item 
Previous Class 
Prototyped 
New Class 
Introduced 
Tech Base 

Active Probes 


Bloodhound AP 
Exp 
3058 
Adv 
3082 
IS 


Watchdog CEWS 
Exp 
3059 
Std 
3080 
Clan 

Angel ECM 
Exp 
3057IS / 3058C 
Adv 
~3080 
IS/Clan 

Armor 


Hardened 
Exp 
3047IS / 3061C 
Adv 
~3081 
IS/Clan 


Laser-Reflective 
Exp 
3058IS / 3061C 
Adv 
~3080 
IS/Clan 


Reactive 
Exp 
3063IS / 3065C 
Adv 
~3081 
IS/Clan 


Vehicular Stealth 
Exp 
3067 
Adv 
3084 
IS 

Armored Components 
Exp 
3061 
Adv 
~3082 
IS/Clan 

Armored Motive System 
Exp 
3071IS / 3057C 
Adv 
~3083 
IS/Clan 

Artemis V Fire Control System 
Exp 
3061 
Adv 
3085 
Clan 

Artillery Cannons 
Exp 
3012IS / 3032C 
Adv 
~3079 
IS/Clan 

Autocannons 


Hyper-Velocity AC/2/5/10 
Exp 
3059 
Adv 
3079 
IS 

BattleMech Melee Weapons 


Chain Whip 
Exp 
3071 
Adv 
3084 
IS 


Flail 
Exp 
3057 
Std
3079 
IS 


Lance 
Exp 
3064 
Adv 
3083 
IS 


Mace 
Exp 
3061 
Std
3079 
IS 


Spikes 
Exp 
3051 
Adv 
3082 
IS 

BattleMech/ProtoMech Motive Systems 


Mechanical Jump Boosters 
Exp 
3060 
Adv 
3083 
IS 


Partial Wing (’Mech) 
Exp 
3067 
Adv 
~3085 
IS/Clan 


Partial Wing (ProtoMech) 
Exp 
3067 
Adv 
3085 
Clan 


UMUs 
Exp 
3066IS / 3061C 
Adv 
~3084 
IS/Clan 

Booby Trap 
Exp 
PS 
Adv 
~3080 
IS 

CASE II 
Exp 
3064IS / 3062C 
Adv 
~3082 
IS/Clan 

Chaff Pod 
Exp 
3069 
Adv 
3079 
IS 

Cockpit Systems 


Small Aerospace Cockpit 
Adv 
3070 
Std
~3081 
IS/Clan 


Small BattleMech Cockpit 
Std
3065IS 
Std
~3070 
IS/Clan* 


Torso-Mounted Cockpit 
Exp 
3053IS / 3055C 
Adv 
~3080 
IS/Clan 

Coolant Pod 
Exp 
3049IS / 3056C 
Adv 
~3079 
IS/Clan 

Engines 


Combat Vehicle Fission 
Adv 
2882 
Std
~3079 
IS/Clan 


Combat Vehicle Fuel Cell 
Adv 
ES 
Std
~3078 
IS/Clan 


Large (ICE) 
Exp 
2630 
Adv 
~3085 
IS/Clan


Large (Fusion) 
Exp 
2630 
Adv 
~3085 
IS/Clan 


Large (Light Fusion)
Exp 
2630 
Adv 
~3085 
IS/Clan


Large XL
Exp 
2630 
Adv 
~3085 
IS/Clan

Ejection Systems 


Combat Vehicle Escape Pod 
Exp 
3038 
Adv 
3079 
IS 

Flamers 


ER Flamer 
Adv 
3070IS / 3067C 
Std
~3081 
IS/Clan 


Heavy Flamer 
Adv 
3068IS / 3067C 
Std
~3079 
IS/Clan 

Gauss Rifles 


Improved Heavy Gauss 
Exp 
3065 
Std
3081 
IS 


Magshot
Adv
3072
Std
3078
IS


Silver Bullet Gauss
Exp
3051
Std
3080
IS

Grenade Launcher, Vehicle
Adv
PS
Std
~3080
IS/Clan

Handheld Weapon
Exp
3055IS / 2490C
Adv
~3083
IS/Clan

Heat Sinks


Compact Heat Sinks
Exp
3058
Adv
3079
IS

Lasers


Binary (Blazer) Cannon
Exp
2812
Std
3077
IS


Bombast Laser
Exp
3064
Adv
3085
IS


Chemical Lasers
Exp
3059
Adv
3083
Clan


ER Pulse Lasers
Exp
3057
Adv
3082
Clan


Improved Heavy Lasers
Exp
3069
Adv
3085
Clan


X-Pulse Lasers
Exp
3057
Adv
3078
IS

Laser Anti-Missile System
Exp
3059IS / 3048C
Adv
~3079
IS/Clan

MASS
Exp
3048IS / 3062C
Adv
~3083
IS/Clan

Missile Launchers


Enhanced LRMs
Exp
3058
Std
3082
IS


Extended LRMs
Exp
3054
Adv
3080
IS


Improved OS Launcher
Adv
3056IS / 3058C
Std
~3081
IS/Clan


Streak LRMs
Exp
3057
Adv
~3079
Clan


Streak LRM (ProtoMech, per tube)
Exp
3057
Adv
~3079
Clan

PPC Capacitor
Exp
3060
Adv
3081
IS

ProtoMech Melee Weapon
Exp
3067
Std
3077
Clan

Rifle (Cannon)
Exp
PS
Std
~3084
IS

Structure


Composite
Exp
3061
Adv
3082
IS


Endo-Composite
Exp
3067IS / 3073C
Adv
~3085
IS/Clan


Reinforced
Exp
3057IS / 3065C
Adv
~3084
IS/Clan

Supercharger
Exp
ES
Adv
~3078
IS/Clan

Taser
Adv/Exp**
3067
Adv
3084
IS

Thunderbolt Launchers
Adv
3072
Std
3081
IS

Turrets


’Mech Turret (Shoulder)
Exp
2450
Adv
~3082
IS/Clan


’Mech Turret (Head)
Exp
2450
Adv
~3082
IS/Clan


’Mech Turret (Quad)
Exp
2320
Adv
~3079
IS/Clan


Dual Turret (Vehicle)
Exp
PS
Std
~3080
IS/Clan


Sponson Turret (Vehicle)
Exp
PS
Std
~3079
IS/Clan


VTOL Chin Turret
Exp
PS
Std
~3079
IS/Clan

Vehicular Jump Jets
Exp
2650
Adv
~3083
IS/Clan

Void-Signature System
Exp
3070
Adv
3085
IS

VTOL Jet Booster
Exp
ES
Adv
~3078
IS/Clan

Additional ProtoMech Tech 


Extended Jump Jets 
Exp 
3071 
Std
~3079 
Clan 


Magnetic Clamp System 
Exp 
3070 
Adv 
~3080 
Clan 

Battle Armor Tech 


BA Mechanical Jump Boosters 
Exp 
3070 
Adv 
~3084 
IS/Clan* 


BA Myomer Booster 
Exp 
3072 
Adv 
3085 
Clan 


BA Detachable Weapon Pack 
Adv 
3073IS / 3072C 
Std
~3080 
IS/Clan 


ER Pulse Lasers 
Exp 
3057 
Adv 
3082 
Clan 

Conventional Infantry Tech 


Disposable Weapons 
Adv 
Variable 
Std
NA 
IS/Clan 

Heavy Weapons Ammunition 


Artillery



Air-Defense Arrow 
Exp 
3068 
Adv 
3080 
IS 



Laser-Inhibiting Arrow 
Exp 
3053 
Adv 
3083 
IS 


Autocannons



Caseless
Exp 
3056 
Adv 
3079 
IS 



Flak
Adv 
2310 
Std
~3070 
IS/Clan 


Bombs



Anti-Ship (AS) Missile
Exp 
3071 
Adv 
~3072 
IS/Clan* 


Grenade Launcher



Fragmentation Grenades 
Adv 
PS 
Std
~3072 
IS/Clan 


Missiles



Artemis V Missiles 
Exp 
3061 
Adv 
3085 
Clan 
Construction Options 


Mixed Technologies 
Exp 
— 
Adv 
~3082 
IS/Clan 


Patchwork Armor 
Exp 
— 
Adv 
~3080 
IS/Clan 


ProtoMech Glider Chassis 
Exp 
3075 
Adv 
~3084 
Clan 


ProtoMech Quadruped Chassis 
Exp 
3075 
Adv 
~3083 
Clan 


ProtoMech Ultraheavy Chassis 
Exp 
3075 
Adv 
~3083 
Clan 


Super-Heavy Combat Vehicles 
Exp 
— 
Std
~3075 
IS/Clan 


Ultra-Light BattleMechs 
Exp 
— 
Std
~3075 
IS/Clan 

*Newly devised Clan tech version is identical to Inner Sphere version in every way. 

**Refers to the battle armor and vehicle-scale Tasers, respectively. 

KEY OF TERMS 

Rule Classes 

Exp = Experimental Rules (Requires TO, but not in general production) 

Adv = Advanced Rules (Requires TO, currently in general production) 

Std = Standard Rules; i.e. Tournament Legal (Compatible with TW and TM game play, currently in general production) 

Prototype Years and Tech Base 

PS = Pre-Spaceflight 

ES = Early Spaceflight 

IS = Inner Sphere technology base (includes non-Clan Periphery realms) 

C = Clan technology base (includes Homeworld Clans and Clan-controlled Inner Sphere regions)

<<<end table>>>

<<<begin table>>>

INNER SPHERE UPGRADED TECHNOLOGIES PRaPOGATION TABLE (3068-3085)



Rulebook(s)/


Year of Upgrade Availability (by Faction)

Weapon/Item (Mass Produced)
Rules Level¥¥
CC 
DC 
FS 
FW 
LA 
CS/WB 
Periphery*

Active Probes 

Bloodhound AP
TO/Adv
???
???
???
???
???
???
???

Angel ECM 
TO/Adv
???
???
???
???
???
???
???

Armor 

Hardened 
TO/Adv
???
???
???
???
???
???
???

Laser-Reflective 
TO/Adv
???
???
???
???
???
???
???

Reactive 
TO/Adv
???
???
???
???
???
???
???

Vehicular Stealth 
TO/Adv
???
???
???
???
???
???
???
Armored Components 
TO/Adv
???
???
???
???
???
???
???
Armored Motive System 
TO/Adv
???
???
???
???
???
???
???
Artillery Cannons 
TO/Adv
???
???
???
???
???
???
???
Autocannons 

Hyper-Velocity AC/2/5/10 
Adv
???
???
???
???
???
???
???

Light AC/2, Light AC/5
TW-TM/Std
???
???
3068
???
???
???
???


Light Machine Gun
TW-TM/Std
3068
???
???
???
???
???/3071
3071¥

BattleMech Melee Weapons 

Chain Whip 
TO/Adv
???
???
???
???
???
???
???

Flail 
TO/TL 
???
???
???
???
???
???
???

Lance 
TO/Adv
???
???
???
???
???
???
???

Mace 
TO/TL 
???
???
???
???
???
???
???

Spikes 
TO/Adv
???
???
???
???
???
???
???
BattleMech/ProtoMech Motive Systems 

Mechanical Jump Boosters 
TO/Adv
???
???
???
???
???
???
???

Partial Wing (’Mech) 
TO/Adv
???
???
???
???
???
???
???

UMUs 
TO/Adv
???
???
???
???
???
???
???
Booby Trap 
TO/Adv
???
???
???
???
???
???
???
B-Pod
TW-TM/Std
???
???
???
3071
3070
???/3070
???


CASE II 
TO/Adv
???
???
???
???
???
???
???
Chaff Pod 
TO/Adv
???
???
???
???
???
???
???
Cockpit Systems 


Small Aerospace Cockpit
TO/TL
???
???
???
???
???
???/3070
???


Small BattleMech Cockpit 
TO/TL 
???
???
???
???
???
???
???

Torso-Mounted Cockpit 
TO/Adv
???
???
???
???
???
???
???
Coolant Pod 
TO/Adv
???
???
???
???
???
???
???
Engines 

Combat Vehicle Fission 
TO/TL 
???
???
???
???
???
???
???

Combat Vehicle Fuel Cell 
TO/TL 
???
???
???
???
???
???
???

Compact Engine
TW-TM/Std
3071
3069
3068
3070
3069
3069/3071
???


Large (ICE) 
TO/Adv
???
???
???
???
???
???
???

Large (Fusion) 
TO/Adv
???
???
???
???
???
???
???

Large (Light Fusion)
TO/Adv
???
???
???
???
???
???
???

Large XL
TO/Adv
???
???
???
???
???
???
???
Ejection Systems 

Combat Vehicle Escape Pod 
TO/Adv
???
???
???
???
???
???
???
Flamers 


ER Flamer
TO/TL
???
???
3070
???
???
???
???


Heavy Flamer
TO/TL
???
???
???
???
3068
???
???

Gauss Rifles 


Improved Heavy Gauss 
TO/TL 
???
???
???
???
???
???
???

Magshot Gauss Rifle
TO/TL
???
???
3072
???
???
???
???


Silver Bullet Gauss
TO/TL
???
???
???
???
???
???
???
Grenade Launcher, Vehicle
TO/TL
???
???
???
???
???
???
???
Gyros

Compact Gyro
TW-TM/Std
???
???
3068
???
3068
???
???


Extralight (XL) Gyro
TW-TM/Std
???
???
???
???
???
3067/3069
???

Handheld Weapon
TO/Adv
???
???
???
???
???
???
???
Heat Sinks

Compact Heat Sinks
TO/Adv
???
???
???
???
???
???
???

Jump Jets


Improved Jump Jets
TW-TM/Std
???
3071
3071
???
3071
???
???

Lasers


Binary (Blazer) Cannon
TO/TL
???
???
???
???
???
???
???

Bombast Laser
TO/Adv
???
???
???
???
???
???
???

Plasma Rifle
TW-TM/Std
3068
???
???
???
???
???
3070§


VSP, Small, Medium, Large
TO/Adv
???
???
???
3072
???
???/3072
???


X-Pulse Lasers
TO/Adv
???
???
???
???
???
???
???
Laser Anti-Missile System
Adv

Machine Guns


Heavy Machine Gun
TW-TM/Std
3069
???
???
???
???
???/3069
3068‡


Machine Gun Array
TW-TM/Std
???
???
3068
???
???
???
3068‡

MASS
TO/Adv

Missile Launchers

Enhanced LRMs
TO/TL
???
???
???
???
???
???
???

Extended LRMs
TO/Adv
???
???
???
???
???
???
???

Improved OS Launcher
TO/TL
???
???
???
???
???
???
???

MML 3, MML 5, MML 7, MML 9
TW-TM/Std
3071
3071
3070
3070
3070
3069**
3073

MRM “Apollo” FCS
TO/Adv
???
3071
???
???
???
???
???


PPC Capacitor
TO/Adv
???
???
???
???
???
???
???
Rifle (Cannon)
TO/TL
???
???
???
???
???
???
???
Structure

Composite
TO/Adv
???
???
???
???
???
???
???

Endo-Composite
TO/Adv
???
???
???
???
???
???
???

Heavy Ferro-Fibrous
TW-TM/Std
???
???
???
???
3069
???
???


Reinforced
TO/Adv
???
???
???
???
???
???
???
Supercharger
TO/Adv
???
???
???
???
???
???
???
Taser
TO/Adv
???
???
???
???
???
???
???
Thunderbolt Launchers-5, -10, -15, -20
TO/TL
???
???
3072
???
3072
???
???
Turrets

’Mech Turret (Shoulder)
TO/Adv
???
???
???
???
???
???
???

’Mech Turret (Head)
TO/Adv
???
???
???
???
???
???
???

’Mech Turret (Quad)
TO/Adv
???
???
???
???
???
???
???

Dual Turret (Vehicle)
TO/TL
???
???
???
???
???
???
???

Sponson Turret (Vehicle)
TO/TL
???
???
???
???
???
???
???

VTOL Chin Turret
TO/TL
???
???
???
???
???
???
???
Vehicular Jump Jets
TO/Adv
???
???
???
???
???
???
???
Void-Signature System
TO/Adv
???
???
???
???
???
???
???
VTOL Jet Booster
TO/Adv
???
???
???
???
???
???
???
Battle Armor Tech 

Mechanical Jump Boosters 
TO/Adv
???
???
???
???
???
???
???

Detachable Weapon Pack 
TO/TL 
???
???
???
???
???
???/3073
???
Conventional Infantry Tech 

Disposable Weapons 
TO/TL 
???
???
???
???
???
???
???
Heavy Weapons Ammunition 

Artillery



Air-To-Air Arrow (AAA) Missile
TO/Adv
???
???
???
???
3072
???
???




Air-Defense Arrow 
TO/Adv
???
???
???
???
???
???
???


Laser-Inhibiting Arrow 
TO/Adv
???
???
???
???
???
???
???

Autocannons



Caseless
TO/Adv
???
???
???
???
???
???
???


Flak
TO/TL 
???
???
???
???
???
???
???

Bombs



Anti-Ship (AS) Missile
TO/Adv
???
???
3071
???
???
???
???



Light Air-To-Air (LAA) Missile
TO/Adv
???
???
???
3072
???
???
???


Grenade Launcher



Fragmentation
TO/TL 
???
???
???
???
???
???
???

Missiles




Mine Clearance (St. LRM/St. SRM)
TO/Adv
???
???
3069
???
???
???
???

Construction Options 

Mixed Technologies 
TO/Adv
???
???
???
???
???
???
???

Patchwork Armor 
TO/Adv
???
???
???
???
???
???
???

Super-Heavy Combat Vehicles 
TO/TL 
???
???
???
???
???
???
???

Ultra-Light BattleMechs 
TO/TL 
???
???
???
???
???
???
???
Large Craft Tech 

Sub-Capital Cannons
TO/Adv
???
???
???
???
???
???/3073
???


Sub-Capital Lasers
TO/Adv
???
???
???
???
???
???/3073
???


Sub-Capital Missiles
TO/Adv
???
???
???
???
???
???/3073
???

*Unless otherwise noted, Periphery dates reflect availability to Taurian Concordat, Magistracy of Canopus, and Outworlds Alliance only

**Originally developed by the Battle Magic mercenary command in 3067

‡Taurian Concordat only; Other Periphery states ???

§Magistracy of Canopus only; Other Periphery states ???

¥Magistracy of Canopus and Taurian Concordat only; Other Periphery states ???

¥¥The Rules Level as of the end of this time frame.
ABBREVIATIONS

TW: Total Warfare
TM: TechManual
TO: Tactical Operations
CC: Capellan Confederation (and St. Ives Compact) 

DC: Draconis Combine (and Free Rasalhague Republic)

FS: Federated Suns 

FW: Free Worlds League

LA: Lyran Alliance (Commonwealth) 

CS/WB: ComStar/Word of Blake

<<<end table>>>

<<<begin table>>>

clan TECHNOLOGIES propagation TABLE (3068-3085)



Rulebook(s)/



Year of Technology Extinction (by Faction)

Weapon/Item (Mass Produced)
Rules Level
BS  
CC 
C 
DS
FM 
GB 
GS
HH
IH
JF
NC‡
SF
SR
SA
SV
Wo
WiE§
Anti-Battle Armor Pods (B-Pods)
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
3068

Gauss Rifle

Anti-Personnel
TW-TM/Std
???
???
???
???
???
???
???
???
???
3069
???
???
???
???
???
???
???


Hyper-assault
TW-TM/Std
???
???
???
???
???
???
???
3068
???
???
???
???
???
???
???
???
???


Standard
TW-TM/Std
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???
???

Plasma Cannon
TW-TM/Std
???
???
???
3069
???
???
???
???
???
???
???
???
???
???
???
???
???

Battle Armor Tech 

Anti-Personnel Gauss Rifle
TW-TM/Std
???
???
???
???
???
???
???
???
???
3069
???
???
???
???
???
???
???
‡Clan Nova Cat abjured in 3060.

§Warden Wolves abjured in 3057 (becoming known as “Clan Wolf (in-Exile)”.

ABBREVIATIONS

TW: Total Warfare
TM: TechManual
TO: Tactical Operations

BS: Clan Blood Spirit

CC: Clan Cloud Cobra 

C: Clan Coyote

DS: Clan Diamond Shark

FM: Clan Fire Mandrill

GB: Clan Ghost Bear

GS: Clan Goliath Scorpion

HH: Clan Hell’s Horses

IH: Clan Ice Hellion

JF: Clan Jade Falcon

NC: Clan Nova Cat

SF: Clan Sea Fox

SR: Clan Snow Raven

SA: Clan Star Adder

SV: Clan Steel Viper

Wo: Clan Wolf

WiE: Clan Wolf (in-Exile)

<<<begin table>>>

dark age ERA 


The following rules can be used when playing in the Dark Age Era.

Technological Advancements: 3130


??? 

<<<begin table>>>

TECHNOLOGY ADVANCEMENT TABLE: 3130

Weapon/Item 
Previous Class 
Prototyped 
New Class 
Introduced 
Tech Base 

Active Probes 


Bloodhound AP 
Adv 
3082‡ 
Std
3105 
IS 

Angel ECM 
Adv
3080‡ 
Std
3101 
IS/Clan 

Armor 


Ferro-Lamellor
Exp
3109
Adv
3109
Clan


Vehicular Stealth 
Adv 
3084‡ 
Std
3095 
IS 

Artemis V Fire Control System 
Adv 
3085‡
Std
??? 
Clan 

Autocannons 


Cruise Missile/50, /70, /90, /120
Exp
3065
Adv
???
IS

Autocannons 


ProtoMech AC/2, AC/4, AC/8
Adv
3073‡
Std
???
Clan


Clan Rotary AC/2, AC/5
Exp
3069
Std
3104
Clan

BattleMech HarJel
Exp
3067IS / 3059C
Adv
3130
IS/Clan

BattleMech Melee Weapons 


Claws
Adv
3060‡
Std
3110
IS/Clan


Shield 
Exp 
3067 
Adv 
3130 
IS 


Talons
Exp
3072
Adv
3110
Clan


Vibroblade, Small, Medium, Large
Exp
3065
Adv
???
IS

BattleMech/ProtoMech Motive Systems 


Mechanical Jump Boosters 
Adv 
3083‡
Std
??? 
IS 


UMUs 
Adv 
~3084‡
Std
???
IS/Clan 

C3 Systems 


C3 Boosted Master
Exp
3069
Adv
???
IS


C3 Boosted Slave
Exp
3069
Adv
???
IS


C3 Emergency Master
Exp
3071
Adv
???
IS


C3 Remote Sensor Launcher
Exp
3072
Adv
???
IS

CASE II 
Adv 
~3082‡
Std
??? 
IS/Clan 

Cockpit Systems 


Torso-Mounted Cockpit 
Adv 
~3080‡
Std
??? 
IS/Clan 

Coolant Pod 
Adv 
~3079‡
Std
??? 
IS/Clan 

Engines 


Large (XXL) 
Exp 
2630 
Adv 
~???
IS/Clan


XXL Fusion 
Exp 
2630 
Adv 
~???
IS/Clan

Ejection Systems 


Full-Head Ejection System 
Adv 
3023IS / 3052C‡ 
Std
3112 
IS/Clan

Heat Sinks


Compact Heat Sinks
Adv
3079‡
Std
3105
IS

Lasers


Chemical Lasers
Adv
3083‡
Std
???
Clan


ER Pulse Lasers
Adv
3082‡
Std
3100
Clan


X-Pulse Lasers
Adv
3078‡
Std
3102
IS

Laser Anti-Missile System
Adv
~3079‡
Std
3100
IS/Clan

Missile Launchers


Extended LRMs
Adv
3080‡
Std
3122
IS


Streak LRMs
Adv
~3079‡
Std
3110
Clan


Streak LRM (ProtoMech, per tube)
Adv
~3079‡
Std
3110
Clan

M-Pod
Adv
3064‡
Std
3112
IS

PPC Capacitor
Adv
3081‡
Std
3101
IS

Structure


Composite
Adv
3082‡
Std
3097
IS


Endo-Composite
Adv
~3085‡
Std
3099
IS/Clan


Reinforced
Adv
~3084‡
Std
3095
IS/Clan

Supercharger
Adv
~3078‡
Std
3112
IS/Clan

Taser (BattleMech)
Exp
3067
Adv
3095
IS

Turrets

VTOL Jet Booster
Adv
~3078‡
Std
3117
IS/Clan

Battle Armor Tech 


BA Mechanical Jump Boosters 
Adv 
~3084‡
Std
??? 
IS/Clan* 


BA Myomer Booster 
Adv 
3085‡
Std
???
Clan 


ER Pulse Lasers 
Adv 
3082‡
Std
??? 
Clan 

Heavy Weapons Ammunition 


Caseless AC Ammo 
Adv 
3079‡
Std
3106 
IS 


Artemis V Missiles 
Adv 
3085‡
Std
??? 
Clan 

Construction Options 


Mixed Technologies 
Adv 
~3082‡
Std
3120 
IS/Clan 

*Newly devised Clan tech version is identical to Inner Sphere version in every way. 

‡When the item became “Adv”; i.e. no longer “Exp”.

KEY OF TERMS 

Rule Classes 

Exp = Experimental Rules (Requires TO, but not in general production) 

Adv = Advanced Rules (Requires TO, currently in general production) 

Std = Standard Rules; i.e. Tournament Legal (Compatible with TW and TM game play, currently in general production) 

Prototype Years and Tech Base 

PS = Pre-Spaceflight 

ES = Early Spaceflight 

IS = Inner Sphere technology base (includes non-Clan Periphery realms) 

C = Clan technology base (includes Homeworld Clans and Clan-controlled Inner Sphere regions)

<<<end table>>>

<<<begin table>>>

INNER SPHERE UPGRADED TECHNOLOGIES PROPOGATION TABLE (3086-3130)



Rulebook(s)/


Year of Upgrade Availability (by Faction)

Weapon/Item (Mass Produced)
Rules Level¥¥
CC 
DC 
FS 
FW 
LA 
CS 
Periphery*
Republic

Autocannons 


Cruise Missile/50, /70, /90, /120
TO/Adv
???
???
???
???
???
???
???
???

BattleMech HarJel
TO/Adv
???
???
???
???
???
???
???
???
BattleMech Melee Weapons 


Shield 
TO/Adv 
???
???
???
???
???
???
???
???

Vibroblade, Small, Medium, Large
TO/Adv
???
???
???
???
???
???
???
???
C3 Systems 


C3 Boosted Master
TO/Adv
???
???
???
???
???
???
???
???

C3 Boosted Slave
TO/Adv
???
???
???
???
???
???
???
???

C3 Emergency Master
TO/Adv
???
???
???
???
???
???
???
???

C3 Remote Sensor Launcher
TO/Adv
???
???
???
???
???
???
???
???
Engines 


Large (XXL) 
TO/Adv 
???
???
???
???
???
???
???
???

XXL Fusion 
TO/Adv 
???
???
???
???
???
???
???
???
*Unless otherwise noted, Periphery dates reflect availability to Taurian Concordat, Magistracy of Canopus, and Outworlds Alliance only

¥¥The Rules Level as of the end of this time frame.

ABBREVIATIONS

TW: Total Warfare

TM: TechManual

TO: Tactical Operations

CC: Capellan Confederation (and St. Ives Compact) 

DC: Draconis Combine (and Free Rasalhague Republic)

FS: Federated Suns 

FW: Free Worlds League

LA: Lyran Alliance (Commonwealth) 

CS ComStar

Republic: The Republic of the Sphere

<<<end table>>>

Technological Advancements: 3150


??? 

<<<begin table>>>

TECHNOLOGY ADVANCEMENT TABLE: 3150

Weapon/Item 
Previous Class 
Prototyped 
New Class 
Introduced 
Tech Base 

Armor 


Hardened
Adv
~3081‡
Std
??
Clan


Reactive 
Adv 
~3081‡ 
Std
3136IS / 3135C 
IS 

Artemis V Fire Control System 
Adv 
3085
Std
??? 
Clan 

BattleMech Melee Weapons 


Talons
Adv
3110
Std
???
Clan


Vibroblade, Small, Medium, Large
Adv
???
Std
???
IS

Lasers


Improved Heavy Lasers
Adv
3085
Std
???
Clan


Variable-Speed Lasers
Adv
3072
Std
???
Clan

*Newly devised Clan tech version is identical to Inner Sphere version in every way. 

‡When the item became “Adv”; i.e. no longer “Exp”.

KEY OF TERMS 

Rule Classes 

Exp = Experimental Rules (Requires TO, but not in general production) 

Adv = Advanced Rules (Requires TO, currently in general production) 

Std = Standard Rules; i.e. Tournament Legal (Compatible with TW and TM game play, currently in general production) 

Prototype Years and Tech Base 

PS = Pre-Spaceflight 

ES = Early Spaceflight 

IS = Inner Sphere technology base (includes non-Clan Periphery realms) 

C = Clan technology base (includes Homeworld Clans and Clan-controlled Inner Sphere regions)

<<<end table>>>

<<<BEGIN table>>>

Era Weapons and Equipment Table


Star League 

Succession Wars
Clan
Civil
Dark Age


Age of War
Star League
Early
Late
Invasion
War
Jihad
Republic
Dark Age

Weaons and Equipment
(2005-2570)
(2571-2780)
(2781-2900)
(2901-3049)
(3050-3061)
(3062-3067)
(3068-3084)
(3085-3130)
(3031+)
Ref

Advanced Robotic TBS*
No
Yes
No
No
No
No
No
No
No
XXX
Aerospace Smart RCS*
No
Yes
No
No
No
No
No
No
No
XXX
Autonomous TACS*
No
Yes
No
No
No
No
No
No
No
XXX
Belters
Yes
Yes
No
No
No
No
No
No
No
XXX
Caspar II Advanced Smart RCS*
No
No
No
No
No
No
Yes
No
Yes
XXX
Castles Brian
No
Yes
Yes
No
No
No
Yes
No
Yes
XXX


Centurion Weapon System
No
Yes
No
No
No
No
No
No
No
XXX
Direct TACS*
No
No
No
No
No
No
Yes
No
Yes
XXX
“Dragon’s Breath” MCMLS
No
No
No
No
No
No
Yes
No
Yes
XXX
Electric Discharge PA
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Extended Jump Jet System**
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Fusillade**
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Glider ProtoMechs**
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Improved Wea/Equ (Early Clan)
No
No
Yes
No
No
No
No
No
No
XXX
Improved ATM
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Improved Inferno Amm.
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Improved Magnetic Pulse Amm.
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Land-Air BattleMechs
No
Yes
Yes
Yes
No
No
Yes
No
No
XXX
“Machina Domini” Interface
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Manei Domini
No
No
No
No
No
No
Yes
No
No
XXX
Magnetic Clamp System**
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Nova Combined EWS
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Primitive Construction Rules
Yes
No
No
No
No
No
Yes
No
No
XXX
Primitive Weapons & Equipment
Yes
No
No
No
No
No
No
No
No 
XXX

ProtoMech Quads
No
No
No
No
No
No
Yes
Yes
Yes
XXX
ProtoMech Quad Melee WS**
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Prototype System (Age of War)
Yes
No
No
No
No
No
No
No
No
XXX

Prototype Clan Systems
No
No
Yes
No
No
No
No
No
No
XXX
Prototype I.S. Systems (3039)
No
No
No
Yes
No
No
No
No
No
XXX
QuadVee
No
No
No
No
No
No
No
No
Yes
XXX
SDS Drone Control System*
No
Yes
No
No
No
No
No
No
No
XXX
SDS Self-Destruct System*
No
Yes
No
No
No
No
No
No
No
XXX
Shielded Aerospace Smart RCS*
No
Yes
No
No
No
No
No
No
No
XXX
SLDF SDS Jammer
No
Yes
No
No
No
No
No
No
No
XXX
Smart RCS*
Yes
Yes
No
No
No
No
No
No
No
XXX
Superheavy ’Mechs
No
No
No
Yes
No
No
Yes
Yes
Yes
XXX
Super-Jump Drives
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Thuggee-MD (Phansigar) Hyb.
No
No
No
No
No
No
Yes
No
No
XXX
Tripod ’Mechs
No
Yes
Yes
Yes
No
No
No
No
Yes
XXX
Ultraheavy ProtoMech**
No
No
No
No
No
No
Yes
Yes
Yes
XXX
Weapons of Mass Destruction
Yes
Yes
Yes
No
No
No
Yes
No
No
XXX

*Robotic Control System (see p. XX)

**ProtoMech Rules Addendum (see p. XX)

<<<END table>>>

era weapons and equipment


This section provides game play and construction rules for advanced and/or experimental weapons and equipment that are considered era specific. In other words they are not appropriate for all eras and so appear here (as opposed to one of the other core rulebooks). For example, Land-Air BattleMechs or the Space Defense System are only appropriate for the Star League and Jihad Eras; per the fictional setting, they were introduced during the Star League but for all practical purposes vanished after the fall of the Star League, then were resurrected during the Jihad and once again fell into history with the demise of the Word of Blake. 

The Era Weapons And Equipment Table will easily allow players to see which of the following rules are appropriate for which eras; each rule also includes a notification of appropriate eras. Additionally, a few rules are more region-specific then era-specific, such as the Belters; since their hey-day would’ve occurred during the Star League they’re located there, but players can easily put them in any era. 


Note that the table assumes “in large-scale use;” i.e. as it applies to the type of weapon/equipment in question. For example, while Castles Brians were Star League Era and mostly wiped out in the Early Succession Wars Era, there are fictional accounts of such castles being discovered even up through the Clan Invasion. Since those instances are rare, the table only notes the Star League, Early Succession Wars and includes the Jihad for the Word of Blake Hegemony fortresses.


Ultimately, of course, it is up to each player group to decide what they wish to play with and in what setting. If one group wants a line of Castles Brian to meet the Clan invasion, or another group all loves the idea of Manei Domini-like soldiers during the Star League, by all means, enjoy!


Costs and Availability: Costs and Availability for all equipment/units are found at the end of this section, starting on page XX.  


Battle Value: Battle values for all equipment/units are found at the end of this section, starting on page XX.


BattleForce: BattleForce-scale rules covering this information are found at the end of this section, starting on page XX.


Sourcebooks: Many of the rules presented here first appeared in other sourcebooks. While the rules here are perfectly usable as is, players unfamiliar with a given storyline may wish to more fully understand the context within which the original rules appeared to more fully help their player group immerse themselves in a given Era. 


Additionally, while every effort has been made to make these rules as usable as possible, trying to include every nuance of how to use these rules in campaign play in a given era is simply beyond the scope of these rules; such rules are often found in those other sourcebooks.


As appropriate, each rules section includes a notification of which sourcebook(s) players may reference for additional fictional context and campaign play rules.

BELTERS


Belters is a term used to describe the isolationist civilization in the Terran system’s asteroid belt and even the Oort cloud. While they’ve existed since the twenty-first century, for almost a thousand years they’ve kept to themselves, ignoring the rest of the Inner Sphere, as it has ignored them. Due to that isolation and centuries of living in zero-G environments, Belters have developed genetic engineering techniques that improve combat skills.


Era: Star League


Sourcebook: Jihad Conspiracies.

Belters in Game pl ay


Green-rated fighter and DropShip units starting at what most Inner Sphere militaries consider Veteran status, and getting better from there. The same applies to Belter militia infantry and battle armor units, but only when fighting on asteroids or in habitats.


In boardgame play, this equates to a –1 modifier to the Belter’s base Gunnery skill, and a –2 modifier to his base Piloting Skill. If a Combat Belter must act in a planetary atmosphere, however, these bonuses are lost.

Belter Augmentations


The following augmentations reflect complex “trait packages” available only to Belter characters, developed by a combination of genetic therapy and surgical enhancements such as cybernetic implants. Combat Belters may select up to two augmentation packages per character, while Non-Combat Belters may select only one.

Infantry Modifications (Trait Point Cost: 4)


Belter soldiers, paramilitary police officers and government security personnel are often augmented with speed, strength and durability in mind. The exact augmentation varies between Belter governments, but the end result is similar to dermal myomer implants. The augmentation is rarely obvious; the recipient simply looks athletic.


Rules: Each Belter infantryman with this augmentation may sustain 1 additional point of damage per trooper, whether in battle armor or out of it. Also, conventional Belter Infantry may reduce any burst fire damage sustained (see pp. 215-217, TW) by 1D6 (to a minimum of 1 point), and do not sustain double damage when attacked in the open (but only as long as the entire platoon features this modification).

Pilot Modifications (Trait Point Cost: 4)


Belter fighter pilots are good even without genetic augmentation, but this standard augmentation—which reinforces visual acuity, circulatory systems, bones and joints—makes them exceptional. Belter pilots also usually get the vacuum augmentation, listed below.


Rules: Each fighter pilot applies a –1 modifier to randomly rolled Piloting skill results. Belter fighter formations receive a +2 initiative modifier as long as the entire squadron features pilots with this modification package.

Vacuum Resistance (Trait Point Cost: 3)


This augmentation is a battery of tissue reinforcements: some artificial sphincters, oxygen-storing tissues, nitrogen-scavenging marrow and transparent inner eyelids that combine to protect a Belter from vacuum exposure. Vacuum resistance takes a minimalist approach, and so radical changes in appearance and internal organs are unnecessary. With the modifications, internal pressure (without injury) is kept low (though sudden decompressions necessitate immediate exhalation to avoid lung embolisms).


The vacuum of space provides good thermal insulation, though protective clothing is needed to avoid injury during longer exposures or from contact with sun-heated and shadow-cooled external surfaces.


Rules: Infantry with this augmentation may ignore the damage doubling effect of vacuum, but only so long as all members of the infantry unit possess this modification.

CASTLES BRIAN

???

Rules Level: Advanced

Note: The following rules build on the Castle Brian Complexes rules found in Tactical Operations (see pp. 141-143, TO). They can be used in place of those rules, or can build upon those rules, based upon each playing group’s desire.


As with all rules found in Tactical Operations, while Castles Brian add a fantastic degree of “epic scope” when dealing with truly massive invasions of a planet, that very level of detail makes their usage complex. While these rules are as comprehensive as possible, players should be aware before starting a game that they may need to make their own rulings as they interact with a Castle Brian during game play.


Era: Star League, Succession Wars, Jihad


Sourcebook: Jihad Hot Spots: Terra.

UNDERGROUND COMPLEXES


Subterranean Brian structures are typically large and intricate constructions that leverage natural rock formations and advanced engineering. The following are simple rules for representing these underground complexes without the need for specifically mapping them out (as done with the Castle Brian Complexes rules from Tactical Operations).


For game play, lay out any of the urban mapsheets or build your own urban map with counters. Streets and open areas represent the open underground areas of the Castles Brian complex. The various buildings represent the structural walls, equipment and facilities within the complex (see Castle Brian Building Type Conversion Table, p. XX). All ‘natural’ terrain (woods, rough, water) are treated as Clear terrain. All hills of any level are treated as impassable rock walls.


After laying out the maps that will be used, the players must agree on the height of the complex. Each map is determined separately. Normal heights are 1 and 2 levels, but can be as high as 6 levels with agreement from all players. Any building with a height of more than a map’s designated height is treated as if it were as tall as the map (i.e. a Level 6 heavy building on a Level 1 map would be treated as a Level 1 building).


The interior height of the complex will dictate actions that can be conducted by combat units. Except where specifically noted, all standard movement and combat rules (or Advanced Rules from Tactical Operations, if in use) still apply:

· 1 Level: No units may use their jump jets to move. All non-infantry movement is reduced by 1. No Large Vehicles and Quad BattleMechs may enter a hex. No VTOLs or WiGEs may be airborne in a hex. ’Mechs must use the crawling rules (see p. 20, TO). ‘Mechs may only use arm-mounted weapons and firing while prone rules (see p. 113, TW). Any missile weapon with a maximum range of 13 or more hexes may not fire at any target beyond a 2-hex range and must apply a +3 to-hit modifier, in addition to any other applicable modifiers.

· 2 Levels: No VTOLs or WiGEs may be airborne in a hex. Non-infantry units may not use their jump jets to move. Assault ’Mechs have a –1 movement modifier as a result of the low ceiling (subtract from their Walking MP; refigure Running MP as normal). Any missile weapon with a maximum range of 12 or more hexes suffers a +3 to-hit modifier at all ranges.

· 3 Levels: VTOLs and WiGEs that move faster than their cruise speed must make a piloting roll at +3. Failure will result in an immediate crash. ’Mechs may not use their jump jets to move. Any missile weapon with a maximum range of 12 or more hexes suffers a +1 to-hit modifier at all ranges.

· 4 Levels: VTOLs and WiGEs that move faster than their cruise speed must make a piloting roll at +1. Medium class and heavier ’Mechs may not use their jump jets to move. Light ‘Mechs apply a +1 modifier to all Piloting Skill Rolls and a +1 to-hit modifier to all attacks in any turn they use jumping MPs.

· 5 Levels: Heavy class and heavier ‘Mechs may not use their jump jets to move. Medium ’Mechs apply a +1 modifier to all Piloting Skill Rolls and +1 to-hit modifier to all attacks in any turn they use jumping MPs.

· 6 Levels: Heavy and Assault ‘Mechs apply a +1 modifier to all Piloting Skill Rolls and +1 to-hit modifier in any turn they use jump MPs.

· All Levels: No aerospace units (including conventional fighters and Fixed-Wing Support Vehicles) may launch or land in any hex.

<<<begin table>>>

CASTLE BRIAN BUILDING TYPE CONVERSION TABLE

Tent 
Light equipment and storage crates

Hangar (All) 
Treat as interior walls

Standard


Light 
Light equipment and storage crates


Medium 
Treat as interior walls


Heavy 
Internal Structures, treat as building the height of the map

Fence 
Ignored

Wall (All) 
Interior Wall

Bridge (All) 
Bridge

Gun Emplacement (All) 
Interior Defense Placement, energy weapons only

Fortress (All) 
Internal Structure height equals map height

<<<end table>>>

Tunnels


Tunnels are used to connect various underground complexes or lead to surface exits. Unless otherwise noted, tunnels are 15 meters (1/2 hex) wide and 1 Level high. A maximum of one friendly unit (two if both units are infantry units) may be in any hex at a time. Tunnels can be larger in size, most commonly 15 meters wide and 2 Levels tall, to allow for the passage of ’Mechs, but larger tunnels are relatively rare and typically for a specific purpose, such as the movement of Mobile Structures or other large units.


Any tunnel that is one hex or less in width has an effect on combat. All attacks on a unit in a narrow tunnel apply a –1 to-hit modifier due to the unit’s limited mobility.


Prior to game play, all tunnels should be notated with their width and height to prevent confusion.

USING CASTLE BRIAN STRUCTURES


The following structures represent some of the more common structure types used by Castles Brian across the Terran Hegemony and Star League bases. Players can use them to build specific scenarios, placing one or more of the structures on the playing area (see the three pages of Castles Brian Templates at the end of the book). When placing structures, any structure of three or more hexes must be connected by a tunnel to at least one other structure.

REINFORCED WEAPONS BUNKER RWB



The largest regularly constructed weapons emplacement, RWBs were commonly used to protect direct approaches to the main portions of a Castle Brian or critical transit points such as passes, bridges, and bays. Sacrificing some durability for easier construction, the RWB was still a Castle Brian-classification structure and contained enough firepower to hold an entire regiment at bay under the right conditions. Designed to face a primary direction, the forward turrets were generally equipped with heavy batteries of direct fire, long range weapons such as PPCs and LRM launchers.


The interior of the building is then used to house indirect fire or capital scale defense systems. Massive batteries of Long Toms, anti-aircraft-tasked Thumpers and Arrow IV launchers are the most common conventional weapons found. The Word of Blake retrofitted many of its RWBs with large cruise missile batteries, allowing for highly accurate long range ground-to-ground fire that capital-class missiles systems generally lacked. Two smaller turrets in the center of the building were dedicated to anti-aerospace defense with cluster autocannons and LRM batteries.


The exterior of an RWB was pockmarked with small weapon blisters specifically designed to protect the structure itself from assault. Ranging from Gatling gun anti-personnel weapons up to ’Mech-killer autocannons, these defense blisters made a direct assault on a RWB an undesirable prospect. Targeting lasers allowed nearby RWBs to provide supportive fire, raining down Arrow IV homing missiles in huge volleys. These defenses, combined with a total lack of above ground entrances, meant most RWBs destroyed in combat were done with orbital or nuclear strikes.

The structures themselves were fully self-contained. Occupancy was cramped with most officers doubling up, but there was adequate food, medical, and service facilities to allow RWB crews to withstand long sieges, even if the rest of the Castles Brian had been breached or destroyed.


Variants: Capital-class RWBs were found defending several Terran and Terran Hegemony Brians. These replaced one or more of the artillery turrets with a Naval Laser 55 or a paired Killer Whale and Barracuda Launcher.


Some remote or isolated RWBs were more easily serviced from above ground. These would replace one of their anti-aircraft turrets (Hex 3 or 6) with a Helipad and two interior hangars, sacrificing storage and crew quarters to make space for them.

Type: Castle Brian Reinforced Weapons Bunker

Technology Base: Inner Sphere

Building Classification: Castle Brian

Building Type: Hardened

Construction Factor (Per hex): 100 (Capital)

Armor (Per hex): 150 (Capital)

Dimensions:


Length: 120 meters (4 Hexes)


Width: 90 meters (3 Hexes)


Height: 30 meters (5 Levels)

Base Crew: 105 Officers, 181 Crew, 350 Gunners, 112 Infantry

Notes: 65 Officers Quarters (10 Hex 1, 10 Hex 2, 10 Hex 4, 5 Hex 5, 10, Hex 6, 10 Hex 8, 10 Hex 10), 360 Crew Quarters (30 Hex 1, 30 Hex 2, 40 Hex 3, 60 Hex 4, 40 Hex 5, 60 Hex 6, 30 Hex 8, 40 Hex 9, 30 Hex 10). All quarters double occupancy. 40 tons of Communication Equipment (20 Hex 4, 20 hex 6), 5 Field Kitchens (Hex 1, 2, 5, 8 and 10), 4 Infantry Compartments (2 Hex 4, 2 Hex 6), 2 MASH/10 Operating Theatres each (Hex 4 and 6), 2 Mobile Field Bases (Hex 4 and 6). 1 60 ton capacity – 2 level Industrial Elevator (Hex 7, Level 1), 2 10-ton capacity Level 2 Industrial Elevators (Hex 3, 6 Level 1).

Hexes 1, 2, 5, 8, 9:

Weapons and Equipment Hex/Location

3 ER PPC 
Turret

3 LB 10-X AC 
Turret


Ammo (LB-X) 300
 Level 5

3 LRM 15+Artemis 
Turret


Ammo (LRM) 720 
Level 5

1 Autocannon/20 
Level 2


Ammo (AC) 100 
Level 2

3 SRM 6+Artemis 
Level 2


Ammo (SRM) 450 
Level 2

1 TAG 
Level 2

4 Machine Guns 
Level 1


Ammo (MG) 600 
Level 1

4 Medium Pulse Lasers 
Level 2

1 Flamer 
Level 1

4 Anti-Missile Systems 
Level 3

Ammo (AMS) 120 
Level 3

Weapons Facings: Hex 1: Facing 1; Hex 2: Facing 6; Hex 5: Facing 6; Hex 8: Facing 5; Hex 9: Facing 3

Hexes 3, 6:

Weapons and Equipment Hex/Location

3 LB 2-X AC 
Turret


Ammo (LB-X) 675

3 LRM 15+Artemis 
Turret


Ammo (LRM) 120

Hex 7:

Weapons and Equipment Hex/Location

2 Cruise Missile/120 
Turret


Ammo (Cruise) 60 
Level 5

2 ER Large Lasers 
Level 2

4 Medium Pulse Lasers 
Level 2

3 SRM 6+Artemis 
Level 2


Ammo (SRM) 450 
Level 2

4 Heavy Machine Guns 
Level 2


Ammo (Heavy MG) 600 
Level 2

1 Flamer 
Level 2

4 Anti-Missile Systems 
Level 3


Ammo (AMS) 120 
Level 3

Weapons Facings: Facing 2

Hexes 4, 10:

Weapons and Equipment Hex/Location

3 Long Toms 
Turret


Ammo (Long Tom) 300 
Level 5

3 Thumpers 
Turret


Ammo (Thumper) 300 
Level 5

3 Arrow IV Missiles 
Turret


Ammo (Arrow IV) 90 
Level 5

3 LRM 15+Artemis 
Level 2


Ammo (LRM) 480 
Level 2

2 ER Large Lasers 
Level 2

4 Medium Pulse Lasers 
Level 2

3 SRM 6+Artemis 
Level 2


Ammo (SRM) 450 
Level 2

4 Heavy Machine Guns 
Level 1


Ammo (MG) 600 
Level 1

1 Flamer 
Level 1

4 Anti-Missile Systems 
Level 3


Ammo (AMS) 120 
Level 3

Weapon Facing: Hex 4: Facing 2; Hex 10: Facing 3


Game Notes: The RWB sits on top of a Level 2 Castles Brian of the exact same dimensions, representing the subterranean portion of the Bunker. The underground Brian structure is devoted to storage and tunnel/elevator access to other parts of the complex.

COMMAND AND CONTROL BUNKER


While designed to allow complete operation from their sealed depths, any battlefield commander will admit there is a great difference between seeing icons on a screen to getting a first-hand look at the battlefield. Command and Control Bunkers allowed key areas to be under direct observation. Festooned with sensors, cameras, observation posts, and communications equipment to direct a system-wide offensive, these fortifications were key targets in any assault on a Castle Brian. However, the destruction of a CNC Bunker would only deprive the Brian fortress of some of its direct eyes; it would not decapitate the base.

Type: Castle Brian Command and Control Bunker

Technology Base: Inner Sphere

Building Classification: Castle Brian

Building Type: Hardened

Construction Factor (Per hex): 150 (Capital)

Armor (Per hex): 150 (Capital)

Dimensions:


Length: 90 meters (3 Hexes)


Width: 60 meters (2 Hexes)


Height: 18 meters (3 Levels)

Base Crew: 45 Officers, 132 Crew, 120 Gunners, 112 Infantry.

Notes: 45 Officers Quarters (15 Hex 1, 15 Hex 2, 15 Hex 4), 135 Crew Quarters (45 Hex 1, 45 Hex 2, 45 Hex 4). All crew quarters double occupancy. 30 tons of Communication Equipment (Hex 3), 2 Field Kitchens (Hex 1, 4), 4 Infantry Compartments (Hex 2), 1 MASH/5 Operating Theatres (Hex 3), 1 Helipad with two VTOL cubicles (Hex 3), 1 Guardian ECM Suite (Hex 2), 1 Beagle Active Probe (Hex 3), 1 Ground-Mobile HPG (Hex 3). 1 20-ton capacity – 2 level Industrial Elevator (Hex 3, Level 1).

Hexes 1, 2, 4:

Weapons and Equipment 
Hex/Location

3 ER PPCs 
Turret

3 LB 10-X AC 
Turret


Ammo (LB-X) 300 
Level 3

3 LRM 15+Artemis 
Turret


Ammo (LRM) 720 
Level 3

2 Arrow IV Missiles 
Turret


Ammo (Arrow IV) 60 
Level 3

4 SRM 6+Artemis 
Level 2


Ammo (SRM) 450 
Level 2

4 Machine Guns 
Level 1


Ammo (MG) 600 
Level 1

4 Medium Pulse Lasers 
Level 2

2 Flamers 
Level 1

4 Anti-Missile Systems 
Level 3


Ammo (AMS) 120 
Level 3

2 TAG 
Level 2

Weapons Facings: Hex 1: Evenly between Facing 5 & 6; Hex 2: Facing 4; Hex 4: Evenly between Facing 2 and 3

Hex 3:

Weapons and Equipment 
Hex/Location

2 Large Pulse Lasers 
Level 2

2 Medium Pulse Lasers 
Level 2

2 SRM 6+Artemis 
Level 2


Ammo (SRM) 225 
Level 2

1 TAG 
Level 2

4 Machine Guns 
Level 2


Ammo (MG) 600 
Level 2

2 Flamers 
Level 2

4 Anti-Missile Systems 
Level 3


Ammo (AMS) 120 
Level 3

Weapons Facings: Hex 2: Facing 1

Game Notes: The CNC sits on top of a Level 2 Castles Brian of the exact same dimensions, representing the subterranean portion of the Bunker. The underground Brian structure is devoted to storage and tunnel/elevator access to other parts of the complex.

ANTI-AEROSPACE BUNKER


Anti-Aerospace Bunkers were typically placed near other aboveground Brian facilities. These small structures were some of the most heavily constructed Brian fortifications, able to withstand sustained bombardments even while returning fire. Three turrets carry dedicated anti-air weaponry capable of downing any aerospace craft that comes in range.


Posting in an Anti-Aerospace Bunker was considered some of the least desirable duty in a Castle Brian. Despite being equipped with facilities for the entire crew, the compact structure made for extremely cramped working conditions.

Type: Castle Brian Anti-Aerospace Bunker

Technology Base: Inner Sphere

Building Classification: Castle Brian

Building Type: Hardened

Construction Factor (Per hex): 100 (Capital)

Armor (Per hex): 100 (Capital)

Dimensions:


Length: 60 meters (2 Hexes)


Width: 60 meters (2 Hexes)


Height: 12 meters (2 Levels)

Base Crew: 45 Officers, 50 Crew, 175 Gunners.

Notes: 45 Officers Quarters (15 Hex 1, 15 Hex 2, 15 Hex 3), 120 Crew Quarters (40 Hex 1, 40 Hex 2, 40 Hex 3). All crew quarters double occupancy. 3 tons Communication Equipment (Hex 1), 2 Field Kitchens (Hex 1, 2), 3 Paramedic Equipment (1 per hex), 1 Guardian ECM Suite (Hex 2), 1 20-ton capacity – 2 level Industrial Elevator (Hex 1, Level 1),

Hexes 1, 2, 3:

Weapons and Equipment 
Hex/Location

4 Large Pulse Lasers 
Turret

6 LB 10-X AC 
Turret


Ammo (LB-X) 1000 
Level 2

3 LRM 20+Artemis 
Turret


Ammo (LRM) 360 
Level 2

2 Thumpers 
Turret


Ammo (Thumper) 600 
Level 2

6 SRM 6+Artemis 
Level 2


Ammo (SRM) 900 
Level 2

1 TAG 
Level 2

6 Machine Guns 
Level 1


Ammo (MG) 1200 
Level 1

6 Medium Pulse Lasers 
Level 1

3 Flamers 
Level 1

6 Anti-Missile Systems 
Level 2

Ammo (AMS) 720 
Level 2

Weapons Facings: All weapons are evenly placed on all three outward facings.

Note: Move all Level 1 weapons to Level 2 in Hex 1; otherwise it’s identical to Hexes 2 and 3.

Game Notes: The AAA Bunker sits on top of a Level 2 Castles Brian of the exact same dimensions, representing the subterranean portion of the Bunker. The underground Brian structure is devoted to storage and tunnel/elevator access to other parts of the complex.

FORTIFIED BRIAN WALL


While Castles Brian were famous for their use of natural terrain as part of their fortifications, Mother Nature was not always cooperative. In these instances, fortified walls were needed to protect a vital open space, critical pass, or other important objective. Castle Brian fortified walls were self-contained structures, with individual sections sealed off from adjoining sections to allow the defensive bunkers within them to continue to operate.


Basic anti-personnel weapons studded the fortified walls with a central turret providing heavier defensive firepower. In comparison to fortified bunkers, wall structures were not heavily armed. Focused on area denial or impeding hostile forces, wall weapons were limited in class and use.

Type: Castle Brian Fortified Wall

Technology Base: Inner Sphere

Building Classification: Castle Brian

Building Type: Hardened

Construction Factor (Per hex): 150 (Capital)

Armor (Per hex): 150 (Capital)

Dimensions:


Length: 150 meters (6 Hexes)


Width: 30 meters (1 Hex)


Height: 18 meters (3 Levels)

Base Crew: 10 Officers, 20 Crew, 30 Gunners.

Notes: 10 Officers Quarters (Hex 3), 25 Crew Quarters (Hex 3). All crew quarters double occupancy. 3 tons Communication Equipment (Hex 3), 1 Field Kitchens (Hex 3), 1 Paramedic Equipment (Hex 3), 1 Guardian ECM Suite (Hex 3), 1 10-ton capacity – 2 level Industrial Elevators (Hex 2, Level 1).

Hexes 1, 2, 4, 5:

Weapons and Equipment 
Hex/Location

4 Machine Guns 
Level 1


Ammo (MG) 1200 
Level 1

4 Anti-Missile Systems 
Level 3


Ammo (AMS) 720 
Level 3

Weapons Facings: All weapons are evenly placed on the two outward facings.

Game Notes: The Wall sits on top of a Level 1 Castles Brian of the exact same dimensions, representing the subterranean portion of the Bunker. The underground Brian structure is devoted to storage and tunnel/elevator access to other parts of the Castles Brian.

CASTLE BRIAN AEROSPACE HANGAR


Port Castles were the first to use the fortified Brian-class hangars. These heavily armored hangars ranged from low slung hangars, exclusively used for aerospace and small craft, to 100-meter-tall fortifications for spheroid DropShips. The most common style was a mid-size hangar capable of supporting small craft and aerodyne DropShips.


As with most Brian structures, the hangar was a self-contained environment, equipped with quarters to house support staff and defensive gunners as well as all the equipment needed to support them and perform all but the most complex repairs on the craft they sheltered.


Variant: Hangars supporting only aerospace fighters are 3 levels high and hangars supporting spheroid DropShips are 15 levels high but otherwise identical in construction.

Type: Castle Brian Aerospace Hangar

Technology Base: Inner Sphere

Building Classification: Castle Brian

Building Type: Heavy

Construction Factor (Per hex): 75 (Capital)

Armor (Per hex): 75 (Capital)

Dimensions:


Length: 180 meters (6 Hexes)


Width: 90 meters (3 Hexes)


Height: 42 meters (7 Levels)

Base Crew: 24 Officers, 160 Crew, 40 Gunners,

Notes: 24 Officers Quarters (6 Hex 3, 6 Hex 10, 6 Hex 14, 6 Hex 22), 100 Crew Quarters (25 Hex 3, 25 Hex 10, 25 Hex 14, 25 Hex 22). All crew quarters double occupancy. 4 Mobile Field Bases (Hex 2, 4, 21, 23), 2 Field Kitchens (Hex 3, 22), 2 MASH/2 Operating Theatres (Hex 3), 3 Paramedic Equipment (Hex 10, 14, 22), 2 200-ton capacity – 2 level Industrial Elevators (Hex 6 & 11, Level 1). 1 Large Door, 3 Hex wide, 6 Levels tall (Hex 9, 14, and 19 both outside facings).

Hexes 1, 4, 20, 23:

Weapons and Equipment 
Hex/Location

4 Large Pulse Lasers 
Level 1

4 Medium Pulse Lasers 
Level 1

4 SRM 6+Artemis 
Level 1


Ammo (SRM) 450 
Level 1

4 Machine Guns 
Level 1


Ammo (MG) 800 
Level 1

Game Notes: The Hangar is built using Open Space Construction rules (see p. 138, TO). Hexes 6, 7, 8, 11,12, 13, 16, 17, and 18 are open from Level 1 to Level 6. The Hangar sits on top of a Level 2 Castles Brian of the exact same dimensions, representing the subterranean portion of the Bunker. The underground Brian structure is devoted to storage and tunnel/elevator access to other parts of the complex.

LARGE PORTAL (MOBILE STRUCTURE)



Castles Brian that were assigned Rattler-class anti-aerospace mobile fortresses required massive entrance portals to allow them to move in and out of the facility. Significantly larger than most Brian entrances, the Mobile Structure portals used a modification of the proven Castle Brian aerospace hangar to support the multi-story reinforced doors required. This allowed a Rattler to move unimpeded in and out of the Brian fortress from their secure underground bunkers.


The large doors, even with the most advanced technology, still required significant time to open and close and created a definite weakness to the complex. As a result, heavy weapons were placed in the structure to hold off any attempts to storm an open portal. Typically, gun emplacements were stationed within 250 meters of the entrance to provide additional support.

Type: Castle Brian Large Portal

Technology Base: Inner Sphere

Building Classification: Castle Brian

Building Type: Heavy

Construction Factor (Per hex): 100 (Capital)

Armor (Per hex): 100 (Capital)

Dimensions:


Length: 210 meters (7 Hexes)


Width: 60 meters (2 Hexes)


Height: 42 meters (7 Levels)

Base Crew: 15 Officers, 50 Crew, 40 Gunners

Notes: 16 Officers Quarters (8 Hex 2, 8 Hex 12), 50 Crew Quarters (25 Hex 2, 25 Hex 12). All crew quarters double occupancy. 2 Searchlights (Hex 3, 11), 3 tons Communication Equipment (Hex 3), 2 Field Kitchens (Hex 2, 12), 2 Paramedic Equipment (Hex 2, 12), 2 Guardian ECM Suite (Hex 3, 11), 2 20-ton capacity – 2 level Industrial Elevator (Hex 1 & 13, Level 1). 1 Large Door, 3 Hex wide, 6 Levels tall (Hex 5, 7, and 9 both outside facings).

Hexes 3, 11:

Weapons and Equipment 
Hex/Location

2 Autocannon/20 
Level1


Ammo (AC) 400

4 Large Pulse Lasers 
Level 1

4 Medium Pulse Lasers 
Level 1

4 SRM 6+Artemis 
Level 1


Ammo (SRM) 450 
Level 1

4 Machine Guns 
Level 1


Ammo (MG) 800 
Level 1

4 Anti-Missile Systems 
Level 1


Ammo (MG) 480 
Level 1

Weapons Facings: All weapons are evenly placed on the two outward facings.

Game Notes: The Portal is built using Open Space Construction rules (see p. 138, TO). Hexes 5-10 are open from Level 1 to Level 6.


The Portal is always placed flat against a hill/mountain of equal or greater height. An underground, open space construction Castles Brian connects to the backside of the Portal, representing the interior tunnel. For every five hexes of ‘tunnel’ the middle hex is equipped with the identical equipment as Hex 3 of the Portal and the hex directly behind it is identical to Hex 2 of the Portal.

CASTLE BRIAN WEAPON EMPLACEMENTS


Gun emplacements and automated anti-personnel turrets were the most common visual representation of a Castle Brian, a small irony given that neither structure was built using the advanced construction techniques that make Brian structures so durable. Standard fortified buildings, the two turreted structures were used in large numbers, protecting other Brian structures, vital approaches and locations. Easily constructed, these semi-isolated structures were cramped and only designed for short-term duty rotations. Able to be fully sealed off from the Brian structures they were connected to, these served as disposable defenses for the greater structures.


The large gun emplacements contained the firepower of a heavy or assault BattleMech but typically made up for this with overlapping fields of supporting fire and the ability to call on artillery support from their parent Brian fortress.


The automated AP turrets carried minimal weapons and served only to provide anti-infantry defense to gun emplacements and other structures. The turret-mounted quad machine guns provided excellent anti-infantry support and the two flamers defended the structure from direct attack. Fully automated, these small turret structures could dot a hillside, making any covert approach all but impossible. The structures were also small enough that they could be built on top of an industrial elevator system that allowed them to be withdrawn underground, protecting them from heavier weapons fire.

Type: Gun Emplacement

Technology Base: Inner Sphere

Building Classification: Gun Emplacement

Building Type: Hardened

Construction Factor (Per hex): 150

Armor (Per hex): 150

Dimensions:


Length: 30 meters (1 Hex)


Width: 30 meters (1 Hex)


Height: 12 meters (2 Levels)

Base Crew: 3 Officers, 5 Crew, 10 Gunners

Notes: 1 Crew Quarters, 7 Crew Quarters. All quarters double occupancy. 6 Searchlights (1 per facing), 1 ton Communication Equipment, 1 Paramedic Equipment, 1 Guardian ECM Suite.

Weapons and Equipment 
Hex/Location

1 Gauss Rifle 
Turret


Ammo (Gauss) 56 
Level 2

1 LB 10-X Autocannon 
Turret


Ammo (LB-X) 40 
Level 2

1 LRM 10+Artemis 
Turret


Ammo (LRM) 48 
Level 2

6 Medium Pulse Lasers 
Level 2 (1 per facing)

6 Machine Guns 
Level 1 (1 per facing)


Ammo (MG) 800 
Level 1

6 Anti-Missile Systems 
Level 2 (1 per facing)


Ammo (MG) 800 
Level 2

Type: Automated Anti-Personnel Turret

Technology Base: Inner Sphere

Building Classification: Gun Emplacement

Building Type: Hardened

Construction Factor (Per hex): 100

Armor (Per hex): 100

Dimensions:


Length: 30 meters (1 Hex)


Width: 30 meters (1 Hex)


Height: 6 meters (1 Level)

Base Crew: None

Notes: 6 Searchlights (1 per facing). Equipped with Automated Weapons System (see p. 133, TO)

Weapons and Equipment 
Hex/Location

4 Machine Guns 
Turret


Ammo (MG) 400 
Level 1

2 Flamers 
Level 1 (Facing 1, 3)

CENturion weapon System

R&D Start Date: Circa 2760 (Star League)

Prototype Design and Production: Circa 2762 (Star League)


In the late 28th century, Generals Kerensky and DeChavilier tasked SLDF researchers with developing non-lethal weapons to disable the advanced technologies that had proliferated throughout the Inner Sphere and Periphery. A few concepts were tested and met with limited success, but practical testing and combat simulations soon showed that even a modicum of electronics hardening, coupled with combat maneuvering, would still render a ’Mech, vehicle, fighter or other piece of combat equipment virtually invulnerable to what the SLDF Science and Technology Bureau had designated Centurion weapon systems.


Research into the Centurion project continued nonetheless, with some systems reaching operational capability. Unfortunately, against all but the oldest and most distressed equipment still in the field, the prototype system had little to no operational range.


During trials, engineers fitted test units with a special transponder that would automatically shut down those units when struck by the weapon’s beam, just to be sure. Thanks to those transponders, initial trials went well enough for the SLDF to order an extended test. Even with the transponders, however, the weapon ultimately proved unreliable, with a limited arc of effectiveness and widely varying range. The Centurion weapon itself was shelved, but the transponders were modified to allow the remote shutdown of ’Mechs and vehicles in the case of unauthorized use or theft.


The transponders were put into limited use, with the codes necessary to shut down the parent unit supposedly entrusted only to SLDF field commanders, the colonels and generals who led the Star League’s armies. In reality, the codes quickly found their way into the hands of just about anyone in the SLDF that wanted them. Among some MechWarriors, it became a practical joke to shut down each other’s ’Mechs. Not long thereafter, the codes began to fall into the wrong hands, leading to several disasters, including the loss of nearly two battalions of brand new SLDF BattleMechs and the destruction of several more companies by pirates on the world of Zebeneschamali. The entire Centurion system was shelved at that point, but thousands of transponders remained in service, while thousands more that were supposedly destroyed may have been stockpiled as a part of integrated communications systems in SLDF depots across the Inner Sphere.


Though the system remained undeveloped for more than five centuries, evidence exists that some groups may either have dug up ancient prototypes of this weapon or developed their own from plans discovered in the Helm Star League Memory Core.


Era: Star League


Sourcebook: Jihad Conspiracies
Rules Level: Experimental

Available To: IndustrialMechs, BattleMechs, Combat Vehicles, Support Vehicles, Conventional Fighters, Aerospace Fighters and Small Craft.

Tech Base (Ratings): Inner Sphere (E/F-F-F)

Game Rules: The Centurion uses a directed electromagnetic pulse to overload the electronic systems on the target unit, though the weapon’s effective range is minimal in this mode. Against units with the Centurion transponder, or that either have unshielded electronics or lost that shielding, the Centurion weapon has a much greater range. Prior to the start of a game, the gamemaster (or the players) must determine which units (BattleMech, vehicle, ProtoMech, battle armor, fighter or aerospace fighter) are susceptible to the Centurion weapon.


Units equipped with a Centurion use it like any other direct-fire energy weapon. Though it delivers no damage or heat to its target, the weapon does inflict heat on the firing unit as normal. Against targets susceptible to it, the Centurion weapon has the range profile of an Inner Sphere Light PPC; against units not susceptible to the weapon, the Centurion’s effective ranges are reduced to that of a standard Inner Sphere Small Laser. The Centurion does not work with a targeting computer.


Upon a successful hit, the player controlling the targeted unit immediately makes a shutdown roll as if the targeted unit’s heat were 14 points higher than its current level (though this “heat” is not added to the unit’s heat level). If the roll is successful, the unit continues to operate normally. If the roll fails, the unit immediately shuts down. If the weapon successfully targets a unit that is already shut down (for whatever reason) the unit remains shut down for the next turn.

Construction Rules: A unit may mount any number of Centurion weapons.

<<<begin table>>>

centurion weapon system



Minimum 
Short 
Medium 
Long 

Critical 
Ammo

Type 
Heat 
Damage 
Range 
Range 
Range 
Range 
Tons 
Slots 
Per Ton

Centurion 
4 
0* 
0 
6 (1) 
12 (2) 
18 (3) 
5 
2 
—

*The Centurion deals no damage; instead, a unit successfully targeted by this weapon makes an immediate shutdown roll as if its current heat level were 14 points higher than it truly is.

<<<end table>>>

Improved Weapons and Equipment (Early Clan)


The Clan’s ancestors carried with them great stores of knowledge that was lost to the Inner Sphere. The self-declared Star League in Exile—the embryonic Clans—used this information as the springboard for the development of the advanced weapons with which they terrorized the Inner Sphere when they returned in 3050. However on the road to the introduction of these weapons the scientists of what would become the Clans developed a range of intermediate weapons that were soon superseded by the familiar weapons seen today.


Occasionally these systems are still employed on BattleMechs and vehicles dredged up from the depths of the oldest Brian Caches.

Improved Laser


Building on the Terran Hegemony research they carried into exile, the Nicholas Kerensky’s followers developed improved versions of the basic large laser and large pulse laser. 

Improved Large Laser

Introduced: 2818 

Extinct: 2830

Recovered: N/A


This weapon has a performance identical to the standard large laser, but weighs only 4 tons and occupies 1 critical slot.

Improved Large pulse Laser

Introduced: 2820

Extinct: 2826
Recovered: N/A


This weapon has a performance identical to the Inner Sphere large pulse laser, but weighs only 6 tons and occupies 2 critical slots.

<<<BEGIN INSET>>>

Improved Laser

Tech Base: Clan

Unit Restrictions: None

Game Rules: Improved Lasers may not be fired if the unit is powered down or if its pilot/crew is otherwise prevented from acting.

Construction Rules: Improved Lasers may be mounted on any unit in accordance with the unit’s standard construction rules.

Table Reference: Weapons and Equipment (Clan, pp. XXX)

Game Rules: See page 98, Total Warfare.

<<<END INSET>>>

Improved And Enhanced PPC


As with laser weapons the Clan’s progenitors improved on the Hegemony’s particle weapons technology 

Improved PPC

Introduced: 2820

Extinct: 2832

Recovered: N/A


This weapon has a performance identical to the standard PPC, but weighs only 6 tons and occupies 2 critical slots.

Enhanced PPC

Introduced: 2823

Extinct: 2831
Recovered: N/A


An evolution of the Hegemony’s ER PPC, the Enhanced PPC inflicts 12 points of damage instead of the normal 10 points, but otherwise is identical to the standard ER PPC.
<<<BEGIN INSET>>>

Improved and Enhanced PPC

Tech Base: Clan

Unit Restrictions: None

Game Rules: Improved and Enhanced PPCs may not fire if the unit is shut down or if its pilot/crew is otherwise prevented from acting.

Construction Rules: Improved and Enhanced PPCs may be mounted on any unit in accordance with the unit’s standard construction rules. In addition, OmniMechs must remove lower arm and hand actuators in any Arm location selected to carry an Improved or Enhanced PPC.

Table Reference: Weapons and Equipment (Clan, pp. XXX)

Game Rules: See page 98, Total Warfare.

<<<END INSET>>>

Improved Autocannon


Ballistic weapons technology also benefited from advanced metallurgy and construction techniques to produce a range of lighter and more compact weapons. These weapons had a very brief lifespan before the Clans abandoned them in favor of advanced versions of the Ultra and LB-X autocannon.

Improved Standard Autocannon

Introduced: 2818

Extinct: 2833

Recovered: N/A


The Clan versions of the standard autocannon are lighter and (usually) more compact than their Inner Sphere counterparts. 

<<<BEGIN INSET>>>

Improved Autocannon

Tech Base: Clan

Unit Restrictions: None

Game Rules: Autocannons may not be fired if the unit is shut down or if its pilot/crew is otherwise prevented from acting, but loaded or partially loaded AC ammo bins are always live and will explode per standard rules if critically hit during game play.

Construction Rules: OmniMechs must remove lower arm or hand actuators in any Arm location selected to carry an autocannon. Only the Improved AC/20 may be split among two adjacent locations (such as the Left Arm and Left Torso) on BattleMechs and IndustrialMechs. Weapons so divided must take the most restrictive firing arc of the two locations. Non-’Mech units may not divide a single weapon among multiple locations.


Improved autocannons may make use of specialized ammo, with the exception of the LB-X cluster munitions which may be used only by LB-X AC types. 

Table Reference: Weapons and Equipment (Clan, p. XX)

Game Rules: See page 98, Total Warfare.

<<<END INSET>>>

Improved Gauss Rifle


As with autocannon, the Gauss Rifle benefited from the fruits of advanced research conducted by the SLDF just before the fall of the Star League.

Improved Gauss Rifle

Introduced: 2821

Extinct: 2837

Recovered: N/A


Naturally the Clans did not neglect one of the most deadly weapons in their arsenal. The newly-created Clan Goliath Scorpion developed an improved Gauss Rifle. This weapon weighs in at 13 tons and occupies 6 critical slots.

<<<BEGIN INSET>>>

Improved Gauss Rifle

Tech Base: Clan

Unit Restrictions: None.

Game Rules: Gauss rifle capacitors remain charged (and thus explosive) throughout game play, even if the unit is shut down or its crew/pilot is unable to act.

Construction Rules: Improved Gauss rifles may be mounted on any unit per standard weapon and equipment rules. Humanoid OmniMechs that choose to mount a Gauss rifle in the arm must remove that arm’s hand actuator before doing so.

Table Reference: Weapons and Equipment (Clan, pp. XXX)

Game Rules: Total Warfare p.98.

<<<END INSET>>>

Improved Missile Launchers


As with autocannon, the Gauss Rifle benefited from the fruits of advanced research conducted by the SLDF just before the fall of the Star League.
Improved Long Range Missiles

Introduced: 2818

Extinct: 2831

Recovered: N/A


A marvel of miniaturization, the Clans reduced the weight of their LRM launchers by half and somewhat reduced their bulk. Further improvements would create the familiar Clan LRM - which eliminated the weapon’s minimum range

Improved Short Range Missiles

Introduced: 2817

Extinct: 2828

Recovered: N/A


More powerful propellants allowed the Clans to increase the range of their short-range missiles by 33%. The launchers themselves remained the same weight and size. The introduction of the more accurate Streak SRMs consigned the Improved short range missile to the garbage heap, but the improved propellant eventually allowed the Clans to downsize the standard SRM and launcher.

<<<BEGIN INSET>>>

Improved Missile Launchers

Tech Base: Clan

Unit Restrictions: ProtoMechs.

Game Rules: Missile launchers may not be fired if the unit is shut down or if its pilot/crew is otherwise prevented from acting, but loaded or partially loaded missile ammo bins are always live and will explode per standard rules if critically hit during game play. 

Construction Rules: Improved Missile launchers may be mounted on any unit in accordance with the unit’s standard core construction rules On BattleMechs, IndustrialMechs and Support Vehicles, improved missile launchers may be enhanced by Artemis, but must allocate both the launcher and the Artemis system to the same location and all applicable launchers on the unit must be enhanced in the same fashion. Artemis systems on such units may be given a separate critical slot as the launcher can still fire with a damaged Artemis (all other units that carry Artemis-enhanced launchers—such as Combat Vehicles, fighters and DropShips—install the combined launcher and Artemis system as a single weapon). Omni units that mount improved missile launchers capable of using Artemis must adhere to the above rules, even if the launcher is hardwired to the base design. For example, an OmniMech that hardwires an improved SRM launcher in its Center Torso location in such a way as to leave no extra critical slots in that area may not subsequently add Artemis-enhanced missile launchers to a later configuration, as the Center Torso SRM has no room for its own enhancement. 


When using the Heavy Weapons Ammunitions table in the TechManual (p. 345–346) treat the improved missile launcher as being compatible with special munition types that are available for the corresponding standard missile launcher.

Table Reference: Weapons and Equipment (Clan, pp. XXX)

Game Rules: See page 98, Total Warfare.

<<<END INSET>>>

<<<Begin Table>>>

Clan Heavy Weapons and Equipment (Addendum)


Heat
Damage
Range
Ammo
Wt







Tech

Weapon/Item
Std (Aero)
Std (Aero)
Min/Sht/Med/Lng (Aero)
(per Ton)
(Tons)
M
P
CV
SV
F
SC
DS
Rating

Autocannons

Improved Autocannon/2
1 (1)
2 (2)
4/8/16/24 (Long)
45
5
1
N/A
1
1
1
1
1
F


Improved Autocannon/5
1 (1)
5 (5)
3/6/12/18 (Medium)
20
7
2
N/A
1
2
1
1
1
F

Improved Autocannon/10
3 (3)
10 (10)
0/5/10/15 (Medium)
10
11
6
N/A
1
6
1
1
1
F

Improved Autocannon/20
7 (7)
20 (20)
0/3/6/9 (Short)
5
13
9
N/A
1
9
1
1
1
F

Gauss Rifles

Improved Gauss Rifle
1 (1)
15 (15)
2/7/15/22 (Long)
8
13
6
N/A
1
6
1
1
1
F

Lasers

Improved Large Laser
8 (8)
8 (8)
0/5/10/15 (Medium)
N/A
4
1
N/A
1
1
1
1
1
F

Improved Large Pulse Laser
10 (10)
9 (9)
0/3/7/10 (Medium)
N/A
6
2
N/A
1
2
1
1
1
F

PPCs

Improved PPC
10 (10)
10 (10)
3/6/12/18 (Medium)
N/A
6
2
N/A
1
2
1
1
1
F

Enhanced PPC
15 (15)
12 (12)
0/7/14/23 (Long)
N/A
7
3
N/A
1
3
1
1
1
F

Missiles

Improved LRM 5
2
1/Msl (3)
6/7/14/21 (Long)
24
1
1
N/A
1
1
1
1
1
F

Improved LRM 10
4
1/Msl (6)
6/7/14/21 (Long)
12
2.5
1
N/A
1
1
1
1
1
F

Improved LRM 15
5
1/Msl (9)
6/7/14/21 (Long)
8
3.5
2
N/A
1
2
1
1
1
F

Improved LRM 20
6
1/Msl (12)
6/7/14/21 (Long)
6
5
4
N/A
1
4
1
1
1
F

Improved SRM 2
2 (2)
2/Msl (2)
0/4/8/12 (Medium)
50
1
1
N/A
1
1
1
1
1
F

Improved SRM 4
3 (3)
2/Msl (4)
0/4/8/12 (Medium)
25
2
1
N/A
1
1
1
1
1
F

Improved SRM 6
4 (4)
2/Msl (8)
0/4/8/12 (Medium)
15
3
2
N/A
1
2
1
1
1
F

<<<END Table>>>

<<<Begin Table>>>

Heavy Weapons and Equipment (Addendum)




Introduced

Reintroduced

Weapon/Item
Cost
Availability
(Affiliation)
Extinction
(Affiliation)

Autocannons

Improved Autocannon/2
75,000
(X-C-X)
N/A / 2818 (SLiE)
N/A / 2833
N/A / —

Improved Autocannon/5
125,000
(X-C-X)
N/A / 2818 (SLiE)
N/A / 2833
N/A / —

Improved Autocannon/10
200,000
(X-C-X)
N/A / 2818 (SLiE)
N/A / 2833
N/A / —

Improved Autocannon/20
300,000
(X-D-X)
N/A / 2818 (SLiE)
N/A / 2833
N/A / —

Gauss Rifles

Improved Gauss Rifle
300,000
(X-E-X)
N/A / 2822 (CGS)
N/A / 2837
N/A / —

Lasers

Improved Large Laser
100,000
(X-D-X)
N/A / 2818 (SLiE)
N/A / 2830
N/A / —

Improved Large Pulse Laser
175,000
(X-E-X)
N/A / 2820 (SLiE)
N/A / 2835
N/A / —

PPCs

Improved PPC
200,000
(X-D-X)
N/A / 2820 (SLiE)
N/A / 2832
N/A / —

Enhanced PPC
300,000
(X-E-X)
N/A / 2823 (Wolverine)
N/A / 2840
N/A / —

Missiles

Improved LRM 5
30,000
(X-D-X)
N/A / 2818 (SLiE)
N/A / 2831
N/A / —

Improved LRM 10
100,000
(X-D-X)
N/A / 2818 (SLiE)
N/A / 2831
N/A / —

Improved LRM 15
175,000
(X-D-X)
N/A / 2818 (SLiE)
N/A / 2831
N/A / —

Improved LRM 20
250,000
(X-D-X)
N/A / 2818 (SLiE)
 N/A / 2831
N/A / —

Improved SRM 2
15,000
(X-D-X)
N/A / 2817 (SLiE)
N/A / 2828
N/A / —

Improved SRM 4
90,000
(X-D-X)
N/A / 2817 (SLiE)
N/A / 2828
N/A / —

Improved SRM 6
120,000
(X-D-X)
N/A / 2817 (SLiE)
N/A / 2828
N/A / —

<<<END Table>>>

Land-Air battleMechs (LAMs) 


The Bimodal Land-Air BattleMech was the Terran Hegemony’s first attempt at ’Mech-to-fighter conversion. In 2680, First Lord Michael Cameron went against conventional wisdom and appointed a naval officer, Admiral David Peterson, as commander of the SLDF. Peterson implemented sweeping changes and commissioned several manufacturers to create “a series of ’Mechs that could fly as well as function as light ground ’Mechs.” Allied AeroSpace, Inc. won the bid. Their Shadow Hawk LAM was capable of conversion between BattleMech and aerospace fighter configurations. Only a handful of these bimodal LAMs were built before competitors perfected the standard LAM that survived into the Succession Wars.

 
In the late twenty-seventh century, the SLDF’s military renaissance developed countless technological advances. Many of these would be lost to the wholesale destruction of the Succession Wars. Among the more unique creations of this era, the Land-Air BattleMech or LAM survived to the mid thirty-first century before finally succumbing to the changing battlefield.


Although the LAM formed a prominent component of all SLDF divisions, few remained after the Liberation of Terra. After the Successor States annihilated their navies in the First and Second Succession Wars a growing emphasis on ground-based combat relegated the LAM to a battlefield curiosity that many commanders could neither effectively employ nor afford to risk. The difficulty of mastering both ’Mech and aerospace fighter, coupled with the complex AirMech mode, started the LAM’s death spiral. By the Fourth Succession War, the best academy for LAM pilots took fully three times as long as the worst MechWarrior academy to churn out qualified pilots. The depredations of the Succession Wars reduced LAM manufacturing to a bare trickle by the time of the Clan invasion leaving fewer of these machines available to graduates each year. Pilots failing to earn LAM assignments found themselves mediocre MechWarriors or aerojocks compared to their peers and frequently died in combat without ever piloting a LAM in battle.


After their initial development, innovation in LAM design stagnated. Prior to the fall of the Star League, Joseph Cameron sponsored a project to develop quad-LAMs using the venerable Scorpion chassis. Designers failed to produce an airworthy prototype and Simon Cameron scrapped the project when he came to power in 2738.


In the 3050s the Jade Falcons briefly explored adding LAMs to their Touman. A variant of the Phoenix Hawk with a dual cockpit was developed. Controlled by an aerospace pilot and a MechWarrior, the project ultimately failed to fit the Clan’s vision of warfare and was abandoned. 


When Clan Nova Cat destroyed the last LAM parts factory on Irece it marked the end for the struggling LAM. Coupled with inordinate training and maintenance demands the loss of parts production eliminated the LAM as a viable combat element in the Inner Sphere. A handful of non-airworthy LAMs remained in combat museums, tended by graying, retired pilots, when the Word of Blake Jihad began.


The extinct LAM was briefly resurrected in the late 3070s by the Word of Blake. The Spectral LAMs were the first new designs in over three hundred years. However, the Word of Blake discovered the same harsh limitations of the Star League LAMs still applied. Even by using more compact and efficient Clan technology, the Word’s Spectral LAMs lacked the ability to truly combat modern BattleMechs and aerospace fighters of equal weight, largely due to their inability to make use of weight-saving components such as extralight engines and endo steel construction. As the factory sites associated with these units were destroyed during Terra’s liberation and the Regulan sterilization of Gibson, the few surviving Spectral LAMs are, like their progenitors, likely destined for the museums of the future, the last gasp of a dying breed.

Era: Star League, Early Succession War, Jihad


Sourcebook: Technical Readout: 3085, Jihad: Final Reckoning
Bimodal LAMs

Introduced: 2680 (Terran Hegemony)

Extinct: 2781 (Inner Sphere), 2801 (Clans)
 
The Bimodal Land-Air BattleMech actually represents the Terran Hegemony’s first attempt at BattleMech-to-fighter conversion technology. In 2680, First Lord Michael Cameron went against conventional wisdom and appointed a naval officer, Admiral David Peterson, as commander of the SLDF. Peterson implemented sweeping changes and commissioned several manufacturers to create “a series of BattleMechs that could fly as well as function as light ground BattleMechs.” Allied AeroSpace, Inc. won the bid. Their first attempt, the Shadow Hawk LAM, was capable of conversion between ’Mech and aerospace fighter configurations. Only a handful of these bimodal LAMs were built before competitors perfected the “standard” LAMs that survived into the Succession Wars.

Rules Level: Experimental 

Available To: BM

Tech Base (Ratings): Inner Sphere (E/E-F-X)

Game Rules: Bimodal Land-Air ’Mechs have only two modes of operation: ’Mech mode and Fighter mode. They operate per the rules for Standard LAMs in these modes.

Standard LAMs

Introduced: 2688 (Terran Hegemony) 

Extinct: 3050 (Inner Sphere), 2825 (Clans)


What became the standard Land-Air BattleMech design emerged less than a decade after the Terran Hegemony’s project began. LexaTech Industries delivered the first fully functional LAM based upon the Stinger BattleMech, followed shortly by the Harvard Company, Inc who produced the Wasp LAM. Allied AeroSpace abandoned the Shadow Hawk chassis in favor of new development and introduced the Hegemony to the Phoenix Hawk LAM. 

 
The LAMs rolling off the assembly lines in the late 27th century marginally resembled their namesakes, but they were completely new designs and the differences were obvious. Dubbed the Mark I LAMs, they were produced for eight years. By that time, opposing forces were singling them out so Admiral Peterson sent the design teams back to the drawing board. All three LAM designs were painstakingly modified to more closely resemble the ’Mechs for which they were named. The cosmetic changes took almost five years to implement. The new Mark II LAMs began production in 2701.

Rules Level: Experimental 

Available To: BM

Tech Base (Ratings): Inner Sphere (E/D-E-F)

Game Rules: The Standard LAM operates in three modes: BattleMech, Fighter, and a special “middle mode” called AirMech mode. Damage and Heat are tracked on the LAM Record Sheet. Except as noted in these rules, all normal rules for each of a LAM’s modes apply to all operations in that mode. The following game rules describe how each mode functions in phase of game play.

LAM Pilot Skills


Because they are designed to operate as both aerospace fighters and as BattleMechs, Land-Air ’Mechs require a more intensive cross-training regimen for their pilots. In gameplay, this means that a LAM pilot requires two sets of Gunnery and Piloting skills, rather than the traditional pair. The first set of these skills applies to the LAM’s BattleMech functions, while the second set applies to its aerospace functions.


In gameplay, the Gunnery or Piloting skill required in any given situation will depend on what mode the LAM is currently configured to, and—in the case of LAMs in AirMech mode—what movement mode is being used. Unless the rules for a situation describe otherwise, substitutions are not allowed. If a roll requires the MechWarrior to use his ’Mech Gunnery Skill, the warrior cannot use his Aerospace Gunnery Skill instead (and vice versa).


The LAM Skill Table identifies what skills apply based on the LAM’s current configuration and movement modes. In any turn where the LAM is converting from one configuration to another, the skills applicable to the previous (starting) configuration apply. 


When generating random experience and skill ratings for LAMs (see p. 273, TW), apply a +3 modifier to the random experience roll, and apply a –2 modifier to the random skill roll. Roll for all four skills (BattleMech piloting, BattleMech gunnery, aerospace piloting, and aerospace gunnery) separately. The adjusted rolls cannot be less than zero or exceed the values on the tables.

<<<Begin Table>>>

LAM Skill Table

Configuration and Movement Mode
Piloting
Gunnery

Aerospace Fighter
Aerospace
Aerospace

AirMech Expending BattleMech MP
BattleMech
BattleMech

AirMech Expending AirMech MP
Aerospace
BattleMech

BattleMech
BattleMech
BattleMech

<<<End Table>>>

Conversion


Conversion is the process of switching from one of three LAM modes to another: BattleMech Mode, AirMech Mode and Fighter Mode (in this context, the term “Fighter Mode” always refers to an aerospace fighter). The process is dictated by the mode the LAM is in, and the map the LAM is on (i.e. ground, low-altitude, high-altitude, or space).


Some standard rules apply regardless of these factors (addi​tional rules for conversion, based on mode and map, follow this general list): 

· Conversion is always announced at the start of the LAM’s movement and is complete at the end of the LAM’s move​ment for that turn’s Movement Phase. 

· A LAM maintains its facing when converting. 

· During the turn of conversion the LAM maintains its pre​vious movement type, but at half the normal movement rates (rounded down). 

· Except when airborne and converting to and from Fighter Mode, a LAM does not have to move during the turn in which it changes modes.

· Converting LAMs may make attacks with a +3 to-hit modifier during the turn they are converting—they use the skills according to the mode they have converted to that turn.

· It is permissible to change modes in back to back turns. For example, a LAM in BattleMech Mode could convert to AirMech Mode during the movement phase of turn one, and in the Movement Phase of turn two, convert from AirMech Mode to Fighter Mode.


Bi-Modal LAMs

Lacking a middle AirMech mode, these units require a full turn to convert from one mode to another. Conversion is declared during the Movement Phase and takes the entire turn, during which time the unit is treated as though stationary (not immobile). While converting a Bi-Modal LAM may make attacks with a +3 to-hit modifier. 


Critical Hits: If any of the following critical hits have occurred, a Bi-Modal LAM may not convert: Shoulder, Upper Arm, Lower Arm, Hip, Upper Leg or Lower Leg Actuators, or Gyro (if the unit mounts a heavy-duty gyro, see the last footnote on page XX).
Standard LAMs

When operating on the ground or low-altitude maps, these units may change from BattleMech or Fighter Mode to Air​Mech, or from AirMech to BattleMech or Fighter Modes (but not from BattleMech to Fighter) in a single turn. 


A Standard LAM on the high-altitude or space map may convert to any mode in a single turn. 


Damage to a LAM never forces it to change modes, but does affect conversion as follows:


Shoulder, Upper Arm and Lower Arm Actuator Critical Hits: May convert between Fighter and AirMech modes, but not into or out of BattleMech Mode.


Hip, Upper Leg Actuator and Lower Leg Actuator Critical Hits: May convert between BattleMech and AirMech Modes, but not into or out of Fighter Mode.


Gyro Critical Hits: May not convert between modes (if the unit mounts a heavy-duty gyro, see the last footnote on page 11).

Ground Conversion


These rules apply when a LAM expends Walking, Running, Jumping, AirMech Cruise, or AirMech Flank MP and ends its Movement Phase at zero Elevations above the underlying ter​rain. Conversion may not occur while a LAM is underwater. If a converting LAM ends its movement in a hex that is prohibited terrain for its new movement mode, it is reduced to 0 MP (but not considered immobile) until it converts to a mode for which the terrain is not prohibited.

Airborne Conversion


Both Bi-Modal and Standard LAMs may convert while airborne. A LAM is airborne for conversion purposes if it is on the space map in a hex affected by gravity, on the high-altitude map, or on the low-altitude map. Dropping LAMs may not convert until jettisoning their drop cocoon (if applicable).


Converting to AirMech Mode (Standard LAMs only): A LAM that converts to AirMech mode while airborne above Altitude 3 on the low-altitude map is treated as a ’Mech making a drop (see p. 22, SO) and begins falling in the Aerospace Movement Phase of the following turn. The fall rate on the high-altitude/space map is 1 hex per turn. If a LAM enters the space/atmosphere interface hex row from a space hex in any mode other than Fighter (or as a BattleMech in a cocoon), it is destroyed immediately. The fall rate on the low altitude map is 3 Altitude levels per turn, modified as normal for atmospheric density (see p. 22, SO). 


An AirMech that drops to Altitude 3 or lower may stop its descent by expending 10 AirMech MP. Multiply the AirMech’s altitude by 10 and place it at that elevation above the underlying terrain. It may continue moving normally using its remaining AirMech MP. For example, a Phoenix Hawk-LAM converts from Fighter to AirMech Mode and ends its movement at Altitude 5. In the following turn it begins to fall, and would normally drop 3 altitudes to Altitude 2. However, upon reaching Altitude 3, the pilot elects to expend 10 AirMech Cruise MP and stops the fall. It is placed at Elevation 30 above the underlying terrain and may expend its remaining 5 AirMech Cruise MP normally.


A Fighter Mode LAM that converts to AirMech Mode and ends its movement at Altitude 3 or less does not begin dropping, but is placed at its altitude times 10 elevations above the underlying terrain. 


A BattleMech Mode LAM that converts to AirMech Mode while dropping continues to drop, but may stop its fall by expending 10 AirMech MP once it reaches Altitude 3 or lower.


Converting to Fighter Mode: A LAM that converts to Fighter Mode while airborne continues dropping as normal but may start moving as a fighter in the Aerospace Movement Phase of the following turn unless it failed to convert before reaching Altitude 0. A converting LAM that falls to Altitude 0 at the end of its Movement Phase crashes as an aerospace fighter (see p. 81, TW).


AirMech mode LAMs, expending AirMech MP, must reach 8 or more elevations above the underlying terrain by the end of their movement to convert to Fighter Mode and remain airborne; they are placed at Altitude 1 (NOE) in the corresponding hex of the low altitude map (or they may expend AirMech MP if the Aerospace Units on Ground Mapsheets rule is in use; see p. 91, TW). AirMech mode LAMs that are below Elevation 8 must land (or rise to Elevation 8+) to convert to Fighter Mode. 


AirMech Mode LAMs expending Walking or Running MP that convert to Fighter Mode are treated as a grounded fighter at the end of movement.


Converting to BattleMech Mode: LAMs that convert to BattleMech Mode while airborne are treated as a ’Mech making an atmospheric drop (see Converting to AirMech Mode, above). 


AirMech Mode LAMs that convert to BattleMech Mode while using AirMech MP must land at the end of their movement. AirMech Mode LAMs that convert to BattleMech Mode while dropping continue to drop.

Space Conversion


Both Bi-Modal and Standard LAMs may convert while in space. A LAM is in space if it is on the space map and outside the gravity well of a planet. No special rules apply for Space Conversion.

MoveMEnt Phase


LAMs use the following movement rules in game play, based on their present configuration mode.


BattleMech Mode: A LAM in BattleMech Mode uses standard ’Mech ground movement rules; in space, the Space Drops for Ground Units in Zero-G Operations rules (see p. 24, SO) apply, however the LAM expends fuel from its aerospace fighter allotment, not from its jump jet reaction mass (each thrust point spent consumes one point of fuel).


LAMs may carry external cargo, but only while in BattleMech Mode and must drop their cargo prior to converting to another mode.


Fighter Mode: A LAM in Fighter Mode receives a Safe Thrust equal to its Jumping MP and a Maximum Thrust equal to its Safe Thrust times 1.5 (rounded up). In this mode, the LAM maneuvers as a standard aerospace fighter, requires Control rolls for high-G maneuvers (see p. 78, TW), receives free facing turns as an aerospace fighter in atmosphere (see pp. 84 and 92, TW), and makes random movement avoidance rolls due to heat (see p. 161, TW). In addition, the LAM is treated as having VSTOL capabilities when attempting special maneuvers (see p. 85, TW). In addition, the LAM is treated as having VSTOL capabilities when attempting special maneuvers (see p. 85, TW).


A LAM’s structural integrity is equal to the number of internal structure points in its center torso. A LAM that suffers structural integrity damage from high-thrust maneuvers applies this damage directly to its center torso internal structure and rolls for critical hits to that location as a BattleMech.


LAMs in Fighter Mode expend fuel in the same fashion as an aerospace fighter, however, a LAM that loses a side torso cannot fly in the atmosphere.


AirMech Mode: In AirMech Mode, the LAM has four movement modes available: Walking, Running, AirMech Cruise, and AirMech Flank. An AirMech may use Walking or Running MP as if it were a normal ’Mech subject to the limitations below. A LAM in AirMech Mode may use only one movement mode per turn.

· Walking: An AirMech’s Walking MP is calculated by multiplying its BattleMech Mode Walking MP by 0.33 and rounding up.

· Running: Multiply an AirMech’s Walking MP by 1.5 and round up to calculate its AirMech Running MP.

· AirMech Cruise/Flank: The AirMech Cruise and AirMech Flank movement modes are considered a modified form of WiGE-style movement. A LAM’s AirMech Cruise MP is equal to its BattleMech Mode Jumping MP times 3. An LAM’s AirMech Flank MP is equal to its AirMech Cruise MP times 1.5 (rounded up). AirMech movement generates heat equal to the number of MP expended divided by 3, and rounded normally. A LAM that loses a side torso cannot expend AirMech MP in the atmosphere. When using AirMech Mode movement (Cruise or Flank), the LAM moves like a WiGE (see p. 55, TW), and is subject to all of the same restrictions as normal WiGE movement except as noted below, including maintaining 1 Elevation above the underlying terrain (see Gaining Elevation, for an exception), and sideslipping (see Going In, p. XX, for additional effects). A LAM must also pay 5 MP for take-off required of WiGE vehicles, and must move a minimum of 5 hexes each turn to remain aloft (see Hovering, below, for an exception). A LAM spends no MPs to land under AirMech movement, and ’Mech terrain restrictions apply, i.e. an AirMech may land in a light woods hex while expending AirMech Cruise MP. Additionally, an LAM using AirMech movement has the following additional options over normal WiGE movement:
· Hovering: A LAM using AirMech movement may hover by spending 5 AirMech MP. An AirMech that hovers does not need to move 5 hexes to remain airborne. It may move 0-4 hexes, expending MP normally, prior to spending 5 MP on hovering. A hovering AirMech is not an immobile target.

· Gaining Elevation: Whereas a WiGE vehicle may only gain elevation by climbing terrain, a LAM using AirMech movement may gain elevation like a VTOL, by spending 1 additional MP per elevation change (more than the 1 elevation the LAM automatically receives above its underlying terrain). However, while moving at more than 1 elevation above the underlying terrain, a LAM in AirMech Mode pays 2 AirMech MP per hex. Unlike a WiGE, a LAM using AirMech movement does not need to descend to 1 elevation above the underlying terrain at the end of its movement. An AirMech may not gain more than 25 Elevations above the underlying terrain in this fashion. When using AirMech movement modes, no Piloting Skill Rolls are required to land (descend to the level of the underlying terrain) unless the LAM has suffered gyro or Hip critical hits. In such cases, the LAM must make a successful Control Roll when landing or it will crash (see Going In, p. XX).


Stacking: A LAM in BattleMech Mode uses standard ’Mech stacking rules (see p. 57, TW). In AirMech Mode, the LAM uses ’Mech stacking rules when expending Walking or Running MP. When expending AirMech MP and the LAM is at two or fewer elevations above the underlying terrain it uses WiGE stacking rules; when three or more elevations above the underlying terrain, use VTOL stacking rules. In Fighter Mode, the LAM uses standard aerospace stacking rules.

<<<Art Note: Insert the “airmech Movement and combat” diagram from p. 9 of RS3085>>>

<<<Begin Example text>>>


Steve is moving his Phoenix Hawk LAM on the Large Lakes #1 map in the AirMech Movement and Combat diagram. In the previous turn he converted to AirMech Mode. His Phoenix Hawk LAM has 5 Jumping MP giving it an AirMech Cruise of 15 and an AirMech Flank of 23 (15 x 1.5 = 22.5, round up to 23). He begins the turn in hex A facing hex B as shown. He wants to move to Hex I to engage the ’Mech in Hex J. Steve decides he will use AirMech Flank movement. It costs 5 MP to lift off, putting the LAM at Elevation 1. Steve starts moving the LAM forward at a cost of 1 MP per hex. When it reaches Hex C, the LAM automatically rises to Elevation 2 at no additional cost (per WiGE movement rules).


After moving into Hex D, Steve turns the LAM one hexside to the left to face Hex G and continues moving. Because it is moving at Flank speed, however, he must make a Piloting Skill Roll to avoid sideslipping. Consulting the LAM Skill Table, Steve sees that he must use his Aerospace Piloting Skill for this roll. His Aerospace Piloting is a 5, and Steve’s 2D6 roll is a 7 so his movement continues normally.


Had Steve rolled a 2 instead, the LAM would have sideslipped 3 hexes (the lesser value between the warrior’s Margin of Failure and the LAM’s distance traveled prior to the sideslip –1) into Hex E. Because hex E is only one level higher than Hex D, the sideslipping LAM would have automatically risen to Elevation 3 and continued on to Hex F before it could continue moving normally.


Continuing its movement from Hex D, Steve’s LAM gains 1 elevation, rising to Elevation 3 when it enters Hex G, and one more elevation (to Elevation 4) when it enters Hex H. When Steve’s LAM enters Hex I, he has a choice to make. He may either continue moving at Elevation 3 (at a cost of an additional 2 MP per hex) or he may descend to one elevation above the underlying ter​rain (putting him at Elevation 1). Steve decides to descend to Elevation 2, and then descends again (to Elevation 1) as he moves from Hex H to Hex I. When he reaches Hex J, Steve’s LAM makes a 2-hexside turn to the right and ends its movement. Another Piloting Skill Roll to avoid side-slipping is unnecessary, since the unit has stopped its movement here. The total MP expenditure is 20: 5 MP to take off, 9 MP to move to Hex D, 1 MP to turn and face Hex G, 1 MP to move to Hex G, 1 MP to move to hex H, 1 MP to move to Hex I, and 2 MP to turn in Hex I.

<<<end Example text>>>

Combat Phase


LAMs use the following combat rules in game play, based on their present configuration mode.


All Modes: Apply a +1 to-hit modifier to all attack rolls for each pilot hit suffered by a LAM pilot. Additionally, LAMs suffer critical hit chances as BattleMechs, that is, whenever their internal structure is damaged in a location. 


BattleMech Mode: A LAM in BattleMech Mode functions just like a BattleMech during the Combat Phase, and may make (and receive) Weapon and Physical Attacks as a ’Mech. 


Fighter Mode: When executing attacks, a LAM in Fighter Mode uses the same rules as an aerospace fighter to deliver the attack. However, because LAMs are actually reconfigured BattleMechs, the LAM Fighter Firing Arcs Table (see p. XX) is used to translate the LAM’s normal BattleMech Mode arcs into appropriate Fighter Mode arcs in combat.


Delivering an attack to a LAM in Fighter Mode is resolved in the same manner as for attacking an aerospace fighter, including modifiers for attack angles, atmospheric effects, and so forth. The hit locations used, whether in space or atmosphere, are determined by using the LAM Fighter Hit Location Tables (see p. XX). 


For the purposes of Advanced Atmospheric Control Rolls (see p. 97, SO) or other rules that require a Damage Threshold, a LAM in Fighter Mode receives a Damage Threshold equal to the current internal structure points remaining in the location hit. However, while Control Rolls will still be required whenever a Damage Threshold is exceeded, unlike aerospace fighters, LAMs in Fighter Mode will only suffer possible critical hit effects if the damage exceeds a location’s armor and hits the internal structure. Furthermore, the only way a LAM’s structural integrity can be reduced while in Fighter Mode is when its center torso suffers a loss of internal structure points through damage (including damage from high-thrust maneuvers; see Movement Phase, p. XX). 


Additionally, a LAM in Fighter Mode is still a BattleMech and suffers hull breach chances in space (see p. 54, TO). 


Aside from these modifications, a LAM in Fighter Mode follows all normal aerospace fighter combat rules. 


AirMech Mode: For LOS purposes, a LAM in AirMech Mode has a height of 1 level, and cannot benefit from partial cover. When calculating a LAM’s Attacker Movement modifiers in AirMech Mode, consult the AirMech Attacker Modifiers Table (see p. XX). Units attacking a LAM in AirMech Mode treat the LAM as a ’Mech if it used Walking or Running MP, and as a WiGE vehicle (see p. 199, TW) if it used AirMech Cruise or AirMech Flank MP (including the –2 to-hit modifier for flak if applicable). 


A LAM in AirMech Mode uses BattleMech firing arcs, but cannot torso twist. Calculate attack direction and LOS as if the LAM is one-level-tall ’Mech at its current elevation and facing. Remember, if the AirMech is airborne, it will generally be two levels “tall.” Use the appropriate column of the ’Mech Hit Location Table (see p. 119, TW) to resolve damage against the LAM in AirMech mode. 


LAMs in AirMech Mode may make Physical attacks using the same rules as a BattleMech as long as they used Walking or Running MP. 


When using AirMech MPs (Cruise or Flank), an AirMech may execute Kick, Punch, and Melee Weapon attacks, using the rules for different levels (see p. 150, TW), and its Aerospace Piloting Skill for its Base To-Hit Number. Successful Physical attacks performed while using AirMech MPs inflict only half their normal damage (rounded up), while failed attacks always require a Control roll (see Going In, p. XX).


When using AirMech MPs, a LAM cannot execute a charge attack but may make a modified aerospace ramming attack called an AirMech Ram. Like an aerospace fighter ramming attack, an AirMech Ram requires the LAM’s controlling player to first roll an 11 or 12 on 2D6, representing the pilot’s effort to summon the willpower for such an attack. The roll is made immediately prior to the LAM’s movement. If the roll is unsuccessful, the LAM must move normally. If successful, the pilot may attempt the AirMech Ram. The Base To-Hit Number for this attack is 5, plus the attacker’s Piloting Skill Rating, minus the target’s Piloting Skill Rating. Any terrain in the target’s hex and elevation also applies to this attack. A successful AirMech Ram delivers 1 point for every 5 tons of the LAM’s weight, multiplied by the number of hexes the LAM moved in the turn of the attack (rounded up). This damage is applied to a single hit location against the target, appropriate to the direction of the attack, that is: Front, Left Side, Right Side, or Rear. A Ram attack is always resolved as a “full-body” shot. The LAM, meanwhile, suffers 1 point of damage for every 10 tons the target weighs, multiplied by the number of hexes the LAM moved during the turn (rounded up). This damage is applied directly to the LAM’s front center torso.


If the LAM or its target are destroyed before an AirMech Ram to-hit roll is made, the attack automatically fails. A failed AirMech Ram attack forces the LAM’s controlling player to make a Control Roll (see Going In, p. XX).


External Stores: LAMs may not carry external ordnance or fuel stores as a Fighter, but they may be constructed with bomb bays capable of accommodating external stores (see Construction, p. XX). In Fighter Mode, a LAM may carry, use, and jettison all external stores from its bomb bays as a normal aerospace fighter (see pp. 245-247, TW). In AirMech Mode, a LAM may carry, use, and jettison all bombs and external stores as per the rules for a VTOL carrying external store (see p. 108, TO). In BattleMech Mode, a LAM may only use TAG and Rocket Launcher external stores, treating such weapons as if they were mounted in the unit’s side torsos facing forward. All types of bombs and external stores may be jettisoned by the LAM in BattleMech mode using the normal rules for dumping ammo (see TW, p. 104).


A LAM carrying bombs must make ammo explosion avoidance rolls as a ’Mech carrying Inferno ammo.


Critical Hits: Critical hits to a LAM generally follow the same rules as indicated for BattleMechs. However, a number of specific hit locations can affect how the LAM functions based on its configuration. These effects are listed in the LAM Critical Hits Table (see p. XX). Note that this table indicates effects based on the LAM’s current movement mode. 


Critical Hits to Internal Stores: A critical hit to most internal stores (bomb bays) causes an explosion doing damage as shown on the Bomb Critical Hit Table (see p. XX). If a bomb is not listed, assume it explodes causing 10 points of damage. If the bomb explodes, treat this as an ammunition explosion (causing 2 points of damage to the LAM pilot). CASE or CASE II in the same location as the Bomb Bay will affect a bomb explosion just as it effects an ammo explosion. A critical hit to an empty Bomb Bay destroys the bay. Repairing a Bomb Bay takes 60 minutes. Apply a –1 Skill Modifier to the Repair Check (see p. 181, SO). Bomb Bays cannot be partially repaired.

<<<Begin table>>>

LAM Fighter Firing Arcs Table


BattleMech Location

Fighter Firing Arc


Head
Nose


Center Torso
Nose


Center Torso (Rear)
Aft


Left Torso
Left Wing


Left Torso (Rear)
Left Wing (Aft)


Right Torso
Right Wing


Right Torso (Rear)
Right Wing (Aft)


Left Arm
Left Wing


Right Arm
Right Wing


Left Leg
Aft


Right Leg
Aft

<<<end table>>>

<<<Begin table>>>

LAM Fighter Hit Location Table

Die Roll
Nose
Aft
Side
Above/Below


2
Center Torso
Center Torso§
Head
Right Torso

3
Right Torso
Right Torso§
Arm‡
Arm†


4
Right Arm
Right Torso§
Center Torso
Arm†


5
Right Arm
Right Arm
Center Torso
Leg†


6
Right Torso
Right Leg
Torso‡
Right Torso


7
Center Torso*
Leg†*
Arm‡
Center Torso


8
Left Torso
Left Leg
Torso‡
Left Torso


9
Left Arm
Left Arm
Leg‡*
Leg†


10
Left Arm
Left Torso§
Leg‡
Arm†


11
Left torso
Left Torso§
Arm‡
Arm†


12
Center Torso
Center Torso§
Leg‡
Left Torso

*Control roll required if the damage exceeds the LAM’s Damage Threshold

†Roll 1D6: 1-3 Right, 4-6 Left.
§Roll 1D6: 1-4 Apply Damage to Front Torso, 5-6 Apply Damage to Rear Torso
‡Hits the corresponding arm, leg, or torso, e.g. attack from left side hits left arm, left torso, or left leg.

<<<end table>>>

<<<Begin table>>>

AirMech Attacker Modifiers Table

Attacker Movement Mode
Modifier
Walking
+1

Running
+2

AirMech Cruise
+2

AirMech Flank
+3

<<<end table>>>

<<<Begin table>>>

LAm Critical Hit Table


Effect Based on Movement Mode

Critical Hit
Walk/Run/Jump MP
AirMech Cruise/Flank MP
Fighter (Thrust)

Avionics


First hit
No Effect
+1 Piloting Modifier
+1 Piloting Modifier


Second hit
No Effect
+2 Piloting Modifier
+2 Piloting Modifier


Third hit
No Effect
+5 Piloting Modifier
+5 Piloting Modifier

Cockpit

Pilot Killed
Pilot Killed
Pilot Killed

Engine


First hit
+5 Heat per turn
+5 Heat per turn
+2 Heat per turn




–2 Jump MP
–2 AirMech Cruise MP*
–2 Safe Thrust*


Second hit
+10 Heat per turn
+10 Heat per turn
+4 Heat per turn




–4 Jump MP
–4 AirMech Cruise MP*
–4 Safe Thrust*

 
Third hit††
Engine Destroyed 
Engine Destroyed
Engine Destroyed

Landing Gear


First hit
No Effect
No Effect
+1 Piloting to Land


Second hit
No Effect
No Effect
+2 Piloting to Land


Third hit
No Effect
No Effect
+5 Piloting to Land

Gyro


 
First hit‡‡
+3 Piloting Modifier
+3 Piloting Modifier**
+3 Piloting Modifier




Unit cannot change configurations (Regardless of current Movement Mode)


Second hit
Gyro Destroyed‡
Gyro Destroyed‡
+6 Piloting Modifier


Sensors


First hit
+2 To-Hit
+2 To-Hit
+2 To-Hit


Second hit
Weapon attacks impossible (Regardless of current Movement mode)

Arm Actuators
A critical hit to any arm actuator other than the hand prevents the LAM from changing 



to/from BattleMech Mode, regardless of current movement mode

 
Shoulder 
+4 To-Hit†
+4 To-Hit†
+4 To-Hit†

 
Upper Arm
+1 To-Hit†
+1 To-Hit†
+1 To-Hit†

 
Lower Arm
+1 To-Hit†
+1 To-Hit†
+1 To-Hit†


Hand
+1 to Punch
+1 to Punch
No Effect

Leg Actuators
A critical hit to any leg actuator other than the foot prevents the LAM from changing 




to/from Fighter mode--Regardless of current Movement Mode.
 
Hip

Half Walk MP*
+2 Piloting to Land
No Effect




+2 Piloting Modifier


Upper Leg
–1 Walk MP*
+1 Piloting to Land
No Effect




+1 Piloting Modifier


Lower Leg
–1 Walk MP*
+1 Piloting to Land
No Effect




+1 Piloting Modifier


Foot

–1 Walk MP*
+1 Piloting to Land
No Effect




+1 Piloting Modifier
+1 Piloting to Land
No Effect

Other Equipment
Per normal rules

*Recompute Running, Flank, and Maximum Thrust MPs normally (x 1.5). Always round up.

**Also adds Piloting Skill requirement to landing after using AirMech MPs.

†Weapons in that arm only

††The third engine hit destroys the engine and the LAM shuts down, which may result in a no-thrust landing attempt (see TW, p. 86).

‡In BattleMech and AirMech Modes, the LAM will automatically fall and may not stand

‡‡If the LAM has a heavy-duty gyro or armored component, treat the first hit as a +1 Piloting Skill modifier, and the second hit as the first gyro hit on this table. A third hit to a heavy-duty gyro destroys the gyro. The first hit to a heavy-duty gyro does not impair conversion.

<<<end table>>>

<<<begin table>>>

Bomb Critical Hit Table

Bomb Type
Effect

Air-to-Air Arrow
Explodes for 20 points of damage

Anti-Ship Missile
Explodes for 30 points of damage

Anti-ship EW Missile
Explodes for 5 points of damage

Arrow IV Missile
Explodes for 20 points of damage

Cluster
Explodes for 5 points of damage

Fuel
Explodes on 2D6 roll 10+; 1 point of damage per point of fuel remaining

High Explosive
Explodes for 10 points of damage

Inferno
LAM adds 10 heat in the current turn

Laser Guided
Explodes for 10 points of damage

Light Air-to-Air Missile
Explodes for 6 points of damage

Rocket Launcher
Explodes for 10 points of damage 

TAG
Destroys TAG

Thunder
Explodes for 20 points of damage

Thunder Active
Explodes for 20 points of damage

Thunder Vibrabomb
Explodes for 20 points of damage

Torpedo
Explodes for 10 points of damage

<<<end table>>>

Heat Phase


BattleMech Mode: A LAM in BattleMech Mode generates and dissipates heat in the same manner as a ’Mech.


Fighter Mode: A LAM in Fighter Mode generates and dissipates heat in the same manner as an aerospace fighter.


AirMech Mode: A LAM in AirMech mode generates heat in the same manner as a ’Mech equipped with a Partial Wing (see p. 293, TO). When using AirMech MPs, a LAM generates one point of movement heat for every three AirMech MPs expended (rounded normally). 

<<<begin example text>>>


Steve’s AirMech is in Hex I as shown in the AirMech Move​ment and Combat diagram (see p. XX). He ended his movement at Elevation 1, putting his LAM at Level 2 for LOS purposes. His target, a CHP-1N Champion in Hex J, is standing on Level 1 terrain and is also at Level 3 for LOS purposes. Because the hill in Hex F intervenes, the Champion will get partial cover. 


Steve checks the LAM Skill Table and sees that he’ll use his BattleMech Gunnery Skill (4) for this combat. Consulting the LAM Attacker Modifiers Table, Steve adds 3 to his to-hit number for using AirMech Flank movement. The Champion moved for a +2, giving Steve a Modified To-Hit Number of 9 for a short-range shot with the Phoenix Hawk’s large laser, and 11s for his shots with the medium lasers. Steve rolls 5, 12 and 8, landing a 5-point hit on the Champion. 


Steve calculates his heat build-up for the turn. His Air​Mech Flank movement generates heat equal to the number of MP divided by 3, rounded normally. Since he spent 20 MP, this equals 6.64, which rounds up to 7 points of heat. His large laser generates 8 heat points, and each medium laser generates 3, for a total of 21. His Phoenix Hawk LAM has 12 single heat sinks, and gets to shed 3 additional points of heat thanks to its wings. Steve’s looking at 6 on the heat scale, assuming he doesn’t take any significant damage.


The Champion’s return shots start with its Gunnery Skill of 3. It adds +2 for medium range, +2 for using Running move​ment, and +5 for the Phoenix Hawk LAM’s movement. The LAM moved 12 hexes for a +4 modifier and is airborne, giving it an additional +1 modifier. The Champion needs results of 12 with its SRM 6 and medium lasers, but only an 8 with its LB 10-X (as this weapon is short range and gets a –2 Flak modifier against the AirMech). The Champion gets a lucky hit with its SRM 6, hitting with all six missiles, and also hits with 8 sub-munitions from its LB 10-X; both the medium lasers miss. 


Unfortunately for Steve, this results in his Phoenix Hawk taking 20 points of damage and forces him to make a Control Roll. Once again looking at the LAM Skill Table, Steve sees he’ll use his Aerospace Piloting Skill to make this roll. The modifiers to this roll are +1 for taking 20 points of damage, giving Steve a target number of 6. It’s a bad day for Steve. He rolls a 4. Since his LAM was airborne, he will lose his MoF in elevation. As he is only 1 elevation above the surface of the water, this will result in a crash.


Now things get tricky. The total number of levels fallen is 3, the difference between Elevation 1 and Elevation –1 (the bottom of the water hex at Depth 1), plus 1 additional level (see 68, TW). Steve’s LAM will take damage equal to its tonnage divided by 10 (rounded up) times the number of levels fallen, or 18 points, but since the LAM is falling into a water hex, this is reduced by half. Steve rolls a 5-point Damage Value grouping and a 4-point Damage Value grouping on his LAM, and checks for a hull breach for both hits. Fortunately, his LAM survives the damage with no breached locations. Unfortunately, since the LAM is only one level tall, it is completely submerged in the Depth 1 water hex. It cannot change modes underwater, and will have to walk out using its AirMech Walking MP of 2. As the nearest Level 0 hex is four hexes away, it will take Steve four turns to get his LAM back onto land. The only good news for Steve is that with his LAM completely submerged, it dissipates 6 additional points of heat, keeping him heat neutral this turn. 

<<<end example text>>>

Going In


AirMechs can move much faster than most BattleMechs and vehicles, but when something upsets their “flight” the increased speed can have disastrous results. If an AirMech using AirMech Flank MP makes a facing change at any point in its movement and attempts to enter a new hex in the same turn, the player must make a Control Roll before the AirMech enters the new hex. If the roll is successful, the AirMech’s movement continues as normal. If the roll is unsuccessful, the AirMech sideslips and may skid or crash. If the AirMech skids, crashes, or collides with something, its movement is over for the current turn. If it does not, it may continue moving normally.

 
Sideslipping: The AirMech side-slips in the direction of the hex to which it would have moved without the facing change. The distance side-slipped is the lesser of the MoF of the Control Roll or the number of hexes moved in the current turn minus 1. 


Even during a side-slip, if an AirMech enters a hex that is only one level higher than the level of the underlying hex from which the AirMech exits, the AirMech will automatically rise one elevation above the level of the new hex. 


If the terrain in the hex entered is two levels higher than the hex exited, the AirMech begins a skid (see below).


If the hex entered is three levels higher than the hex exited, the AirMech will suffer a collision (see below).

 
Skidding: An AirMech may skid in one of two situations: crashing (as the result of failing a Control Roll) or side-slipping into a hex two levels higher than the hex exited. An AirMech skids in the direction it was traveling and takes damage equal to half its normal falling damage (that is, a fall when standing in a clear hex) per hex skidded. The distance skidded is the greater of the MoF of the Control Roll or half the number of hexes moved in the current turn (rounded down). If an AirMech was side-slipping prior to skidding, subtract the number of hexes side-slipped from the skid distance.

 
An AirMech that skids into a water hex takes half normal skidding damage (one-quarter normal falling damage) per hex. If the AirMech occupies a water hex at the end of its skidding movement, it sinks to the bottom and takes damage for hitting the bottom of the water hex equal to tonnage/10 (round up) x (depth of water hex + 1)/2 (round up).

 
Colliding: If an AirMech enters a hex that is three or more levels higher than the hex from which it exited, it suffers a collision. The damage is equal to the number of hexes the AirMech moved in the current turn, times its tonnage, divided by 10 (rounded up). Assign the damage in 5-point Damage Value groupings.


Crashing: An airborne AirMech must make a Control Roll in the following situations: 

· It misses a physical attack;

· It is successfully hit by a push, charge, or Death From Above physical attack;

· During any turn it remains aloft using AirMech MP and takes 20+ points of damage. Apply a cumulative +1 modifier to this roll for every full increment of 20 points of damage sustained in the current phase plus any other applicable modifiers (including Weight Class PSR Modifiers—if used; see p. 23, TO).


If the roll fails, the AirMech falls a number of elevations equal to its MoF. If this is greater than its elevation, it crashes into the hex it occupies (possibly creating an accidental fall from above attack). A crashing AirMech takes damage equal to: (the AirMech’s tonnage/10 rounded up) x (the number of elevations fallen +1). Reduce this damage by half if the AirMech falls into a water hex. An AirMech that crashes automatically skids, unless it hovered during the Movement Phase—in which case it simply crashes into the hex it was hovering above.


An airborne LAM in AirMech or Fighter Mode that loses a side torso automatically crashes (use a MoF of 5 if required). Use the rules above to resolve an AirMech Mode crash, or use the rules on page 81 of Total Warfare to resolve a crash if the LAM is in Fighter Mode.

 
Unintentional Charging: An AirMech must make an unintentional Charge attack against any units (or buildings) in the path of its skid. A side-slipping AirMech must make an unintentional Charge attack against units in the path of its side-slip only if the level of the unit it side-slips into (that is, the level of the underlying terrain, plus the level of the unit) is equal to or higher than the AirMech’s elevation.

Construction

 
LAMs are constructed using the same rules for BattleMech construction in TechManual, but with the following changes and additions.

Conversion Equipment


Bimodal LAMs must devote 15 percent of the unit’s total mass (rounded up to the nearest whole ton) to conversion equipment. Standard LAMs require 10 of the unit’s total mass (rounded up to the nearest whole number) in conversion equipment. Both Bi-Modal and Standard LAMs must then allocate additional “conversion equipment” on their Critical Hit Table as shown on the Conversion Equipment Table. 

<<<begin table>>>

Conversion Equipment Table

Item

Number of Critical Slots and Location

Landing Gear
1 Center Torso, 1 Left Torso, 1 Right Torso

Avionics
1 Head, 1 Left Torso, 1 Right Torso

Fuel
None (1 ton of fuel is considered to contained within the engine)

<<<end table>>>


Only BattleMechs that weigh 55 tons or less may be constructed as LAMs. They may not be constructed as Quads or as OmniMechs. Furthermore, due to the complexity and precision of their conversion process, LAMs may not mount certain weapons, equipment, and structural components that would interfere with the conversion process (see Prohibited Technologies, below). Except as noted below for Bomb Bays, LAMs may not be constructed with cargo carrying capacity.


Engines: A LAM can only mount standard Fusion engines.


Minimum Jumping MP: LAMs must be constructed with a minimum Jumping MP of 3 


Fuel: LAMs receive 1 free ton’s worth of fuel as part of their conversion equipment and may add additional fuel in full-ton lots. Each additional ton of fuel grants the LAM 80 points of fuel and requires 1 critical slot. The free ton of fuel does not occupy a critical slot.


Structural Integrity: Structural Integrity is equal to the number of center torso internal structure points.


Note: Unlike fighters, LAMs do not have to mount their weapons symmetrically (matching weapons in opposite torsos and arms).

Bomb Bays


A LAM may mount up to 20 bomb bays. Each bomb bay weighs 1 ton and occupies 1 critical space in the left, or right torso. Each Bomb Bay accommodates a single-slot bomb: Cluster, Fuel (each tank provides 40 points of fuel), High Explosive, Inferno, Laser Guided, Rocket Launcher, TAG, Thunder (FASCAM-IS or Clan), Thunder Active, Thunder Vibrabomb, or Torpedo. A LAM with sufficient bomb bays may carry multi-slot bombs (e.g. Air-to-Air Arrow, Anti-Ship, Arrow IV, etc.). Bombs carried in LAM bomb bays have no effect on movement.

Prohibited Technologies


Except as noted on this list, a LAM may use any equipment not prohibited for BattleMechs, IndustrialMechs, or aerospace fighters. The following items are prohibited in LAMs:


Armor: Hardened Armor and any other armor that requires critical hit slots, including ferro-fibrous armor, modular armor, and stealth armor. Armored components are permitted.


Cockpits: Torso-mounted cockpits are prohibited.


Engines: As noted above, any engine beyond a standard Fusion.


Gyros: Only standard, compact, and heavy duty gyros allowed.

Internal Structure: Any internal structure that requires critical hit slots, such as endo steel.


Other Components: Any items requiring the allocation of critical slots in more than one hit location. This includes items that may normally be split between multiple hit locations. For example, a LAM may mount MASC or TSM as either may allocate all of its critical slots to one hit location (i.e. even though they can be split up, on a LAM they must be allocated to a single location), but cannot mount a Chameleon Light Polarization Shield as it requires 1 critical slot in each of the ’Mech’s limbs and left and right torsos.


Additionally, LAMs may not mount backhoes, bridge laying equipment, combines, dumpers, external stores, partial wings, or jump packs/drop packs.


Primitive Components: Any primitive components, such as Primitive engines, Primitive cockpits, and Primitive gyros.


Weapons: Any weapon system that must be allocated to more than one hit location (e.g. Right Arm & Right Torso), such as the Thumper or Arrow IV artillery weapons. Additionally, all artillery weapons (except bomb munitions) are prohibited. Also, any weapon that requires a Piloting skill as part of its use (such as the Heavy Gauss Rifle) are prohibited. 


Primitive & Prototype weapons (see pp. XX and XX) can be mounted on a LAM.

<<<begin example text>>>

 
Lisa is building a Phoenix Hawk LAM. Her first step in designing the LAM is to select a 50-ton LAM chassis. Lisa notes this will require 10% of the LAM’s weight for conversion equipment—5 tons. Unfortunately, the LAM’s conversion process prevents the installation of endo steel to save weight, nor does she want to spend the double weight for Reinforced Structure or deal with the in-game damage potential of Composite Structure. As such, Lisa opts for standard internal structure at 5 tons. With 10 tons allocated so far, Lisa moves on to step 2. 


The original Phoenix Hawk had a Walking MP of 6, but in order to free up mass for conversion equipment, Lisa downgrades the 270 engine to an 250, giving the Phoenix Hawk LAM a Walking MP of 5. Multiplying the ’Mech’s 50 tons by 5 equals 250, and consulting the Master Engine Table (see p. 49, TM) Lisa sees that a 250-rated engine weighs 12.5 tons. While she’d love to save tonnage once again by using an XL, she knows that a LAM can only mount a standard fusion engine and so it remains 12.5 tons.


Next, Lisa divides the 250 engine rating by 100, getting 2.5 which rounds up to 3, for a 3 ton gyro. As the Phoenix Hawk will need to jump in order to be a LAM, Lisa adds 5 standard jump jets. Per the Jump Jets Table (see p. 51, TM) they will weigh 0.5 tons each, for a total of 2.5 tons. 


Adding a 3 ton standard cockpit brings the running total to 31 tons.

 
The LAM gets 10 heat sinks free with its engine; she decides to make them double heat sinks. Lisa divides the engine’s 250 rating by 25 and determines that only 10 heat sinks can be contained within the engine. As she plans to equip her Phoenix Hawk with several lasers, she opts to install two additional double heat sinks at a cost of 2 tons.

 
Lisa next gives her Phoenix 8 tons of standard armor for a total of 128 points. She records the details and moves on to the next step: Weapons and Ammo. An ER large laser gives the Phoenix Hawk its main offensive punch. Lisa decides to back this up with four medium lasers. The weapons and armor add another 17 tons to the Phoenix Hawk, bringing the total to 50 tons. 

 
Finally, the conversion equipment, weapons and ammo must be allocated on the critical hit table. The conversion equipment consists of: 3 Avionics components which are placed in the head and left and right torsos; 1 fuel tank that Lisa notes is included within the LAM’s engine. If Lisa had chosen to add additional fuel, each ton of fuel would occupy 1 critical hit location; 3 landing gear struts, 1 placed in the center torso, and 1 each in the left and right torsos. After allocating the conversion equipment, Lisa still must record the locations for the Phoenix Hawk’s weapons, heat sinks, and 5 jump jets.


The final stats for the Phoenix Hawk LAM are:

Type/Model: Phoenix Hawk LAM

Technology Base: Inner Sphere (Advanced)

Tonnage: 50 tons

Battle Value: 1,942

Equipment



Mass

Internal Structure

Standard

5

LAM Conversion Equipment
5

Engine
250

12.5


Walking MP:
5


Running MP:
8

 
Jumping MP:
5 

 
AirMech Cruise MP:
15


AirMech Flanking MP:
23


Safe Thrust:
5


Maximum Thrust:
8

Heat Sinks:
12 [24]

2

Gyro:


3

Cockpit:


3

Fuel:
80

0

Structural Integrity:
16

Armor Factor:
128

8

 


Internal
Armor




Structure
Value


Head:

3
6

Center Torso:

16
23

Center Torso (rear):

5

R/L Side Torso:

12
18
R/L Side Torso (rear):

4
R/L Front Leg:

8
10
R/L Rear Leg:

12
15
Conversion Equipment Allocation

Location
Item
Spaces Remaining

Head
1 Avionics
0

Center Torso
1 Landing Gear
1

Right Torso
1 Landing Gear
10

 

1 Avionics 

Left Torso
1 Landing Gear
10

 

1 Avionics 

Right Arm
—
8

Left Arm
—
8

Right Leg
—
2

Left Leg
—
2 

Weapons and Ammo
Loc
Critical
Tonnage

Medium Laser
RA
1
1

ER Large Laser
RT
2
5

Medium Laser
LT
1
1

Medium Laser
LT
1
1

Medium Laser
LA
1
1

Jump Jet
RT
1
.5

Jump Jet
RT
1
.5

Jump Jet
LT
1
.5

Jump Jet
CT
1
.5

Jump jet
LT
1
.5

<<<end example text>>>

<<<art note: begin standard equipment intro template>>>

 “Machina Domini” Interface


The “Machina Domini” interface was an experimental effort by the Word of Blake’s Manei Domini to further enhance the connection between MechWarriors and their machines, while simultaneously protecting the warrior from the most brutal punishment. Based loosely on Clan ProtoMech technology, the “Machina Domini” ’Mech uses a specialized three-level control system that requires a VDNI-enhanced MechWarrior, a modified power armor suit, and a compatible interface cockpit. Combined, these technologies create a control system that achieves a true symbiosis between man and machine, while protecting the warrior from virtually all harm. The Machina Domini interface obviates the need for both the BattleMech’s gyro and most functions of the Diagnostic Interpretation (DI) Computer.


Sourcebook: Jihad: Final Reckoning.

<<<art note: begin standard equipment rules template>>>

 “Machina Domini” Interface 


The “Machina Domini” interface requires three key components to function: A MechWarrior equipped with either a buffered or standard Vehicular Direct-Neural Interface (VDNI) implant (see pp. XX), a PA(L) suit equipped with a BattleMech Neural Interface Unit (see p. XX), and a BattleMech equipped with a BattleMech Interface Cockpit (see p. XX). Without all three of these components in working order, the “Machina Domini” connection (and, of course, the BattleMech itself) will not function.


In game play, a “Machina Domini” BattleMech functions in accordance with standard rules, with the following modifications:

· MechWarrior Skills: A BattleMech operating with an active “Machina Domini” interface automatically receives a –1 modifier to all Gunnery and Piloting target numbers.

· Piloting Skill Checks: Even if the “Machina Domini” ’Mech still mounts a gyro, any critical hits to Gyro slots are ignored while the “Machina Domini” Interface is working. 

· MechWarrior Damage: The “Machina Domini” MechWarrior ignores all pilot damage from head hits and internal ammunition explosion effects, but can still be killed if the head location is destroyed. MechWarrior damage from overheating will still occur if the BattleMech sustains any Life Support critical hits, as will MechWarrior damage resulting from failed Piloting Skill rolls made during a fall. 

· Hostile Environments and Hull Breaches: If operating in a hostile environment, the “Machina Domini” MechWarrior will suffer no effects unless the cockpit armor is breached and the PA(L) interface suit is reduced to an armor value of 0. 

· Cockpit Critical Hits: If the Interface Cockpit itself suffers a critical hit, the “Machina Domini” MechWarrior will receive two pilot hits from the attack, the PA(L) suit he is wearing will suffer 1 point of armor damage, and the BattleMech will receive the equivalent damage of a single Gyro critical hit. On a second critical hit to the Interface Cockpit, the “Machina Domini” MechWarrior will suffer two more pilot hits, the PA(L) suit will suffer an additional 1 point of armor damage, and the interface connection will be critically damaged (treated as a second Gyro hit). (If, through Interface Cockpit critical hits, the interface suit is reduced below an armor value of 0, the suit and the MechWarrior wearing it are considered destroyed.)

· Ejection: A “Machina Domini” may eject from his ’Mech at any time per the standard rules (see pp. 196-198, TO), but receives a –2 target number modifier when doing so, to reflect the added resilience of the PA(L) interface suit. Once ejected, the “Machina Domini” MechWarrior is treated as a single battle armor unit with a squad size of 1 trooper. The armor value of this unit is equal to that of the PA(L) itself, minus any armor damage sustained from Interface Cockpit hits.

· Special Pilot Abilities (Optional): At the players’ discretion, the use of the “Machina Domini” interface can also impart one free Gunnery or Piloting Skill-based Special Pilot Abilities featured in A Time of War (see pp. 219-224, AToW), regardless of the ability’s pre-requisites. The nature of this ability must be determined before play begins and is selected by the “Machina Domini” ’Mech’s controlling player.

 <<<art note: begin standard equipment construction template>>>

 “Machina Domini” Interface

Construction Rules: In addition to a MechWarrior equipped with some form of VDNI implant, the “Machina Domini” Interface requires two additional components: The BattleMech Neural Interface Unit (which is built into the interface suit), and the BattleMech Interface Cockpit (which replaces the standard BattleMech cockpit). 

Technology Base and Rating 

The “Machina Domini” Interface system—including the BattleMech Neural Interface Unit and the BattleMech Interface Cockpit—are available only to the Inner Sphere Tech Base. For Availability purposes, their Tech/Availability Ratings are: E/X-X-F. 

BattleMech Neural Interface Unit (NIU) 

The BattleMech NIU can only be mounted in the interface suit, which must be constructed as a PA(L)-type battlesuit. This item weighs 100 kilograms and occupies 2 slots in the suit’s torso location. 

BattleMech Interface Cockpit 

The Interface Cockpit weighs 4 tons and takes one extra Cockpit critical slot. The Interface can only be installed in BattleMechs, and may not be mounted in a Torso location. The Interface Cockpit cannot be protected with Component Armor, nor can it be combined with a Cockpit Command Module or any other Cockpit types (including Small Cockpits). A BattleMech equipped with an Interface Cockpit also may not employ the Cramped Cockpit or Rumble Seat Design Quirks. 


A BattleMech with an Interface Cockpit may be constructed without a gyro, in which case the usual Gyro slots on the unit’s Critical Hit Table are treated as empty, and can be used for other components.

<<<begin table>>>

MANEI DOMINI RANKING

Manei Domini Ranking Corresponding WoB Rank


Alpha
Adept


Beta
Adept


Omega
Adept


Tau
Adept


Delta
Demi-Precentor


Sigma
Precentor


Omicron
Precentor

MANEI DOMINI CLASSES

Class Designator Primary Function


Ghost
Reconnaissance


Wraith
Infiltrator


Banshee
Defense


Zombie
Assault


Phantom
Vehicular Pilot


Specter
Command


Poltergeist
Special Operative
<<<end table>>>

THE MANEI DOMINI


Though hyper-elite, cybernetically enhanced operatives are not unknown to the intelligence agencies and covert ops teams of every Great House military, the Manei Domini are the most extensively modified, and are unique to the Word of Blake. Even ComStar and the Clans have no equivalent to them. In BattleTech games, Manei Domini—regardless of their type—are always considered Elite-rated warriors, and may only be fielded by forces with a Word of Blake affiliation.


The following rules define the capabilities of the Manei Domini in game play.


Manei Domini Classes: In addition to levels of implantation and experience, Manei Domini also fall into several distinct classes, which define their primary function in the organization. These classes, identified by an “undead” nomenclature, describe the operative’s basic function (battlefield infiltrator, reconnaissance, assault, defense, vehicular pilot, command or special operative). Combined with the rank level, a Manei Domini may thus be identified with a simple combination of Greek letter and class code (such as “Alpha Ghost” or “Omega Specter”). See the Manei Domini Ranking and Class tables below for these designations.


Because Manei Domini implants can lead to rapid specialization, the class given to an operative tends to remain the same throughout his career, though enough overlap exists to allow for “cross-classing” Domini operatives. However, in particularly rare instances (or simply due to the development of newer technologies), some Domini have changed classes by having their implants removed and new ones installed that are better suited to their new function.


The following rules define the capabilities of the Manei Domini in BattleTech board game play.


Manei Domini Classes: In addition to levels of implantation and experience, Manei Domini also fall into several distinct classes, which define their primary function in the organization. These classes, identified by an “undead” nomenclature, describe the operative’s basic function (battlefield infiltrator, reconnaissance, assault, defense, vehicular pilot, command or special operative). Combined with the rank level, a Manei Domini may thus be identified with a simple combination of Greek letter and class code (such as “Alpha Ghost” or “Omega Specter”). The chosen class also defines any required implants the operative must include, as well as a few recommended skills.


Because Manei Domini implants can lead to rapid specialization, the class given to an operative tends to remain the same throughout his career, though enough overlap exists to allow for “cross-classing” Domini operatives. However, in particularly rare instances (or simply due to the development of newer technologies), some Domini have changed classes by having their implants removed and new ones installed that are better suited to their new function.


Roleplaying: Players will find maximum enjoyment of the Manei Domini in a roleplaying setting. The A Time of War Companion contains complete rules for roleplaying these unique forces using the A Time of War: The BattleTech RPG rules set.


Era: Jihad

Sourcebook: Jihad Hot Spots: 3072
creating MANEI DOMINI for game play


When creating Manei Domini to use in self-created scenarios, no warrior can receive more than 5 “levels” of implants. This means that a warrior with a Pain Shunt cannot also be equipped with the Buffered VDNIA or Myomer Full-body Implants.


For base Gunnery and Targeting skills (before any implant augmentations are applied), Manei Domini units are always considered Elite, and receive a +1 roll modifier when determining random Gunnery and Piloting skills.


For vehicle, battle armor, fighter and BattleMech selections, Manei Domini may use any units fielded by the Free Worlds League or the Word of Blake. If operating as part of an occupation force within another realm, Manei Domini may field 1D6 – 1 units per each 6-unit Level II from the faction tables of the occupied world’s native realm instead (using the A or B columns, where applicable).


For example, on a roll of 4, a Manei Domini Level II operating on Hesperus would roll 3 units from the Lyran Random Assignment Tables instead of the Free Worlds or Word of Blake tables (4 – 1 = 3). If the roll had been a 1, however, all 6 of the Level II units would be from League or Word sources (1 – 1 = 0).


The BattleTech capabilities of all Manei Domini implants are cumulative unless otherwise noted (so long as any applicable conditions noted in their rules descriptions are met). These effects apply as indicated to all ’Mech, fighter and vehicular units (but not particularly large units, such as Large-sized Support Vehicles, Rail Support Vehicles, DropShips, JumpShips, Space Stations or WarShips).


Infantry (battle-armored and conventional) may receive a varying degree of benefits based on how much of the unit is comprised of modified troopers. For added weapons and damage, benefits are generally based on the actual number of troops so modified. Other benefits may be applied only if all troopers are so enhanced.


Still other benefits indicated for a unit type may apply only if a “significant portion” of the infantry unit is comprised of Manei Domini equipped with the selected implant. This “significant portion” is equal to two-thirds of the unit’s trooper count (rounded down). For example, a Word of Blake battle armor squad of 6 gains any applicable infantry-specific special abilities of a given implant only if at least 4 of its members (6 x [2 ÷ 3] = 4) receive such implants.


Meanwhile, a conventional platoon of 28 troopers would need 18 troopers so equipped to achieve the same effects (28 x [2 ÷ 3] = 18.667, rounded down to 18). Because the “significant portion” abstracts the capability proportionately across the entire unit, an infantry unit reduced by damage below its minimum “significant portion” number does not lose any special abilities as a result.


Battle Value: In BattleTech gameplay, Manei Domini warriors do not have individual Battle Values per se. Instead, they act as “force multipliers” to the units they operate in combat, based on the how sophisticated their implants are. Although implant effects can vary wildly, this “force multiplier” value can be abstracted in Battle Value form in order to establish a Manei Domini warrior’s relative combat potential. The Manei Domini “Force Multiplier” value equals 0.75 plus the Domini warrior’s highest implant level divided by 4 (without rounding), so a Domini whose highest-level implant has a value of 2 would have a “Force Multiplier” of 1.25 (0.75 + [2 implant level ÷ 4] = 1.25). This multiplier applies to all non-infantry Manei Domini-piloted combat units 200 tons and under, and infantry units comprised of a significant portion of Manei Domini. Infantry units comprised of less than two-thirds’ worth of Manei Domini warriors and units larger than 200 tons receive no multiplier for Manei Domini presence. 


The Manei Domini Force Multiplier applies after the unit first determines its skill-modified Battle Value, and the skills used to determine this skill-modified Battle Value must be those of the warrior before factoring in any implants. Thus, a 1,655-BV Deva Invictus piloted by a Manei Domini whose highest-level implant has a value of 2 and whose base Gunnery/Piloting skills (before implants) are 2/3, would multiply the ’Mech’s BV fi rst by 2.08 (the skill multiplier for a 2/3 MechWarrior), and then by the 1.82 for a Domini with Level-2 implants. The Deva’s final BV would thus be 3,765 (1,655 BV x 1.82 [skills] x 1.25 [implants] = 3,765).

Enhanced Prosthetic Hand/Foot/Arm/Leg (Level: 1)


Type 4 or Type 5 prosthetic limbs, enhanced to carry a single weapon or tool per limb (though ranged weapons may incorporate a laser sight at no cost), are the most basic upgrades found on Manei Domini operatives. As with standard prosthetics, an operative may replace any or all limbs with enhanced prosthetics of an equivalent type (legs for legs, arms for arms). Enhanced prosthetic arms always include the corresponding hand, and enhanced prosthetic legs always include the corresponding foot.


Rules: Conventional infantrymen equipped with Enhanced Prosthetic Limbs that include weapons may add the damage value of the weapon to the platoon’s damage value for any Standard weapons. The limited range and punch of such weapons means that this bonus damage may only be applied against other units that the platoon engages in its own hex, and that the sum of the damage for all prosthetic weapons used must be rounded normally (rounding 0.5 up) before it may be applied against a target.


Prosthetics with the Grappler or Magnet enhancements may provide an infantry platoon with a –2 modifier for any Anti-’Mech Leg or Swarm attacks made by the platoon, but only if a significant portion of the troopers in the platoon possess this enhancement.


The additional listed prosthetic enhancements have no impact in game play.

Improved Enhanced Prosthetic Hand/Foot/Arm/Leg (Level: 3)


A more sophisticated variant of the standard Enhanced Prosthetics, these Type 4/5 prosthetic limbs may incorporate up to two weapons or tools (or combinations thereof) per limb (laser sights for ranged weapons remain available at no cost toward this limit). More enhanced Manei Domini operatives tend to receive these. As with standard and enhanced prosthetics, an operative may replace any or all limbs with improved enhanced prosthetics of an equivalent type. Improved enhanced prosthetic arms always include the corresponding hand, and improved enhanced prosthetic legs always include the corresponding foot.


Rules: The same rules apply for Improved Enhanced Prosthetics as for their standard kin, but if an operative uses two weapons per limb, the damage for both weapons may be added together. Additional magnetic or grappler enhancements do not improve a platoon’s Anti-’Mech Attack capabilities.

Prosthetic Leg MASC (Level: 3)


A recent development in Manei Domini technology is the advent of a miniaturized form of BattleMech-style Myomer Accelerator Signal Circuitry (MASC) tailored to the functionality of prosthetic legs. This prosthetic implant—which requires the complete removal of the subject’s legs to install (including the hips)—enables its user to deliver incredible bursts of speed. To off set the potential for critical actuator seizure, however, this system is designed to function in much shorter bursts, after which safeties engage to give the legs time to cool down before another burst can be delivered.


To install this system, the operative must have installed two prosthetic legs of the same type, paying the cost for each. Only one PL-MASC system may be installed per operative, but may not be combined with the Triple-Strength Myomer full-body implant.


Rules: Manei Domini conventional infantrymen using PL-MASC may move at 2 Ground MP per turn, rather than the traditional 1 MP, but to do so, the unit must be traveling on foot and all troopers must be enhanced with PL-MASC. Mobility restrictions imposed by equipment modify the MPs provided by PL-MASC as normal (units that would otherwise be reduced to “move or fire” mobility will have 1 Ground MP and may make attacks with PLMASC engaged). To reflect the targeting difficulties of their speed bursts, Manei Domini foot infantry using PL-MASC add a +1 to-hit modifier for all attacks. 


PL-MASC does not enhance the mobility of battle armor in game play, nor does it affect any other battlefield unit so equipped.

Pain Shunt (Level: 2)


Due to their extensive modifications, many Manei Domini suffer intense, chronic pain caused by their enhanced implants and prosthetics. For most, drugs control this pain, but some operatives

have gone far enough to install a “pain shunt” instead. More a case of major brain surgery than implantation, this modification essentially bypasses the pain centers of the brain, rendering the operative largely incapable of sensing agony. The process, however, deadens virtually all tactile senses, which can make even the simplest of actions difficult, lest the operative break a valuable piece of hardware while simply trying to operate it.


An operative may receive only one pain shunt.


Rules: MechWarriors, pilots and VDNI-equipped vehicle crews with a Pain Shunt may ignore any pilot damage sustained from ammunition explosions, heat effects and VDNI feedback from internal structure or critical damage. Any other damage (such as that caused by direct hits to the head or falling) is recorded normally, but the pilot with a Pain Shunt does not make a Consciousness Roll.


Non-VDNI vehicle commanders, drivers and crew suffer the effects of the following critical hits only after taking two such hits: Driver Hit, Commander Hit and Crew Killed. Pain-shunted Manei Domini vehicle crews ignore the Crew Stunned critical hit. (In other words, it takes two Commander Hits on a Manei Domini vehicle commander with a Pain Shunt before the combat penalties apply; it takes two Crew Killed results to kill a non-VDNI crew equipped with Pain Shunts.)


Conventional infantry and battle armor units comprised of a significant portion of pain-shunted warriors reduce by half any damage caused by flame-based weapons, reflecting their deadened senses and fearlessness of fire.

Pheromone Effuser (Level: 3)


The Pheromone Effuser is an insidious device developed for Manei Domini operatives whose primary missions involve infiltration and gaining an enemy’s confidence. Essentially a chemical dispenser that can be hidden in the operative’s mouth or nostrils and blown as easily as one exhales, this implant secretes a concentrated, aerosolized mix of pheromones used to enhance seduction and lower the target’s mental and emotional defenses. This implant is almost never seen on “battlefield” Manei Domini, but is (presumably) common in those who operate more covertly.


Rules: The Pheromone Effuser’s effects only impact game play if operatives so equipped make up a significant part of a conventional infantry platoon. After the Manei Domini infantry unit successfully attacks another conventional infantry unit in the same hex with a normal attack, that targeted infantry unit suffers a –1 Initiative for the remainder of the combat, reflecting its troubled emotional state and general uncertainty. Disregard this effect if the target infantry unit is prepared for hostile environment combat or chemical warfare (Such as wearing environmental or vacuum-sealed suits.)
Toxin Effuser (Level: 4)


The Toxin Effuser takes the basic approach of the Pheromone Effuser and makes it far more deadly. Also developed for Manei Domini operatives whose primary missions involve infiltration, but with an eye toward inflicting maximum casualties without using explosives, the Toxin Effuser releases specialized chemical agents in much the same fashion as the Pheromone version (exhaled through the operative’s mouth or nostrils). Once inhaled, these chemicals can kill in seconds, making this effuser type effective in close-quarters combat on and off the battlefield. Most Manei Domini with this implant also make use of filtration implants to boost their own immunity, even though a certain degree of chemical reinforcement against poisoning is built into the recovery time after receiving this implant.


Rules: The Toxin Effuser effects only impact CBT game play if operatives so equipped make up a significant part of a conventional infantry platoon, in which case, each trooper adds 0.27 damage points (assuming the use of Manei Mortis) to any successful attacks against other conventional infantry in the same hex. Disregard this effect if the infantry is prepared for hostile environment combat or chemical warfare (such as wearing environmental or vacuum-sealed suits).


Toxin Effusers have no effect on non-conventional infantry units.

Cybernetic Eye/Ear/Speech Implants (Level: 2)


Cybernetic eyes enhance the vision of Manei Domini operatives, with available models featuring infrared, telescopic and laser sighting for better use in surveillance and targeting small arms fire. Cybernetic ears include enhanced audio ranges and even radio signal pick-ups to allow for eavesdropping on enemy communications. Cybernetic speech implants allow for either variable voice modulation or ultrasonic frequency speech easily received by enhanced ears. All of these are common tools for Manei Domini operatives, both in combat and for more covert missions.


An operative may install a maximum of two cybernetic eyes (of the same or different types), two cybernetic ears (of the same or different types) and one speech implant (of any type) at one time. Game play bonuses for multiples of any one implant type do not stack.


Rules: Manei Domini with the IR or EM capability, or enhanced ears of any kind, may operate as though they have an Active Probe with a 2-hex range only as long as they are deployed as a significant part of any non-battle armored infantry unit. This capability does not apply to Manei Domini operating battle armor, vehicles, ’Mechs or other non-infantry units—even if using VDNI systems. Manei Domini infantry troops enhanced with laser sighting or telescopic vision apply a –1 to-hit modifier to ranged attacks made by any non-battle armored infantry unit of which they make up a significant part.


Enhanced speech implants have no impact in boardgame play.

Multi-Modal Cybernetic Eye/Ear/Speech Implants (Level: 3)


More sophisticated than the standard sensory and speech implants are the so-called multi-modal implants, which may incorporate two different functions, rather than just one, such as infrared (IR) and electromagnetic (EM) scanning optics. These implants are uncommon in lesser-ranked Manei Domini.


As with standard cybernetic eyes, ears or speech implants, an operative may install a maximum of two cybernetic eyes (of the same or different types, including multi-modals), two cybernetic ears (of the same or different types, including multi-modals) and one speech implant (of any type) at one time. Game play bonuses for multiples of any one implant type do not stack.


Rules: Multi-modal implants provide the same benefits in game play as their standard single-mode counterparts. Even if multiple features are present, they offer no additional benefits.


In addition, the enhanced nature of the multi-modal implants allows Domini equipped with them and any form of VDNI to synchronize these systems with the external sensors of any battle armor, vehicle or ’Mech for a more sensitive “direct-to-brain” connection between the warrior and his external sensor systems. As a result of this connection, Manei Domini battle armor units that contain a significant portion of troopers using multi-modal eye or ear implants and VDNI, or Domini vehicle and ’Mech units that use multi-modal implants and VDNI, also gain the advantages of an Active Probe with a 2-hex radius (if the unit does not already possess a functioning Active Probe system; if such a system is present and functioning, the Probe gains 1 more hex of effective range when used).

Enhanced Multi-Modal Cybernetic Eye/Ear/Speech Implants (Level: 5)


The ultimate in sensory and speech implants, enhanced multimodal implants may incorporate up to three different functions in a single installation, such as infrared (IR), electromagnetic (EM) and telescopic vision. These implants are seen only in the most elite Manei Domini.


As with standard and multi-modal cybernetic eyes, ears or speech implants, an operative may install a maximum of two cybernetic eyes (of the same or different types, including multi-modals and enhanced multi-modals), two cybernetic ears (of the same or different types, including multi-modals and enhanced multi-modals) and one speech implant (of any type) at one time. Game play bonuses for multiples of any one implant type do not stack.


Rules: Enhanced multi-modal implants provide the same benefits in CBT game play as regular multi-modal eye and ear implants. This including the 2-hex ranged Active Probe capabilities of battle armor and vehicle users also equipped with VDNI systems (if the unit does not already possess a functioning Active Probe system; if such a system is present and functioning, the Probe gains 2 more hexes of effective range when used). Even if multiple features are present, they offer no additional benefits.

Recorder/Transmitter/Receiver/Communications Implants (Level: 2)


Electronics to record, transmit, receive or carry on two-way communication via cybernetic eyes, ears or speech implants are used by select Manei Domini operatives of every type. These implants require at least one of the other sensory implants to function, however. An operative may receive a maximum of two such implants at once.


Rules: Manei Domini equipped with a Transmitter, Receiver or Communications implant (but not a Recorder Implant) provide a +1 modifier to their force’s Initiative Roll. This is a onetime modifier and does not stack even if the Manei Domini force possesses additional warriors so enhanced.

Boosted Recorder/Transmitter/Receiver/Communications Implants (Level: 4)


Boosted forms of the standard recorder, transmitter, receiver and two-way communication systems are typically found in more enhanced Manei Domini, expanding on their utility in the field. As with standard implants of these types, they require at least one of the other sensory implants to function, but an operative may implant only two such devices at once.


Rules: Manei Domini equipped with a Boosted Transmitter, Receiver or Communications implant (but not a Boosted Recorder Implant) provide a +1 modifier to their force’s Initiative Roll. This is a one-time modifier and does not stack even if the Manei Domini force possesses additional warriors so enhanced.


If more than half of a Manei Domini infantry unit (conventional or battle armored) consists of troopers who possess both a Boosted Communications Implant and a Multi-Modal (or Enhanced Multi-Modal) Eye or Ear implant, the infantry unit may be counted as part of a friendly C3i network.

Filtration Liver/Lung Implants (Level: 3)


Adapted from survival implant technologies originally mass-produced in the Taurian Concordat, some Manei Domini operatives have demonstrated the ability to withstand hostile atmospheres and ingested toxins by use of special filtration implants. Available for the lungs and for the liver, these implants have enabled operatives to function even in the face of chemical weapon attacks. An operative may install only one filtration implant for the lungs and one for the liver, but neither one is required to install the other.


Rules: Manei Domini equipped with Filtration Lung Implants ignore any damage taken by “Tainted/Poisonous” atmospheric conditions (see p. 164, Handbook: House Marik) and the effects of non-lethal chemical or gas weapons (such as tear gas). In Caustic, Radioactive or Flammable tainted atmospheres, they suffer half the damage described. In Toxic atmospheres of any type,

Manei Domini forces equipped with Filtration Lung Implants suffer the effects of a Tainted atmosphere, and treat any lethal chemical weapon attacks as if under the influence of a Tainted/Poisonous atmosphere. This effect only works for vehicle, ’Mech and aerospace fighter pilot operatives, and for infantry units comprised entirely of operatives with this implant.


Filtration Liver Implants have no impact in boardgame game play. 
Vehicular Direct Neural Interface (Level: 3)


The Manei Domini vehicular direct neural interface (VDNI) enables pilots, battle armor troops, MechWarriors and vehicle drivers to literally “jack into” their units. Though the system works in principle like Clan EI neural implants, improved circuit breakers and a chemical agent regularly ingested by users of this technology allows these warriors to stave off the worst short-term effects of this technology.


An operative may possess only one VDNI system, which is incompatible with Buffered VDNI (see below).


Rules: Manei Domini units driven by warriors using VDNI receive a –1 modifier for all Gunnery and Piloting To-Hit Rolls. If the unit’s internal structure suffers any damage, however, the controlling player must roll 2D6 for each internal hit, taking 1 point of damage to the warrior on each result of 8 or more (unless the warrior has a Pain Shunt; see p. 126).


VDNI-equipped vehicle units use the MechWarrior’s Consciousness Table to track such damage to their pilots. For purposes of tracking manpower, any unit equipped with VDNI control systems requires only one pilot (Commander Hit, Gunner Hit and Crew Stunned results are treated as a pilot hit).

Buffered VDNI (Level: 5)


This enhanced form of VDNI emerged a few years after the start of the Jihad, representing the fruits of ongoing research completed by Manei Domini engineers. Buffered VDNI grants pilots, battle armor troops, MechWarriors and vehicle drivers the same direct control over their machines, but further enhances the fail-safes against neurological feedback to produce an even more potent version of the same technology with fewer side eff ects.


An operative may possess only one Buffered VDNI system, which is incompatible with standard VDNI.


Rules: Manei Domini units driven by warriors using Buffered VDNI may use a Small Cockpit with no Piloting skill modifier (Buffered VDNI cockpit designs are commonly far more compact than conventional control systems, and many Buffered VDNI warriors actually prefer the compact control systems to allow for more weapon room). Buffered VDNI warriors receive a –1 modifier for all Gunnery To-Hit Rolls, but no Piloting skill modifier applies except the ability to disregard the normal +1 for use of a Small Cockpit.


Warriors using Buffered VDNI do not check for pilot damage from simple internal structure damage; only when critical components such as weapons, actuators, engines and the like are hit does a possibility arise for feedback damage. If the unit controlled by a Buffered VDNI warrior suffers a critical hit, the controlling player must roll 2D6 for each critical hit sustained, taking 1 point of damage to the warrior for each result of 8 or more (unless the warrior also has a Pain Shunt; see p. 126).


Buffered VDNI-equipped vehicles use the MechWarrior’s Consciousness Table to track such damage to their pilots. Like standard VDNI vehicles, any unit equipped with Buffered VDNI control systems requires only one pilot (Commander Hit, Gunner Hit and Crew Stunned results are treated as a pilot hit).

Myomer Full-Body Implants (Level: 4)


An outgrowth of medical myomer applications, myomer full-body

 implants for combat eventually made their way to special field operatives in certain Inner Sphere intelligence agencies. Though hard to maintain when damaged, the advantages of dermal myomer armor and triple-strength myomer implants have given special operatives incredible strength, fighting prowess and resistance to injury. These effects, to many, are more than worth the excruciating pain of the implantation process and the constant headaches from their ongoing use. Manei Domini field operatives routinely make use of these modifications, and have even been known to combine the two to horrifying effect. 


Operatives may mount either or both myomer full-body implant types, paying for each separately, but may not select two myomer full-body implants of the same type. Triple-strength myomer implants may not be installed if the operative already has the PL-MASC implant. The capabilities of each myomer type will stack, where applicable.


Rules: Each Manei Domini infantryman using full-body dermal armor implants may sustain 1 additional point of damage per trooper, whether in battle armor or out of it. (Manei Domini troops with dermal armor must be noted on the record sheet.)
In addition, conventional infantry comprised entirely of Manei

Domini with dermal armor implants may reduce any burst-fire damage sustained (see pp. 215-217, TW) by 1D6 (to a minimum of 1 point), and they do not sustain double damage when attacked in the open. Manei Domini vehicle, fighter and ’Mech pilots equipped with full-body dermal armor ignore any pilot damage from falls, Crew Stunned results or hits to the BattleMech’s head/ fighter’s crew. However, they remain susceptible to neurohelmet feedback from ammunition explosions, heat-induced damage, Crew Killed results and cockpit destruction (unless other implants affect such conditions).


Each Manei Domini conventional infantryman using full-body triple-strength myomer implants can deliver an additional 0.14 damage points per enhanced trooper to other conventional infantry at a range of 0 hexes, refl ecting their enhanced melee potential. If wearing battle armor, these troops may add 1 point of damage per trooper with TSM to any attacks made at a Range of 0, including anti-’Mech and anti-infantry attacks. TSM implants enable vehicle, fighter and ’Mech pilots so equipped to ignore any pilot damage from falls and crew hits, but not direct hits to the head/fighter’s crew (unless the warrior also has the dermal armor

implant). These warriors also remain susceptible to neurohelmet feedback from ammunition explosions, heat-induced damage and Crew Killed results on vehicles. 


Regardless of the myomer implant type used, conventional infantry platoons comprised entirely of troopers using these implants reduce the crew needs of all support weapons carried by 1 (or 2, if both implants are used) to a minimum of 1 crewman. In addition, Encumbering weapons are considered non-encumbering. These platoons may carry up to three Support Weapons per squad (four if both full-body implant types are used). Platoons created under these conditions suffer no MP reduction, regardless of the number of Support Weapons carried, and the range bracket used by the infantry weapons carried is based on that of the Support Weapons if more than 1 implant per squad is used.

<<<begin table>>>

PROSTHETIC ENHANCEMENT DAMAGE TABLE

Enhancement
 

Item Type 
Damage
Weapons

Laser 
0.07(E)

Ballistic 
0.01(B)

Dart Gun 
0 (B) N

Needler 
0.02 (B) N

Shotgun
0.01(B)

Sonic Stun 
0.01(E) N

Sub-Gun 
0.05 (B)

Blade 
0.02 (P)

Needle 
 0 (P) N


Shocker 
0.04 (P) N

Vibroblade 
0.14 (P)

Rumal/Garrote*
0.14 (P)

Non-Weapons

Climbing Claws † 1•1D6 [0.02(P)N] M — — –1 TN to Climb (per limb)

*See Thuggee-Manei Domini (Phansigar) Hybrids, p. XX
E = Energy; B = Ballistic; P = Point-Blank Damage (+2 to-hit target at hex 0); N = Damage vs other conventional infantry only.

<<<end table>>>

Primitive Construction Rules


The following rules allow players to create and use “primitive” designs such as those introduced during the bloody Age of War and the fruits of desperate construction efforts in the face of the Word of Blake’s Jihad. 


These optional rules, unless specifically stated otherwise, can be used in conjunction with the construction rules presented in TechManual (TM) and Tactical Operations (TO).


Other units: If a unit type is not found in this section, then it cannot be built as a Primitive unit.


Primitive Weapons and Equipment & Prototype Weapons (Age of War): In addition to the rules provided under each unit type, players may also mount weapons and equipment described in those sections (see pp. XX and XX) on Primitive units.


Era: Age of War, Jihad

Primitive vs. Modern


Though technically speaking, all BattleMechs, Combat Vehicles, IndustrialMechs and aerospace units may be considered “modern” designs in the BattleTech universe, the engineering behind them has evolved over the centuries. To reflect the technologies of more primitive units (such as those available during the Age of War), these rules introduce a new Tech Base classification: Primitive.


A unit constructed using a Primitive Tech Base may not use Clan technology unless it has been built after 2850 and the designer is using the Mixed Technology rules found in Tactical Operations. Note, however, that such units may only employ Clan-made weapons (and weapon accessories, such as Artemis IV and targeting computers); other Clan components are simply too incompatible to work with Primitive technology.


Modern Tech Introduction: “Modern” technology—which utilizes the standard construction rules for BattleMechs, combat vehicles and aerospace units as found in the TechManual—debuted in each of the major Inner Sphere and Periphery powers in the years listed below.

Year 
Realm

2470 
Terran Hegemony

2475 
Federated Suns and Lyran Commonwealth

2487 
Draconis Combine

2501 
Free Worlds League

2503 
Rim Worlds Republic

2504 
Capellan Confederation

2505 
Taurian Concordat

Prohibited Technologies


Except as noted on this list—or covered in the specific unit’s Primitive Construction Rules—Primitive units may use any weapons and equipment not prohibited for the unit in question. The following items are prohibited from Primitive Units (see RetroTech, below, for the exceptions):


Armor (All Units): Any armor but Primitive Armor.


Cockpits (’Mechs, Fighters, Small Craft): Any cockpits but Primitive Cockpits.


Engines (All Units): Any engines but Primitive Engines


Gyros (’Mechs): Any gyros but Primitive gyros


Internal Structure (’Mechs): Only standard internal structure (i.e. no endo steel, or any structures from Tactical Operations)


Docking Collars (Small Craft, DropShips, JumpShips): The Docking Collar was not available until the advent of the JumpShip/DropShip combo in 2304 (players designing vessels before this time period cannot mount a docking collar).


Jump Jets (’Mechs): Any jump jets but standard (and prototype, see p. XX)


Weapons and Equipment: Primitive units (unless otherwise stated) may add weapons, ammunition and other equipment per standard rules for the unit in question, except all such weapons and equipment can only be installed if they have an introduction date of 2500 or earlier. (After that period, enough manufacturers had improved their engineering processes to the point where units could be made under standard construction rules.)


Primitive Weapons and Equipment & Prototype Weapons (Age of War) (see pp. XX and XX) can be mounted on Primitive Units.

RetroTech 


During the desperation of the Jihad, as worlds used every means necessary to fight off Word of Blake attacks, a new trend emerged coined “RetroTech.” Some worlds, lacking the infrastructure, resources, and skills required to build full production BattleMechs, produced primitive BattleMechs from ancient schematics; designs akin to the Mackie, Icarus and other famous “first BattleMechs.” (Some third-tier ’Mech production facilities, in an effort to feed the monstrous demands of the Jihad, also initiated production of primitive ’Mechs, preferring quantity over quality.) Barely more sophisticated than armed IndustrialMechs, such machines fell below even the most ancient BattleMechs. Yet they provided a sense of security worlds were desperate to acquire during these dark times. And with the reduction of central authority through all the Houses—whether real or perceived—worlds seized upon drastic measures when they could not find security from House Lords.



Era: In-universe the RetroTech period was only confined to the Jihad Era. However, if players wish, they can apply these rules to any era.


Rules: RetroTech is defined as any Primitive unit that has any non-Primitive Weapons and Equipment (see p. XX) or non-Prototype System (Age of War) (see p. XX) mounted. 


The following rules apply to RetroTech units:

· Armor (All Units): Can mount any type of armor.

· Cockpits (’Mechs, Fighters): Can only mount Primitive Cockpits.

· Control Systems (Small Craft, Large Craft): Can only mount Primitive Control Systems.

· Engines (All Units): Can only mount Primitive engines

· Gyros (’Mechs): Can only mount Primitive gyros

· Internal Structure (’Mechs): Can only mount Primitive internal structure (i.e. no endo steel, or any structures from Tactical Operations)

· Jump Jets (’Mechs): Any type of jump jets

· Weapons and Equipment: RetroTech units can mount any weapons and equipment (including other era prototype weapons), provided they follow all the standard construction rules. 

Mixed Tech: If a Primitive unit changes its cockpit, engine, gyro or internal structure it is no longer a RetroTech design considered to have a Primitive Tech Base and instead becomes a Mixed Tech design (see Mixed technologies, p. 377, TO), with an Inner Sphere Tech Base.   

Primitive ’Mech construction


Primitive BattleMechs and IndustrialMechs are built using the standard BattleMech and IndustrialMech Construction rules (see pp. 44–59, and pp. 63–75, TM), with the changes described below.


Timeline: In universe, the Primitive IndustrialMech (also called a WorkMech) was introduced in 2350 and the Primitive BattleMech in 2439. This “primitive stage” of ’Mech development lasted until 2520; such construction began to phase out in 2500, but it would take another two decades until all primitive production stopped.

Step 1: Design the Chassis


The following rule changes apply to Step 1 of BattleMech or IndustrialMech design (designing the chassis).

Choose Technology Base


Primitive BattleMechs and IndustrialMechs can only be built using Inner Sphere technology (see Primitive vs. Modern, above, for exceptions covering “modern Primitive” designs). 


OmniMechs: Primitive ’Mechs cannot be constructed as OmniMechs.

Choose Weight (Tonnage)


Primitive BattleMechs and IndustrialMechs may weigh between 10 and 100 tons, determined in five-ton increments. Within these limits, the player may choose any tonnage. The total weight of the ’Mech’s engine and components (as well as weapons and armor, if appropriate) may not exceed or fall short of this amount.

Allocate Tonnage For Internal Structure


Primitive internal structure is identical in all ways to standard internal structure (including cost), except as noted below:


Primitive BattleMechs must allocate 10 percent of their total tonnage to internal structure and receive structure boxes per the Internal Structure Table (see p. 47, TM). Primitive BattleMechs may not employ any alternative internal structure types (such as endo steel).


Primitive IndustrialMechs must allocate 20 percent of their total tonnage to internal structure and receive structure boxes per the Internal Structure Table (see p. 47, TM). IndustrialMechs may not employ any alternative internal structure types (such as endo steel).


All Primitive ’Mech internal structure weights are rounded up to the nearest half-ton. Primitive ’Mechs may be constructed as either humanoid or four-legged units.


Critical Hits: All rolls on the Determining Critical Hits against a Primitive ’Mech are modified by an additional +2. 


Primitive BattleMechs treat results of 13 or more as 12 when rolling on the Determining Critical Hits Table. Primitive IndustrialMechs (which combine the Primitive modifier with the standard IndustrialMech modifier of +2, for a total modifier of +4) will sustain four critical hits on any torso location where a modified Determining Critical Hits Table roll results in a 14 or higher. Regardless of ’Mech type, a result of 12 or higher when determining critical hits to a limb or head location will blow off the affected location.

<<<art note: insert Mackie illo from XTRO Primitive i>>>

<<<begin example text>>>


Charles is going to create the MSK-5S Mackie, the first operational Primitive BattleMech introduced by the Terran Hegemony in 2439. As a Primitive BattleMech, the Mackie can only use Inner Sphere technology.


Charles intends the Mackie to have a standard humanoid chassis configuration; he chooses to make the Mackie 100 tons.


With a mass of 100 tons, Charles allocates 10 tons for the Mackie’s internal structure.

<<<end example text>>>

Step 2: Install Engine and Control Systems


The following rule changes apply to Step 2 of BattleMech or IndustrialMech design (installing the engine and control systems):

Install Engine


A Primitive engine can be ICE, Cell, fission or standard fusion. Primitive engines are identical in all ways to standard engines (including costs), except as noted below:


Primitive engines use standard rules for computing weight, except after calculating the Engine Rating as normal, multiply the result by 1.2 and round the result up to the nearest available Engine Rating from the Master Engine Table (see p. 49, TM). Use that new Engine Rating and tonnage as the base weight for the Primitive ’Mech’s engine.

<<<art note: insert Mackie illo from XTRO Primitive i>>>

<<<begin example text>>>

Charles’ Mackie is a 100-ton Primitive BattleMech with a Walking MP of 3. Normally this would require a 300-rated engine, but because this is a Primitive ’Mech, the rating is multiplied by 1.2 to give a final engine rating of 360. As the Mackie is to use a fusion engine, the weight is found to be 33 tons, and the ’Mech receives the standard 10 free single heat sinks.

<<<end example text>>>

Add Gyroscope


Primitive gyros are identical in all ways to standard gyros (including costs), except as noted below:


Primitive ’Mechs use standard rules for computing gyro weights, based on their modified Engine Rating (see p. 50–51, TM). 

<<<art note: insert Mackie illo from XTRO Primitive i>>>

<<<begin example text>>>


With a 360-rated engine, Charles’ Mackie requires a 4-ton gyro.

<<<end example text>>>

Determine Jump Capability


Only fusion- or fission-powered Primitive ’Mechs may mount jump jets, in accordance with the standard rules for BattleMech jump jets (see p. 51, TM). Primitive ’Mechs may only use standard jump jets. Improved jump jets are incompatible with Primitive technology, as are the various jump boosters featured in Tactical Operations.

<<<art note: insert Mackie illo from XTRO Primitive i>>>

<<<begin example text>>>

Charles’ Mackie does not mount jump jets.

<<<end example text>>>

Special Physical Enhancements


Primitive ’Mechs may not use physical enhancements such as MASC or triple-strength myomers, nor may they use similar technologies featured in Tactical Operations (such as an engine supercharger).

Determine Cockpit Type


Primitive cockpits are identical in all ways to standard cockpits (including costs), except as noted below:


Primitive BattleMechs must mount a Primitive BattleMech cockpit. Primitive IndustrialMechs must mount a Primitive IndustrialMech cockpit.


Primitive BattleMech Cockpit: Primitive BattleMech cockpits weigh 5 tons.


Primitive IndustrialMech Cockpits: Primitive IndustrialMech cockpits also weigh 5 tons, but lack ejection systems. In addition, these cockpits feature even less sophisticated sensors than those of a standard IndustrialMech cockpit, and apply an additional +2 to-hit modifier to all ranged weapon attacks.


Industrial Cockpit Enhancements: As with their modern equivalents, Primitive IndustrialMech cockpits can be equipped with advanced fire-control systems and ejection systems at an extra cost. However, a Primitive IndustrialMech with advanced fire control will still receive an additional +1 to-ht modifier to all ranged weapon attacks.


Note: Primitive ’Mechs may not use modern targeting computers or C3 or C3i systems unless they are also equipped with advanced fire control. Primitive BattleMech cockpit types automatically feature such fire control systems.

<<<art note: insert Mackie illo from XTRO Primitive i>>>

<<<begin example text>>>

Charles can only use a Primitive BattleMech cockpit (5 tons) on his Mackie.

<<<end example text>>>

Step 3: Add Additional Heat Sinks


Primitive ’Mechs may only install standard (single) heat sinks. The number of “weight-free” heat sinks (if any) that a Primitive ’Mech receives from its engine is based on its engine type (see p. 71, TM).


Per standard BattleMech Construction rules, the number of sinks that need not be allocated on a Primitive ’Mech is equal to the unit’s Engine Rating times 25 (rounded down). 

<<<art note: insert Mackie illo from XTRO Primitive i>>>

<<<begin example text>>>


Charles chooses to add an additional 7 single heat sinks to the 10 that automatically came with his Mackie’s fusion engine. With an engine rating of 360, 14 of these sinks will be internal to the engine, while the other three must be allocated critical spaces on the record sheet.
<<<end example text>>>

Step 4: Add Armor


Primitive armor is identical in all ways to standard armor (including costs), except as noted below:


Armor for Primitive BattleMechs may be purchased in half-ton lots, and the maximum number of armor points a Primitive BattleMech or IndustrialMech may mount in any location is identical to those of a BattleMech of the same weight (see pp. 54–57, TM).


Primitive BattleMech Armor: Primitive BattleMechs can only mount Primitive BattleMech Armor, which has an effective BAR of 10 and multiplies the number of standard armor points provided per ton (16) by 0.67 (rounding down to the nearest whole number).


Primitive IndustrialMech Armor: Primitive IndustrialMechs may only mount Commercial Armor, which has an effective BAR of 5 and multiplies the number of points provided per ton of standard armor (16) by 1.5 (rounding down to the nearest whole number).

<<<art note: insert Mackie illo from XTRO Primitive i>>>

<<<begin example text>>>


The Mackie carries 20 tons of Primitive BattleMech Armor. This gives the ’Mech 214 points of armor [20 (armor tonnage) x 16 (standard points per ton) x 0.67 (Primitive armor factor) = 214.4, rounded down to 214]. Charles allocates the armor thus: 9 points to the head, 31 points to the front center torso, 20 points each to the front side torsos, 10 points to all three rear torso locations, 24 points to each arm and 28 points to each leg.

<<<end example text>>>

Step 5: Add Weapons, Ammunition and Other Equipment


Primitive ’Mechs (unless otherwise stated) may add weapons, ammunition and other equipment per standard rules, except all such weapons and equipment can only be installed if they have an introduction date of 2500 or earlier. (After that period, enough manufacturers had improved their engineering processes to the point where units could be made under standard construction rules.)


Primitive Weapons and Equipment & Prototype Weapons (Age of War) (see pp. XX and XX) can be mounted on a Primitive ’Mechs.

<<<begin example text>>>


Charles completes his Mackie design by adding a PPC (7 tons) to the Left Arm, a large laser (5 tons) to the Center Torso and an AC/5 (8 tons) to the Right Arm (with a ton of ammunition located in the Right Torso).

<<<end example text>>>

Step 6: Complete Record Sheet

Primitive ’Mechs use the standard ’Mech record sheet, which is completed as normal (see p. 59, TM).

Primitive combat vehicle Construction


Primitive Combat Vehicles are designed using the Support Vehicle rules for Hovercraft, Naval, Tracked, VTOL or Wheeled, as appropriate (see pp. 116-155, TM), with the following limitations:

· The Prohibited Technologies rules (see p. XX), as applicable, still apply

· A Maximum Tech Rating of C for its structure, engine and armor

· A maximum BAR of 7


If a Primitive Combat Vehicle has a BAR higher than 7 or a Tech Rating higher than C for its structure, engine or armor—or mounts more advanced weapons than allowed under Prohibited Technologies—it is considered a RetroTech design (see p. XX).

Primitive Conventional Fighters Construction


Primitive Conventional fighters are designed using the Support Vehicle rules for Fixed-Wing units (see pp. 116-155, TM)—mass cannot not exceed 50 tons—with the following limitations:

· The Prohibited Technologies rules (see p. XX), as applicable, still apply

· A Maximum Tech Rating of C for its structure, engine and armor

· A maximum BAR of 7


If a Primitive conventional fighter has a BAR higher than 7 or a Tech Rating higher than C for its structure, engine or armor—or mounts more advanced weapons than allowed under Prohibited Technologies—it is considered a RetroTech design (see p. XX).

Primitive Aerospace Fighter CONSTRUCTION


As with Primitive ’Mechs, constructing a Primitive aerospace fighter uses the standard rules given in TechManual (see pp. 181-199, TM), with a few minor changes as outlined below:

Step 1: Design the Chassis


The following rules changes apply to Step 1 of aerospace fighter design (designing the chassis).

Choose Technology Base


In general, Primitive aerospace fighters can only be built using Inner Sphere technology (see Primitive vs. Modern, p. XX, for exceptions covering “modern Primitive” designs). 


OmniFighters: Primitive aerospace fighters cannot be constructed as OmniFighters.

<<<art note: insert Vulcan illo from XTRO Primitive i>>>

<<<begin example text>>>


Ken is going to create the VLC-3N Vulcan. As a Primitive aerospace fighter, the Vulcan can only use Inner Sphere technology.


Ken decides he wants a nice heavy design and so chooses 80 tons.

<<<end example text>>>

Step 2: Install Engines and Control Systems


The following rule changes apply to Step 2 of aerospace fighter design (installing engines and control systems).

Install Engine


Primitive aerospace fighters may only use Primitive fusion engines.


Primitive engines are identical in all ways to standard engines (including costs), except as noted below:


After determining the standard Engine Rating, multiply the result 1.2 and use the weight from the next available engine (rounded up) from the Master Engine Table. 

Add Control/Crew Systems


Primitive cockpits are identical in all ways to standard cockpits (including costs), except as noted below:


Primitive cockpits weighs 5 tons and apply a +1 to-hit modifier to all attacks at Long and Extreme ranges. 

<<<art note: insert Vulcan illo from XTRO Primitive i>>>

<<<begin example text>>>


Ken’s Vulcan is an 80-ton Primitive aerospace fighter with a Safe Thrust of 5. Normally this would require a 240-rated engine, but because this is a Primitive aerospace fighter, the rating is multiplied by 1.2 to give a final engine rating of 290. As the Vulcan is to use a fusion engine, the weight is found to be 17.5 tons, and the aerospace fighter receives the standard 10 free single heat sinks.


Also, as a Primitive aerospace fighter, it must mount a Primitive cockpit, which weighs 5 tons.

<<<end example text>>>

Step 3: Add Armor


Primitive aerospace fighter armor is identical to that used by Primitive BattleMechs (see p. 145), and is mounted using the standard limits for aerospace fighters (see pp. 190-191, TM).

<<<art note: insert Vulcan illo from XTRO Primitive i>>>

<<<begin example text>>>


The Vulcan mounts 17.5 tons of Primitive aerospace fighter armor. This gives the fighter 214 points of armor [17.5 (armor tonnage) x 16 (standard points per ton) x 0.67 (Primitive armor factor) = 187.6, rounded down to 187]. Ken allocates the armor as follows: 66 points to the nose, 44 points to each wing, and 33 points to the aft. 

<<<end example text>>>

Step 4: Add Additional Heat Sinks


Like Primitive ’Mechs, Primitive aerospace fighters may only install standard (single) heat sinks. Primitive aerospace fighters receive 10 such heat sinks “free” (in terms of tonnage) with their fusion engines.

<<<art note: insert Vulcan illo from XTRO Primitive i>>>

<<<begin example text>>>


Ken decides to add three additional heat sinks for a total of 13, requiring an allocation of 3 more tons.

<<<end example text>>>

Step 5: Add Weapons, Ammunition and Other Equipment


As with Primitive ’Mechs, Primitive aerospace fighter (unless otherwise stated) may add weapons, ammunition and other equipment per standard rules, except all such weapons and equipment can only be installed if they have an introduction date of 2400 or earlier. (After this time, engineering processes had improved to the point where aerospace fighters could be made under standard construction rules.)


Primitive Weapons and Equipment & Prototype Weapons (Age of War) (see pp. XX and XX) can be mounted on Primitive aerospace fighters.

<<<art note: insert Vulcan illo from XTRO Primitive i>>>

<<<begin example text>>>


Ken wraps up the Vulcan design by allocation his remaining 32 tons to weapons. He adds a medium laser to the nose (1 ton), an SRM 6 (3 tons) with 1 ton of ammo, an AC/10 (12 tons) in each wing, along with 1 ton of ammo each, and a medium laser (1 ton) in the aft. 

<<<end example text>>>

Step 6: Complete Record Sheet


Primitive fighters use the standard aerospace fighter record sheet, which is completed as normal (see pp. 198-199, TM).

Primitive small craft CONSTRUCTION


Constructing a Primitive Small Craft uses the standard rules given in TechManual (see pp. 181-199, TM), with the changes outlined below.

Step 1: Design the Chassis


The following rules changes apply to Step 1 of Small Craft design (designing the chassis).

Choose Technology Base


Primitive Small Craft can only be built using Inner Sphere technology (see Primitive vs. Modern, p. XX, for exceptions covering “modern Primitive” designs). 

<<<art note: insert ares illo from XTRO Primitive 2>>>

<<<begin example text>>>


Keith is going to create the Ares Landing Craft. As a Primitive Small Craft, the Ares Landing Craft can only use Inner Sphere technology.


Keith selects 200 tons as the weight for his design.

<<<end example text>>>

Step 2: Install Engines and Control Systems


The following rule changes apply to Step 2 of Small Craft design (installing engines and control systems).

Install Engine


A Primitive engine is identical in all ways to a standard engine (including costs), except as noted below:


The mass of the engine is dependent upon the period when the vessel is constructed. After determining the Engine Weight (see Aerospace Unit Engine Table, p. 185, TM), multiply the final weight by the Additional Engine Weight Factor column of the Primitive Small Craft Engine/Control Weight Table based upon the era chosen to determine the final weight (round all weights up to the near 0.5 tons).


Fuel: When determining the tactical fuel efficiency of a Primitive Small Craft, divide the number of fuel points per ton by the Additional Engine Weight Factor, reflecting the lower efficiency of primitive engines.  Likewise, multiply the number of fuel tons per burn-day for strategic fuel efficiency by the Additional Engine Weight Factor (see Determine Fuel Capacity, p. 186, TM)

<<<begin Table>>>

Primitive small craft engine/control weight Table



Additional Engine
Additional Control 


Period
Weight Factor*
 Systems Weight Factor*



2100 - 2150
2.2
2.1


2151 - 2200
1.9
1.9


2201 - 2250
1.7
1.7


2251 - 2299
1.5
1.5


2300 - 2350
1.4
1.3


2351 - 2399
1.2
1.1


2400+
1.0**
1.0**
*Based on final tonnage of engine/control system; round up to the nearest 0.5 tons.
**These Factors apply to the standard construction rules only and cannot be used with these Primitive Construction Rules (they are provided for fictional context only, to show when “modern-day” construction arrived).

<<<end table>>>

Add Control/Crew Systems


Primitive controls are identical in all ways to standard controls (including costs), except as noted below:


As with the engines, the controls for Primitive Small Craft are determined by the time period for the construction of the vessel. 


After determining the Control System Weight (see Aerospace Control Systems Table, p. 189, TM), multiply the final weight by the Additional Control Systems Weight Factor column of the Primitive Small Craft Engine/Control Weight Table based upon the era chosen to determine the final weight (round all weights up to the near 0.5 tons).


Crew: Crew must be assigned at least Steerage quarters (5 tons per crewmember), but may be assigned better quarters if the player desires.
<<<art note: insert ares illo from XTRO Primitive 2>>>

<<<begin example text>>>

While he contemplates the idea of a very early period design, he settles on 2388 so he can play directly in the Age of War, and so he knows he’ll use the last row of the Primitive Small Craft Engine/Control Weight Table.


Keith’s Ares Landing Craft is a 200-ton Primitive Small Craft with a Safe Thrust of 3. Normally this would require a 39 ton engine [200 (design weight) x 3 (Safe Thrust) = 600 (Base Movement Factor) x .065 = 39 tons], but because this is a Primitive Small Craft, the final weight of 39 tons is multiplied by 1.2 for a final weight of 47 tons [39 (non-Primitive tonnage) x 1.2 (chosen era Additional Engine Weight Factor) = 46.8, rounded up to 47].


Now Keith determines the weight of the control systems. Normally this would be 1.5 tons [200 (design weight) x .0075 = 1.5]. Once again, since this is a Primitive Small Craft so that final weight is multiplied by 1.1 for a final weight of 2 tons [1.5 (non-Primitive tonnage) x 1.1 (chosen era Additional Control Systems Weight Factor) = 1.65, rounding up to 2].


For the crew, after checking the Aerospace Control Systems Table (see p. 189, TM), he knows he has a minimum of 3 crewmembers has must assign.  Keith is happy to assign the minimum in such a small vessel, so that is 15 tons.


Fuel capacity and structural integrity calculations are next. 


First he chooses 6 tons of fuel. This would be 480 points, but must divide that by the Additional Engine Weight Factor of 1.2, getting 400 points.  For strategic movement, the Ares would use 1.84 tons per burn-day, but the Additional Engine Weight Factor of 1.2 increases that to 2.208 tons per burn-day, giving the Ares only 2.71 days at 1G.


Then Keith assigns 6 for the structure integrity, which results in a tonnage of 6. 


This leaves him a current running total of 70 tons.

<<<end example text>>>

Step 3: Add Armor


Primitive armor is identical in all ways to standard armor (including costs), except as noted below:


After determining the final number of armor points (including the 10 extra points per location), multiply that value by 0.66 (rounding down to the nearest whole number); all other standard rules apply.

<<<art note: insert ares illo from XTRO Primitive 2>>>

<<<begin example text>>>


Keith decides he wants to mount 24 tons of Primitive armor on his Ares Landing Craft (leaving him a running total of 88.5 tons.


This results in 279 armor points [24 (armor tonnage) x 16 (standard points per ton) + 40 (extra 10 armor points per location) x .66 (Primitive armor factor) = 279.84, rounded down to 279). This leaves a running total of 94.

<<<end example text>>>

Step 5: Add Weapons, Ammunition and Other Equipment


As with Primitive aerospace fighters, Primitive aerospace Small Craft (unless otherwise stated) may add weapons, ammunition and equipment per standard rules Small Craft design (see pp. 194–195, TM). 


Primitive Weapons and Equipment & Prototype Weapons (Age of War) (see pp. XX and XX) can be mounted on Primitive Small Craft.

<<<art note: insert ares illo from XTRO Primitive 2>>>

<<<begin example text>>>


Since adding heat sinks isn’t different from a standard Small Craft, Keith determines that for the weight of his engine he doesn't get any free heat sinks and so spends 16 tons for 16 heat sinks.


Next he adds weapons in the from of 2 medium lasers in the nose (2 tons), an LRM 15 (7 tons) in each wing, along with 2 tons of LRM ammo in each wing and finally 2 medium lasers in the aft (2 tons).


He needs to add a gunner now for the added weapons, which takes up an additional 5 tons.


Finally, he assigns the remaining 65.5 tons to cargo (adding 2 cargo doors for no tonnage).

<<<end example text>>>

Primitive Dropships construction


The modern DropShip didn’t fully develop until after the advent of the docking collar, which also led to the K-F boom that allowed for the extension of the K-F field around externally carried DropShips. Before that time, any interplanetary, non-Small Craft vessel was called a Shuttle. Many pilots used the term “dropship”, however, when referring to Shuttles small enough to dock inside a Primitive JumpShip; if it could not fit inside a JumpShip, then it was bound to the solar system where it was constructed (usually occurring only in system with multiple planets/zones under colonization/mining). The use of “dropship”, then, evolved to cover all such vessels as modern construction techniques took over in 2400 and all DropShips mounted docking collars allowing them interstellar travel via externally docking on a JumpShip. 


Constructing a Primitive DropShip uses the standard rules given in TechManual (see pp. 181-199, TM), with the changes outlined below.


Terminology: Despite the nuanced use of “Shuttle” or “dropship” within the universe for this early time period, for these rules, the term “Primitive DropShip” is used to describe any interplanetary, non-Small Craft unit.


Military Vs. Civilian: As with JumpShips vs. WarShips (see p. XX), the technology had not advanced to allow for the more robust and dedicated military DropShips of latter centuries. As such, unless specifically stated otherwise, all rules assume these are civilian craft.

Step 1: Design the Chassis


The following rules changes apply to Step 1 of DropShip design (designing the chassis).

Choose Technology Base


Primitive DropShips can only be built using Inner Sphere technology (see Primitive vs. Modern, p. XX, for exceptions covering “modern Primitive” designs). 

<<<art note: insert ??? illo >>>

<<<begin example text>>>


??? <<<Build a 1000-ton all-new DropShip used on the first New Earth colony and Project Lowell on Mars.>>>
<<<end example text>>>

Choose Weight 


The maximum weight of Primitive DropShip is dependent upon the time period of its construction.


Once that detail has been selected from the Primitive DropShip Weight Limit Table, players will know the vessels maximum weight limit. 


Interstellar Travel: A Primitive DropShip must be 5,000 tons or less to be carried within a Primitive JumpShip for interstellar travel. If it is larger than 5,000 tons, then it is an interplanetary-only craft.

<<<begin Table>>>

Primitive Dropship Maximum Weight LIMIT Table



Weight Limit (in tons),


Period
Spheroid/Aerodyne


2110
3,000/1,000


2130
4,000/1,500


2150
7,000/2,500


2165
10,000/3,500


2175
14,000/5,000


2200
15,000/6,000


2300
19,000/7,000


2350
23,000/8,000


2400
30,000/10,000


2500
100,000/35,000*

*These maximums apply to the standard construction rules only and cannot be used with these Primitive Construction Rules (they are provided for fictional context only, to show when “modern-day” limitations arrived).

<<<end table>>>

Step 2: Install Engines and Control Systems


The following rules changes apply to Step 2 of Primitive DropShip design (installing engines and control systems).

Install Engine


A Primitive engine is identical in all ways to a standard engine (including costs), except as noted below:


The mass of the engine is dependent upon the period when the vessel is constructed. After determining the Engine Weight (see Aerospace Unit Engine Table, p. 185, TM), multiply the final weight by the Additional Engine Weight Factor column of the Primitive DropShip Engine/Control Weight Table based upon the era chosen to determine the final weight (round all weights up to the near 0.5 tons).


Structural Integrity: When determining Structural Integrity for Primitive DropShips, use the Determine Structural Integrity (rules (see p. 187, TM). 


Fuel: When determining the tactical fuel efficiency of a Primitive DropShip, divide the number of fuel points per ton by the Additional Engine Weight Factor, reflecting the lower efficiency of primitive engines.  Likewise, multiply the number of fuel tons per burn-day for strategic fuel efficiency by the Additional Engine Weight Factor (see Determine Fuel Capacity, p. 186, TM).

<<<begin Table>>>

Primitive DropShip engine/control weight Table



Additional Engine
Additional Control 


Period
Weight Factor*
Systems Weight Factor*


2100 - 2150
2.0
2.0


2151 - 2200
1.8
1.8


2201 - 2250
1.6
1.6


2251 - 2299
1.4
1.4


2300 - 2350
1.3
1.3


2351 - 2399
1.1
1.2


2400+
1.0**
1.0**
*Based on final tonnage of engine/control system; round up to the nearest 0.5 tons.
**These Factors apply to the standard construction rules only and cannot be used with these Primitive Construction Rules (they are provided for fictional context only, to show when “modern-day” construction arrived).

<<<end table>>>

<<<art note: insert ??? illo >>>

<<<begin example text>>>


???

<<<end example text>>>

Add Control/Crew Systems


Primitive controls are identical in all ways to standard controls (including costs), except as noted below:


As with the engines, the controls for Primitive DropShips advanced significantly across early space flight. As such, before adding controls the player must determine the time period for the construction of the vessel. 


After determining the Control System Weight (see Aerospace Control Systems Table, p. 189, TM), multiply the final weight by the Additional Control Systems Weight Factor column of the Primitive DropShip Engine/Control Weight Table based upon the era chosen to determine the final weight (round all weights up to the near 0.5 tons).

<<<art note: insert ??? illo >>>

<<<begin example text>>>


???

<<<end example text>>>

Step 3: Add Armor


Primitive armor is identical in all ways to standard armor (including costs), except as noted below:


After determining the final number of armor points (including the 10 extra points per location), multiply that value by 0.66 (rounding down to the nearest whole number); all other standard rules apply.

<<<art note: insert ??? illo >>>

<<<begin example text>>>


??? 
<<<end example text>>>

<<<begin table>>>

Primitive DropShip Heat Sinks Table

Aerospace Unit Type
Weight-Free Heat Sinks

Aerodyne Primitive DropShip
Engine Tonnage ÷ 75*

Spheroid Primitive DropShip
√(Engine Tonnage x 1.3)*

*Round down
<<<end table>>>

Step 4: Add Heat Sinks


A Primitive DropShip can only mount standard, single heat sinks.


Use the formula from the Primitive DropShip Heat Sinks Table to determine the number of weight-free heat sinks. As usually, a player can add more if he wishes.

Step 5: Add Weapons, Ammunition and Other Equipment


As with Primitive aerospace fighters and Small Craft, Primitive DropShips (unless otherwise stated) may add weapons, ammunition and equipment per standard rules DropShip design (see pp. 194–195, TM). 


Primitive Weapons and Equipment & Prototype Weapons (Age of War) (see pp. XX and XX) can be mounted on Primitive DropShips.

<<<art note: insert ??? illo >>>

<<<begin example text>>>


???

<<<end example text>>>

Primitive JumpShips construction


The modern JumpShips and WarShips seen throughout the Inner Sphere and beyond evolved from far more primitive vessels during the early Exodus era and the Age of War that followed the emergence of the Great Houses.


As drive performance increased, the problem of fitting in a powerful maneuver drive, fuel tanks, cargo holds and passenger accommodation led to the evolution of the JumpShip/DropShip combination, where the JumpShip became little more than a drive core and dedicated, modern “WarShips” were born. 


JumpShips vs. WarShips: During this time period there was no distinction between “JumpShips” and “WarShips”; i.e. all such vessels were used in multiple roles of transport, combat, and so on. For the purposes of these rules, all such vessels are “Primitive JumpShips”.


Constructing Primitive JumpShips uses the standard rules given in Strategic Operations (see pp. 142-161, SO), with a few minor changes as outlined below.
Step 1: Design the Chassis


The following rules changes apply to Step 1 of JumpShip design (designing the chassis).

Choose Technology Base


Primitive JumpShips can only be built using Inner Sphere technology (see Primitive vs. Modern, p. XX, for exceptions covering “modern Primitive” designs). 

<<<art note: insert aquilla illo from XTRO Primitive 1>>>

<<<begin example text>>>


David is building the Aquilla-class Transport JumpShip. As a Primitive JumpShip, the Aquilla only uses Inner Sphere technology.

<<<end example text>>>

Choose Weight 


The maximum weight of Primitive JumpShip is dependent both upon the time period of its construction, as well as its general faction.


Once those details have been selected from the Primitive JumpShip Weight Limit Table, players will know the vessels maximum weight limit. 

<<<begin Table>>>

Primitive JumpShip Maximum Weight LIMIT Table


Weight Limit (in tons)

Period
Terran Alliance
Terran Hegemony
Great Houses
Periphery


2110
100,000
NA
NA
NA


2130
150,000
NA
NA
NA


2150
200,000
NA
NA
NA


2165
250,000
NA
NA
NA


2175
350,000
NA
NA
NA


2200
500,000
NA
350,000
300,000


2300
NA
1,000,000
600,000
450,000


2350
NA
1,600,000
800,000
600,000


2400
NA
1,800,000
1,000,000
1,000,000

<<<end table>>>

<<<art note: insert aquilla illo from XTRO Primitive 1>>>

<<<begin example text>>>


David decides he wants the Aquilla to be a truly ancient design, built by the Terran Alliance when the human race was first colonizing. He decides to give it a 2148 introduction date, which means the maximum weight is 100,000 tons.

<<<end example text>>>

Step 2: Install Engines and Control Systems


The following rules changes apply to Step 2 of Primitive JumpShip design (installing engines and control systems).


Fuel: When determining the tactical fuel efficiency of a Primitive JumpShip, divide the number of fuel points per ton by the Additional Engine Weight Factor, reflecting the lower efficiency of primitive engines.  Likewise, multiply the number of fuel tons per burn-day for strategic fuel efficiency by the Additional Engine Weight Factor (see Determine Fuel Capacity, p. 147, TO).

<<<begin Table>>>

primitive JumpShip engine/control Weight Table



Additional Engine
Additional Control


Period
Mass Factor*
Systems Weight Factor*


2100 - 2150
2.0
2.0


2151 - 2200
1.7
1.7


2201 - 2250
1.4
1.5


2251 - 2299
1.1
1.2


2300+
1.0**
1.0**

*Based on final tonnage of engine/control system; round up to the nearest 0.5 tons.
**These Factors apply to the standard construction rules only and cannot be used with these Primitive Construction Rules (they are provided for fictional context only, to show when “modern-day” construction arrived).


<<<end table>>>

Install Engine


A Primitive engine is identical in all ways to a standard engine (including costs), except as noted below:


The mass of the engine is dependent upon the period when the vessel is constructed. After determining the Engine Weight (see Advanced Aerospace Unit Base Engine Formulae Table, p. 147, SO), multiply the final weight by the Additional Engine Weight Factor column of the Primitive JumpShip Engine/Control Weight Table based upon the era chosen to determine the final weight (round all weights up to the near 0.5 tons).


Maneuvering Drive: These engines are the “Maneuvering Drive” engines of Warships (see p. 147, SO), not simply Station-Keeping Drives of modern JumpShips.


Structural Integrity: When determining Structural Integrity for Primitive JumpShips, use the Determine Structural Integrity (WarShips Only) rules (see p. 148, SO). 

<<<art note: insert aquilla illo from XTRO Primitive 1>>>

<<<begin example text>>>


Since he knows the engine is likely to be huge on such an early craft, David’s decides to only give it a Safe Thrust of 1. He then reviews the rules on the Advanced Aerospace unit Base Engine Formulae Table on page 147 of SO (remembering that he’s using the WarShip Maneuvering Drive). Combined with the vessel’s 100,000 tons and that Safe thrust, David computes that this will produce a pre-final engine weight of 6,000 [0.06 (Engine Mass Factor) x 1 [Safe Thrust] x 100,000 (vessel weight) = 6,000 tons]. 


Now, David works out the final weight. Since the vessel has a 2148 date, that means the Additional Engine Mass Factor is 2.0, meaning the final engine weight is 12,000 tons.


Finally David determines the weight for the Structural Integrity of his design. After reviewing the rules he knows that the vessels’ Max Thrust of 2 gives him a SI value range between 2 and 60. He decides that since this is such an early design, a SI of 10 feels appropriate. He then determines the SI weight to be 1,000 tons [10 (SI) x 100,000 (total weight of the ship) / 1,000 = 1,000 tons]. That starts his running total at 13,000 tons. 

<<<end example text>>>

<<<begin table>>>

Primitive Kearny-Fuchida Drive Table

K-F Drive Weight: 5% + 3% per LY (% of Total JumpShip Weight)

Maximum Jump Distance: Cannot exceed 30 light years.

<<<end table>>>

Determine K-F Jump Capability


During the early years of JumpShip development while the KF-Drive was being perfected, the actual performance of those drives fell far short of the 30 light-year range now achievable. The scientists faced fundamental problems in controlling longer-range jumps, and thus early interstellar vessels employed smaller drive cores. As the technology was perfected and a finer degree of control was achieved, the size of the drive core increased until reaching the current size and performance. 


Use the formula in the Primitive Kearny-Fuchida Drive Table to determine the total mass occupied by the Primitive K-F Drive; a player can assign any Light Year from 1 to 30 as the vessels standard maximum jump distance.


K-F Drive Integrity: Use the WarShip row of the Kearny-Fuchida Drive Table (see p. 149, SO) to determine the K-F Drive Integrity of a Primitive JumpShip.


Jump Sail: Prior to its introduction in 2200, no vessels mounted a Jump Sail. No JumpShip with a design date prior to 2200 includes this item of equipment. Vessels without a Jump Sail must charge their KF-Drive using their fusion reactors (see p. 87, SO); recharge times remain unchanged from “modern” ships.


When Primitive sails were introduced, however, they were much larger and heavier than modern sails. After determining the Jump Sail Mass (see Kearny-Fuchida Drive Table, p. 149, SO), multiply the final weight by the Additional Jump Sail Mass Factor column of the Primitive Jump Sail Weight Table based upon the era chosen to determine the final weight (round all weights up to the near 0.5 tons).

<<<begin Table>>>

primitive Jump SAIL Weight Table



Additional Jump Sail


Period
Mass Factor*


2200 - 2229
10.0


2230 - 2259
5.0


2260 - 2299
2.5


2300+
1.0**

*Based on final tonnage of solar sail; round up to the nearest 0.5 tons.

**This Factor applies to the standard construction rules only and cannot be used with these Primitive Construction Rules (it is provided for fictional context only, to show when “modern-day” construction arrived).


<<<end table>>>

<<<art note: insert aquilla illo from XTRO Primitive 1>>>

<<<begin example text>>>


The Aquilla-class transport was the mainstay of the Calderon Expedition that would go on to form the Taurian Concordat. A pre-2250 design, the transport has a range of only 15 light-years per jump. Thus the vessel’s core is [5 (Base K-F Drive Weight) + (3 x 15 (number of light year)) = 50% of the total mass of the Aquilla, or 50,000 tons. This provides a running total of 63,000 tons.


Now David figures the K-F Drive Integrity, using the WarShip row on the Kearny-Fuchida Drive Table on page 149 of SO, creating a final value of 4 [2 + 50,000 (K-F Drive Weight) / 25,000 = 4].


As such an early design, David knows the ship has no Jump Sail and so he doesn’t need to determine that equipments mass or its integrity.

<<<End example text>>>

Add Control/Crew Systems


Primitive controls are identical in all ways to standard controls (including costs), except as noted below:


As with the engines, the controls for Primitive JumpShips advanced significantly across early space flight. As such, before adding controls the player must determine the time period for the construction of the vessel. 


After determining the Control System Weight (see Advanced Aerospace Control Systems Table, p. 149, SO), multiply the final weight by the Additional Control Systems Weight Factor column of the Primitive JumpShip Engine/Control Weight Table based upon the era chosen to determine the final weight (round all weights up to the near 0.5 tons).

<<<art note: insert aquilla illo from XTRO Primitive 1>>>

<<<begin example text>>>


Next David determines the weight of the control systems. Normally this would be 250 tons [100,000 (design weight) x .0025 = 250]. Once again, since this is a Primitive JumpShip, after reviewing the table, that final weight is multiplied by 2.5 for a final weight of 625 tons [250 (non-Primitive tonnage) x 2.5 (chosen era Additional Control Systems Weight Factor) 625 tons].


After reviewing the Advanced Aerospace Unit Minimum Crew Table on page 150 of SO, David determines his minimum crew requirements are 65 [45 + (1 per 5,000 tons (100,000 / 5,000 = 20)) = 65). He also wants to add 30 Second-Class Passengers accommodations, which means a total of 665 tons. Since he hasn’t assigned weaponry yet, he doesn’t know how many gunners he’ll need or ultimately how many officers will be required, so he’ll have to figure those latter. 


Next, for this step, David figures how much fuel he wants to add. He decides on 2,500 tons, which would give a modern ship 25,000 points of fuel but must be divided by the Additional Engine Weight Factor of 2 for 12,500 points of fuel. Finally, he adds the 50 tons of fuel pumps. This gives him a running total of 66,840 tons.

<<<End example text>>>

<<<begin table>>>

Primitive JumpShip Heat Sinks Table

Weight-Free Heat Sinks

45 + √(Engine Tonnage)*

*Round down
<<<end table>>>

Step 4: Add Heat Sinks


A Primitive JumpShip can only mount standard, single heat sinks.


Use the formula from the Primitive JumpShip Heat Sinks Table to determine the number of weight-free heat sinks. As usually, a player can add more if he wishes.

<<<art note: insert aquilla illo from XTRO Primitive 1>>>

<<<begin example text>>>


Using the formula from the Primitive JumpShip Heat Sinks Table, David comes up with the following number of Weight-Free Heat Sinks: 154 [√ (18,000) = 154.54, rounding down to 154). He feels he won’t need to add any more heat sinks, leaving him with the same running total of 66,840 tons. 

<<<End example text>>>

Step 4: Add Armor


Primitive armor is identical in all ways to standard armor (including costs), except as noted below:


Primitive JumpShips add armor using the JumpShip row of the Advanced Aerospace Unit Armor Table (see p. 152, SO). After determining the final number of armor points (including any extra points per location based on the unit’s SI), multiple that value by 0.66 (rounding down to the nearest whole number); all other standard rules apply.
<<<art note: insert aquilla illo from XTRO Primitive 1>>>

<<<begin example text>>>


Reviewing the Advanced Aerospace Unit Armor Table let’s David know that he could assign a maximum armor tonnage of 83 [1,000 (SI Max) / 12 = 83.33, rounded down to 83). He doesn’t believe he’ll need anything close to that and decides he’s going to assign 69 tons of Primitive armor.


First he determines how much free armor he’ll receive, which is 1 per facing for a total of 6 points [10 (SI) / 10 = 1 per facing for a total of 6].


Next he multiplies the 69 tons by the standard Advanced Aerospace Unit Armor Weights for an Inner Sphere design at 100,000 tons which gives him 55 armor points [69 (armor tonnage) x 0.8 (standard armor for a 100,000 vessel) = 55.2, rounding down to 55). He then adds the free 6 points to 55 for a total of 61. Then he multiplies that value by the Primitive Armor Factor of 0.66, resulting in final armor points of 40 [61 (non-Primitive armor points) x .66 (Primitive Armor Factor) = 40.26, rounding down to 40).


He assigns it as follows: 9 to the nose, 7 to each fore-side, 6 to each aft-side and 5 to the aft.


This leaves a running total of 66,909 tons.

<<<end example text>>>

Step 5: Add Weapons, Ammunition and Other Equipment


Primitive JumpShips (unless otherwise stated) may add weapons, ammunition and equipment per standard JumpShip design rules (see pp. 153–155, SO). 


Primitive Weapons and Equipment & Prototype Weapons (Age of War) (see pp. XX and XX) can only be mounted on a Primitive JumpShip if it has a date of 2300 or later.


Docking Collars: The Docking Collar was not available until the advent of the JumpShip/DropShip combo in 2304.

<<<art note: insert aquilla illo from XTRO Primitive 2>>>

<<<end example text>>>


Right away David designs to arm his vessel. However, know how truly ancient the design is compared to all the weaponry available within TechManual and Tactical Operations, and knowing this was one of the very first of it’s kind and open conflict simply wasn’t thought off, he decides for some machine guns and autocannons. He places 2 machine guns (1 ton) and 2 tons of ammo in the nose; an AC/5 (8 tons) and 3 tons of ammo, and 1 machine gun (.5 tons) plus 1 ton of ammo in each fore location; 1 machine gun (.5 tons) and 1 ton of ammo in each broadside; 1 machine gun (.5 tons) and 1 ton of ammo in each aft side location; 2 machine guns (1 ton) and 2 tons of ammo in the aft: this generates a total of 37 tons.


Now that he’s figured the weaponry, he can wrap up figuring the crew. He knows he needs 12 gunners, which equates to 84 tons for crew quarters [7 (# of gunners) x 7 (second-class crew quarters) = 84). He then reviews the Additional Crew table again on page 150 of SO and determines he needs 13 officers [64 (base crew) = 12 (total gunners) = 77 / 6 = 12.83, rounding up to 13]. That equates to a total officer crew quarters tonnage of 130 [13 (officers) x 10 [first-class crew quarters) = 130.


Next David decides he wants to provide 8 Small Craft (with a total of 4 doors), which equates to 1,600 tons.


Next he adds 20 escape pods at 7 tons a piece, for a total of 140 tons. All of this gives him a running total of 68,900


Finally, David takes the remaining tonnage and assigns it into 2 cargo bays of 15,550 tons each, with a single door for each cargo bay.

<<<end example text>>>

Primitive Weapons and Equipment


During the Age of War, only a few of the weapon systems seen in BattleTech today were widely available for use on vehicles, fighters and (eventually) BattleMechs. Prior to 2460, these weapons were the machine gun, flamer (standard and vehicular), standard LRMs and SRMs, all standard lasers, standard AC/2s and AC/5s, and the Thumper and Sniper artillery pieces. After 2460, production models of the AC/10, PPC and Long Tom artillery weapon became widely available. Finally, the AC/20, developed specifically as a ’Mech-killer weapon system, emerged as a production weapon after 2500.


As production-quality equipment, all of the weapons listed above will function exactly as normal in BattleTech games. At the designer’s option, however, units may be created using weapons introduced up to ten years before their listed introduction dates, to reflect the use of Primitive prototypical technology. Based on their type, Primitive prototype weapons will operate differently in game play, as described below:


Primitive Prototype Energy Weapons: Primitive prototypical energy weapons (lasers and PPCs) will produce 50 percent more heat when fired (rounding up).


Primitive Prototype Ballistic Weapons: Primitive prototypical ballistic weapons (autocannons and artillery weapons) will suffer a jam on any to-hit roll result of 2 and may carry only three-quarters of their listed ammunition capacity (rounding up) per ton. Jammed weapons cannot be cleared in battle, and are considered damaged—but not destroyed—for game play and repair purposes.


Era: Age of War


Sourcebook: Historical: Reunification War
<<<begin example text>>>


An AC/20, which appeared in the 2500s, could be fielded in the 2490s, but will carry only 4 rounds of ammo per ton (0.75 x 5 = 3.75, rounded up to 4), and will be as prone to weapon jams as a modern Ultra AC.

<<<end example text>>>


protomech rules addendum


The following rules expand upon the ProtoMech game play (see p. 184, TW), and construction rules (see p. 80, TM). They allow players to field designs on the record sheets found in this volume, as well as build their own custom Ultra ProtoMechs.


Sourcebook: The Wars of Reaving.

<<<art notes: format like standard game play/construction rules>>>

NEW EQUIPMENT

Electric Discharge ProtoMech Armor (EDP) 

R&D Start Date: 3066 (Clan Fire Mandrill)

Prototype Design and Production: Circa 3071 (Society/Clan Fire Mandrill) 


ProtoMech pilots are taught to engage their enemies in close proximity, and often resort to physically attacking their opponents. While such behavior could occasionally cause serious damage, more frequently it was deemed a waste of assets. Scientist Glenneth of Clan Fire Mandrill sought to find a means by which this waste was mitigated, drawing inspiration from the taser weapon deployed by the Word of Blake. Drawing power from the ProtoMech’s fusion engine into a compound capacitor sewn through the unit’s armor, the system succeeds in shielding the carrying unit from adverse effects. Rather than an offensive weapon, Glenneth used a system of short spikes on the armor itself as the delivery mechanism. While marginally successful, the system did not see widespread use until combined with the Society’s feral ProtoMech pilots.

Electric Discharge ProtoMech Armor (EDP) 

Rules Level: Experimental 

Available to: PM 

Tech Base (Ratings): Clan (F/X-X-F) 

Game Rules: Whenever a ProtoMech with active EDP armor successfully executes a Frenzy attack (see p.187, TW), consult the BattleMech Taser Effects Table (see p. 346, TO) using the BattleMech Taser type columns. Apply a –2 penalty to the 2D6 roll used to determine the EDP armor’s effects. Resolve the effects using all normal BattleMech Taser rules, as found on pp. 346-347, TO. 


Whenever a ProtoMech with active EDP armor successfully executes a Frenzy attack against conventional infantry, add +1 damage to the base damage value of the Frenzy attack for that ProtoMech. If the infantry unit is cybernetically enhanced, add +2 damage to the base damage value of the Frenzy attack for that ProtoMech.


The capacitor of the EDP armor needs 6 turns to recharge, during which time none of the ProtoMech’s weapons that require heat sinks will function. These 6 turns need not be consecutive, and the ProtoMech’s player can elect in every End Phase to not charge the EDP armor in the following turn. Each turn that the EDP armor is charged must be marked on the ProtoMech’s record sheet. 


Whenever the Torso Location of a ProtoMech with EDP armor suffers 1 or more Critical Damage following a check on the Determine Critical Hits table, immediately assign 5 points of damage to that location subsequent to the resolution of that Critical Damage as a result of the capacitors in that location discharging violently. 

Construction Rules: Reduce the Maximum Number of Items in the Torso Location by 1. Each point of EDP armor weighs 75 kilograms.

Extended Jump Jet system (XJJ)

R&D Start Date: 3067 (Clan Snow Raven)

Prototype Design and Production: Circa 3071 (Society/Clan Snow Raven)


Clan Cloud Cobra’s Sylph battle armor impressed Clan Snow Raven with its sustained VTOL capability. The Ravens sought to use the technology as a springboard to provide similar capabilities for their ProtoMech and BattleMech programs. While they have yet to successfully replicate that capability, the Clan’s scientists have created jump jets for ProtoMechs that are significantly more efficient and powerful. Shortly after the Snow Ravens deployed working prototypes, the Ravens’ Society cell siphoned the project for proliferation among its own ProtoMech efforts.

Extended Jump Jet system (XJJ)

Rules Level: Experimental 

Available to: PM 

Tech Base (Ratings): Clan (F/X-X-F) 

Game Rules: ProtoMech Extended Jump Jets are the effective analog to BattleMech Improved Jump Jets, offering a maximum jump distance equal to the unit’s Running MP rather than its Walking MP.

Construction Rules: Glider ProtoMechs cannot use Extended Jump Jets. Extended Jump Jet systems weigh twice as much as the standard ProtoMech Jump Jet weights (100 kilograms per Jump MP for ProtoMechs under 6 tons, 200 kilograms per Jump MP for Protos 6 to 9 tons in total mass, 300 kilograms per Jump MP for ProtoMechs over 9 tons in total mass). Unlike standard jump jets, ProtoMechs may mount as many XJJs as they have Running MP.

Fusillade 

R&D Start Date: 3068 (Clan Coyote)

Prototype Design and Production: Circa 3072 (Society/Clan Coyote)


Seeing a need for greater firepower on ProtoMechs, Clan Coyote invested considerable resources to develop a version of the advanced tactical missile system for ProtoMechs. While mass and physical limitations made it impossible to fully use the ATM system’s flexibility, scientists hoped that a simplified launcher would be able to deploy a single ammunition type effectively. Efforts to miniaturize the system and provide it with the same modular flexibility as can be achieved with LRM, SRM and Streak SRM launchers failed. A series of compromises resulted in a three-tube launcher that could reload once using internal stores. Maintaining a damage and range profile similar to standard ATM missiles, the system was bulky and undesirable compared to Streak or LRM launchers.


It was not until the assault-class ProtoMech became available that the weapon found its niche. Even on those designs, the Fusillade’s reputation suffers. It cannot be considered a mature technology, and further development is needed to fully unlock its potential. Unfortunately, the main design lab for the Fusillade was located on Tamaron and destroyed in the Steel Viper assault in 3075.

Fusillade

Rules Level: Experimental

Available to: PM

Tech Base (Ratings): Clan (F/X-X-F) 

Game Rules: Fusillade launchers have only one reload, but include an integral Artemis IV targeting system at no cost in space or tonnage; add +2 to the Cluster Hits Table die roll for the weapon. The integral system functions exactly like standard Artemis IV, and may be jammed by enemy ECM. When mounted on ProtoMechs, Fusillade missile launchers are treated in the same manner as missile weapons on vehicles, and so do not generate heat. Fusillades may make use of all ATM and iATM munitions (see p. 201, The Wars of Reaving), and both salvos need not be of the same missile type.

<<<art note: begin table>>>

Weapon

Heat
Damage
Range
Ammo
To-Hit
TC
Rules

/Item
Type§
Std (Aero)
Std (Aero)
Min/Sht/Med/Lng (Aero)
(per Ton)
Modifier
Comp
Level


Fusillade
M,C,S*
NA (NA)
2/Msl, C5/3 (0)
4/5/10/15 (Medium)
NA
0
N

Exp

Weapon
Tech
Tech
Latest Intro
Item/Ammo
Weight
Space

/Item
Base
Rating
(IS/Clan)
Costs (C-bills)
(tons)
M
P
CV
SV
F
SC
DS
JS
WS
SS
MS

Fusillade
Clan
F/X-X-F
NA / 3068
100,000
1.5
NA
1
NA
NA
NA
NA
NA
NA
NA
NA
NA

§See Weapon and Equipment Types Table (Expanded), p. 410, TO 

§§ See Space Column Abbreviations Table (p. 410, TO)

*See Weapon Rules for this equipment

<<<art note: end table>>>

Magnetic Clamp System (MCS)

R&D Start Date: 3063 (Society)

Prototype Design and Production: Circa 3070 (Society/Clan Fire Mandrill)


When the Society began utilizing and improving the ProtoMech programs of several Clans, the mobility limitations of the suit became an obvious bottleneck to widespread Clan adoption. Scientist groups in charge of adapting the system to existing Clan warfare paradigms were given priority. Obvious opportunities existed in incorporating some form of delivery system similar to the Elemental/OmniMech combat pairings, but the physical realities imposed by the substantially heavier ProtoMechs seemed insurmountable.


The Society became aware of House Liao’s Fa Shih battle armor in 3065. Research efforts up to that point were focused primarily through the scientific assets of Clan Fire Mandrill’s Kindraa Kline. Lead Researcher Pavel was able to convince Kline leadership to acquire an operational Fa Shih suit through Clan Diamond Shark. This allowed several breakthroughs in the system, which was eventually passed on through Society channels to Tamaron. The first examples of the system began testing in 3070 and soon became widespread among the several Clans who favored ProtoMech technology. Clan Diamond Shark acquired several early prototypes of the system during the last months of their evacuation, and the MCS has found its way to Horse and Raven researchers in the Inner Sphere.

Magnetic Clamp System (MCS)

Rules Level: Experimental

Available to: PM

Tech Base (Ratings): Clan (F/X-X-F)

Game Rules: Quad and Glider ProtoMechs cannot use this equipment. When functional, ProtoMechs may use the Magnetic Clamp System to mount any BattleMech (Omni or otherwise) per the Mechanized Battle Armor rules (see pp. 226-227, TW). However, a BattleMech may carry no more than two ProtoMechs in this fashion, with the ProtoMech occupying the front or rear Center Torso locations only. Ultraheavy ProtoMechs can only be mounted singly, and occupy the front Center Torso Location. If the ’Mech receives damage to a location mounting a ProtoMech, that location receives half the attack’s damage (round down). The remaining damage is applied to the ProtoMech in a random location. Reroll the Near Miss locations until the damage is resolved. The ProtoMech is then immediately dismounted in the BattleMech’s current hex.


While transporting ProtoMechs, a BattleMech’s speed is reduced in accordance with the standard rules for carrying unprotected external cargo (see p. 261, TW), using the total weight of the ProtoMechs being carried to compute the change in MP. OmniMechs—which can accommodate up to six battle-armored troopers without affecting their speed—may subtract 3 tons from the weight of each ProtoMech carried in this fashion when computing the external cargo weight (to a minimum of 0 tons per ProtoMech). ProtoMechs may not be transported by vehicles or aerospace units in this fashion, even if said units are Omnis. Any critical hits to a ProtoMech’s torso automatically destroy the MCS.

Construction Rules: The Magnetic Clamp System weighs 250 kilograms for ProtoMechs under 6 tons, and 500 kilograms for ProtoMechs 6 to 9 tons in total mass. It weighs 1,000 kilograms for ProtoMechs of 10 tons or more. The MCS occupies one weapon slot in the ProtoMech’s torso.

ProtoMech Quad Melee Weapon System (MWS)

R&D Start Date: 3064 (Society)

Prototype Design and Production: Circa 3066 (Society)


The ProtoMech Quad Melee Weapon System is a combination of physical modifications to quadruped ProtoMechs. The MWS drastically improves their damage potential in melee attacks. The system looks like a large cosmetic change, such as a large, sweeping tail or other free-flailing appendage, tusk or horn-like projections along the head and shoulders area, and/or battle claws on all four feet. In addition to delivering additional damage in a Frenzy attack, the MWS enhances the animalistic look of a quadruped, which amplifies its terror factor in battle, particularly against infantry and civilians.


The system was initially implemented in the few quad ProtoMechs developed and built by the Society at its polar station on Lum. It did not appear on the battlefield until the Society’s uprising in 3072, to the surprise of many civilians on Babylon, Delios, and Hector. Several ProtoMech suits were salvaged by the Diamond Sharks during the Coyote assault on Vinton and, though they made their way to the Inner Sphere, only the Hell’s Horses seemed interested in studying the modifications.

ProtoMech Quad Melee Weapon System (MWS)

Rules Level: Advanced

Available to: PM

Tech Base (Ratings): Clan (F/X-X-F)

Game Rules: ProtoMech Quad Melee Weapons add 2 points of damage to the ProtoMech’s base damage in a Frenzy attack for every 5 tons of ProtoMech weight (or fraction thereof). A critical hit to the ProtoMech Quad Melee Weapon slot destroys enough of these physical modifications to render the system useless. 

Construction Rules: The ProtoMech Quad Melee Weapons system weighs 1 ton (1,000 kg) and must be mounted in the ProtoMech Quad’s torso. ProtoMechs built using a biped configuration may not install this item.

Improved Advanced Tactical Missile (iATM)

Introduced: 3070 (Society)


When the Coyotes debuted the advanced tactical missile system to the warrior caste in 3054, the design was presented primarily as a stopgap measure to eliminate political haranguing from the Clan Council. The ATM did receive some critical acclaim from many Clan warriors in the years since, but the Society—free to continue developmental improvements of the weapon system in secret—maintained their technological research and eliminated some of the ATM’s original design flaws. In the process, they increased the power and capability of the system and introduced two new devastating payloads to the iATMs arsenal. The improved micro-electromagnetic pulse (IMP) missile salvos detonate on contact, discharging a power-fully localized electromagnetic pulse. While the weapon’s explosive charge does minimal damage to armor and structure, the EMP overrides the target’s electronic systems and, in some cases, shorts them out altogether. Conversely, the improved inferno warhead (IIW) delivers a specialized form of inferno gel to its target.
Improved Advanced Tactical Missile (iATM)

Rules Level: Experimental

Available to: BM, IM, CV, SV, AF, CF, SC, JS, DS, SS, WS, MS

Tech Base (Ratings): Clan (F/X-X-F)

Game Rules: iATM attacks are resolved in the same way as a standard ATM with the following exceptions: 
· The iATM’s targeting system functions in a similar manner as a Streak launcher. A player attempting to fire an iATM must make a standard To-hit Roll during the Weapon Attack Phase. If successful, the player immediately fires the iATM at the locked-on target. All iATM missiles automatically hit (no roll on the Cluster Hits Table is required), and the player rolls as normal to determine the hit locations. If the roll fails, the player does not achieve a lock and so does not fire the iATM or built up any heat.

· The player must roll for a targeting lock each turn, even if he achieved a lock in the previous turn. A separate To-hit Roll is necessary for each individual iATM system being fired.

· The iATM can make use of Indirect Fire (see p. 111, TW). While firing using Indirect Fire, the iATM functions as a regular LRM launcher, and will have to use the Cluster table to determine the number of missiles that hit.

· An iATM can use any of the three ammunition loads available for the ATM (standard, extended-range, and high-explosive) as well as two additional custom-made ammunition loads: improved magnetic pulse (IMP) and improved inferno (IIW). These latter two loads are unique to the iATM; other launchers cannot use them. As with other special munitions, they must be carried in full-ton lots and the controlling player must announce the missile type to be used during weapon attack declaration.
<<<begin table>>>

Improved Advanced Tactical Missile (iATM) 

Weapon 

Heat 
Damage 
Range 
Ammo 
To-Hit 
TC 
Rules 

/Item 
Type§ 
Std (Aero) 
Std (Aero) 
Min/Sht/Med/Lng (Aero) 
(per Ton) 
Modifier 
Comp 
Level 
Ref 

iATM 3 
M, C, S* 
2 (2) 
6 (6) 
4/5/10/15 (Medium) 
20 
0 
N 
Exp 
?? 

iATM 6 
M, C, S* 
4 (4) 
12 (12) 
4/5/10/15 (Medium) 
10 
0 
N 
Exp
??
 iATM 9 
M, C, S* 
6 (6) 
18 (18) 
4/5/10/15 (Medium) 
7 
0 
N 
Exp
??
iATM 12 
M, C, S* 
8 (8) 
24 (24) 
4/5/10/15 (Medium) 
5 
0 
N 
Exp
?? 

Weapon 
Tech
Tech
Latest Intro
Item/Ammo
Weight 





Space§§ 

/Item
Base
Rating
(IS/Clan)
Costs (C-bills)
(Tons)
M
P
CV 
SV 
F
SC
DS
JS
WS
SS
MS 

iATM 3
Clan
F/X-X-F
NA / 3070
100,000
1.5
2
NA
1
2
1
1
1
1
1
1
1 

iATM 6
Clan
F/X-X-F
NA / 3070
250,0003
.5
3
NA
1
3
1
1
1
1
1
1
1


iATM 9
Clan
F/X-X-F
NA / 3070
450,000
5
4
NA
1
4
1
1
1
1
1
1
1

iATM 12
Clan
F/X-X-F
NA / 3070
700,000
7
5
NA
1
5
1
1
1
1
1
1
1

 §See Weapon and Equipment Types Table (Expanded), (p. 410, TO) 

§§ See Space Column Abbreviations Table (p. 410, TO) 

*See Weapon Rules for this equipment
<<<end table>>>

Improved Magnetic Pulse (IMP) Ammunition


IMP missiles have the same range as ATM HE missiles and inflict one point of damage, as well as the following effects: 


ProtoMechs: For every 3 missiles that strike a ProtoMech, the unit must act as if affected by a hostile ECM, receives a +1 modifier to all To-hit Rolls and reduces its Walk/Cruise and Jump MPs by 1 through the End Phase of the following turn (to a maximum To-hit roll modifier of +3, and –3 Walk/Cruise/Jump MPs). Additional IMP missile strikes that hit the ProtoMech after it has suffered the maximum modifier effects will still inflict standard damage, but will not change its roll or movement modifiers further. Additionally, a ProtoMech struck by IMP missiles will suffer +1 heat for every 2 IMP missiles that strike it, following the Outside Heat Sources rule (see p. 159, TW).


Infantry: Resolve as a standard LRM attack. All DE- class field guns are rendered inoperative through the End Phase of the following turn. All infantry equipped with cybernetic enhancements of any kind suffer double damage. For battle armor squads, each missile that hits disables one battle suit trooper through the End Phase of the following turn. Additional hits have no additional effects be-yond damage. Reduce the Ground and Jump movement of an affected battle armor unit by –1 for each disabled trooper. When the battle armor unit resolves weapons fire, it rolls on the Cluster Hits Table based on the number of active battle armor troopers available.


’Mechs, Vehicles, Conventional Fighters, Aero-space Fighters, and Small Craft: For every 3 missiles that strike one of these targets, the unit must act as if affected by a hostile ECM, receives a +1 modifier to all To-hit Rolls, and reduces its Walk/Cruise/Safe Thrust and Jump MPs by 1 through the End Phase of the following turn (to a maxi-mum To-hit roll modifier of +2, and –2 Walk/Cruise/Safe Thrust/Jump MPs). Additional IMP missile strikes that hit the unit after it has suffered the maximum modifier effects will still inflict standard damage, but will not change its roll or movement modifiers further. Additionally, a unit struck by IMP missiles will suffer +1 heat for every 3 IMP missiles that strike it, following the Outside Heat Sources rule (see p. 159, TW). Units not powered by fusion engines may ignore the MP reduction and heat effects of IMP missiles entirely, but none of the other effects.


DropShips, JumpShips, WarShips, Space Stations, and Mobile Structures: Each IMP missile inflicts 1 point of damage. No additional effect. 


Weapon Type: iATM 


Tech Base: Clan
Improved inferno (IiW) Ammunition


IIW missiles use the same range as standard ATM missiles. Each successful IIW missile attack is resolved using the standard Infernos rules (see p. 141, TW).


Weapon Type: iATM 


Technology Base: Clan
nova combined electronic warfare system (CEWS)

Introduced: 3065 (Society)


Several Society cells focused on warfare technology specifically ignored or marginalized by the Clans’ warrior caste. One area that had piqued their interest was an up-graded application of the Inner Sphere’s C3 system. Combining their efforts with redesign of Clan Smoke Jaguar’s Watchdog CEWS, the resulting Nova CEWS appears an epitome of mankind’s capabilities with electronic warfare. The Nova CEWS not only provides the capabilities of an active probe and ECM suite, it also allows the dynamic creation of a modular C3 network with two other entities, a feat not replicated by the Inner Sphere. Physical limitations pre-vented the Society from making the network exceed three connections, a circumstance that contributed to their Trey and Sept organization. In their effort to compress as much high-powered electronics gear into a compact suite as possible, Society engineers were unable to create a system that eliminated waste heat to the carrying unit.


Despite the drawbacks, the system is elegant in function. When a network is broken, it quickly reconfigures itself and connects to other nearby operating suites. The functionality and increase in target data did much to close the gap between the Society’s inexperienced pilot corps and Clan warriors. Such technology allowed the Society’s forces to quickly overwhelm overconfident warriors and force new tactical paradigms.
nova combined electronic warfare system (CEWS)

Nova Rules Level: Experimental 

Available to: BM, IM, CV, SV, AF, CF, SC 

Tech Base (Ratings): Clan (F/X-X-F) 

Game Rules: The Nova CEWS operates as a combination of ECM, active probe and C3i equipment, with the following exceptions.


The Nova CEWS can link up to two other units mounting a Nova CEWS. A unit wishing to link with another unit must declare the connection in the End Phase. Beginning in the next turn, the two units are linked and operate per the rules for C3i (see p. 131, TW). Units may not link to more than two other units at a time. ECM does not affect the link, unless it originates from another hostile, active Nova CEWS. 


The Nova CEWS does not have Target Acquisition Gear capability.


The Nova CEWS can be mounted on units with the Null Signature System. Both systems will function normally.


Units with multiple Nova CEWS may only use one at a time in game play. Fighters and Small Craft may only use Nova CEWS when interacting with ground units. Nova CEWS can be turned off in any End Phase. While active, Nova CEWS’ effects are considered active even if the unit’s pilot/ crew is rendered incapable of acting in combat, but will shut off if the carrying unit is shut down or destroyed.


The Nova CEWS generates +2 heat while active. 

Construction Rules: Can only be mounted on units with a fusion engine (Standard, Compact, Light, XL, XXL).

<<<begin table>>>

nova combined electronic warfare system (CEWS)

Weapon 

Heat 
Damage 
Range 
Ammo 
To-Hit 
TC 
Rules 

/Item 
Type§ 
Std (Aero) 
Std (Aero) 
Min/Sht/Med/Lng (Aero) 
(per Ton) 
Modifier 
Comp 
Level 
Ref 

Nova CEWS
E*
2 (2)
0 (0)
—/—/—/3 (Short)
NA
NA
NA
Exp
?? 

Weapon 
Tech
Tech
Latest Intro
Item/Ammo
Weight 





Space§§ 

/Item
Base
Rating
(IS/Clan)
Costs (C-bills)
(Tons)
M
P
CV 
SV 
F
SC
DS
JS
WS
SS
MS 

Nova CEWS
Clan
F/X-X-F
NA / 3065
1,110,000
1.5
1
NA
1
1
1
1
NA
NA
NA
NA
NA

 §See Weapon and Equipment Types Table (Expanded), (p. 410, TO) 

§§ See Space Column Abbreviations Table (p. 410, TO) 

*See Weapon Rules for this equipment
<<<end table>>>

New ProtoMech Types


Three new classes of ProtoMechs emerged during the Wars of Reaving: Ultraheavy ProtoMechs (Ultras), ProtoMech Quads (ProtoQuads), and Glider ProtoMechs (Gliders). Each of these offered specific advantages that further enhanced their combat potential.

Ultraheavy ProtoMechs (Ultras)


Pushing ProtoMech design techniques to their limits, Ultraheavy ProtoMechs can reach a maximum weight of 15 tons (15,000 kilograms), overlapping the tonnage of Ultralight BattleMechs. Achieving this without using BattleMech-scale components—including gyros—meant creating a larger control system based around a modified PA(L) suit. In addition to giving the Ultra the same flexibility of control, this suit-based cockpit and control unit doubles as an escape system for ProtoMech warriors, something not possible for lighter, standard-weight ProtoMechs.

ProtoMech Quads (ProtoQuads)


Though conceived as early as 3065, quadruped-style ProtoMechs faced numerous minor design hurdles, not the least of which was the unique quirk of the pilot-ProtoMech interface that virtually demanded a human-style gait and mobility. When these issues were worked out—either through intensive training or use of the Society’s infamous Feralize treatments—the four-legged ProtoMechs that resulted achieved faster mobility and greater payload capacity than their bipedal equivalents. ProtoQuads could even make use of turret-based weapons similar to the Inner Sphere’s four-legged battlesuits, and could be built in the standard weight range as well as the Ultraheavy category.

Glider ProtoMechs (Gliders)


Uniquely designed for bipedal Ultras as a consequence of the design’s specialized motive systems, Gliders are low-altitude, limited-flight ProtoMechs that rely on a combination of thrust and glide wings that effectively mimic how Land-Air ’Mechs operate in AirMech mode. Their elaborate flight systems, which include an adapted form of ProtoMech partial wing technology, modified jump thrusters, and a specialized musculature, are specifically designed to give them greater mobility in the air. As a result, Gliders have very little ground speed. Glider ProtoMechs can be deployed in vacuum or underwater, but they are incapable of using their WiGE-style movement capabilities in either situation. 

Advanced ProtoMech Game play Rules


In tactical game play, Ultras, ProtoQuads, and Gliders are all considered Advanced Level rules, suitable for games using Total Warfare rules but not in tournament play. Their use is also compatible with A Time of War role- playing rules. In general, all three of these unique ProtoMech types operate using the same organization and rules of play as standard ProtoMech units, except as noted below: 

Advanced ProtoMechs in Combat (All Advanced ProtoMechs)


Glider ProtoMechs using WiGE movement apply a +1 attacker to-hit modifier when using WiGE Cruising MP, and a +2 attacker to-hit modifier when using WiGE Flanking MP. When resolving attacks against a Glider ProtoMech using WiGE MP, treat the Glider ProtoMech as a Jumping ’Mech.


For Glider ProtoMechs on the ground, and all other Advanced ProtoMech types, use the standard rules for resolving attacks based on the appropriate movement modifiers.

<<<begin table>>>

Expanded ProtoMech Weapon Critical Hit Table

1D6



Weapon Critical Hits

Roll 
Standard (Biped)
Standard (Quad)
Ultra (Biped)*
Ultra (Quad)

1

Torso Weapon A
Torso Weapon A
Torso Weapon A
Torso Weapon A

2

Torso Weapon A
Torso Weapon B
Torso Weapon A
Torso Weapon B

3

Torso Weapon B
Torso Weapon C
Torso Weapon B
Torso Weapon C

4

Torso Weapon B
Torso Weapon D
Torso Weapon B
Torso Weapon D

5

No Effect
No Effect
Torso Weapon C
Torso Weapon E

6

No Effect
No Effect
Torso Weapon C
Torso Weapon F

*Includes Glider ProtoMechs

<<<end table>>>

Expanded ProtoMech Weapon Critical Hits (All ProtoMechs)


When any ProtoMech suffers a critical hit to the torso marked with an asterisk (*), a torso-mounted weapon (if any) may be destroyed. To determine which weapon is hit, roll 1D6 and consult the Expanded ProtoMech Weapon Critical Hit Table. If the listed weapon does not exist or has already been destroyed, no additional weapon critical effects occur.

Ultraheavy ProtoMech Ejection System


The pilot of an Ultraheavy ProtoMech (biped, Quad, or Glider) may use the same ejection rules as a ’Mech (see pp. 196-197, TO). Because the cockpit location is in the torso, the ejection modifiers based on damage to the ’Mech’s head structure instead apply based on the damage done to the ProtoMech’s torso structure. 


If an Ultraheavy ProtoMech suffers its third critical hit to the torso (Proto Destroyed) location, or suffers a complete loss of all torso structure, the pilot will auto-eject using the same rules as a ’Mech that has suffered the destruction of its head location (see p. 197, TO).


An ejected Ultraheavy ProtoMech pilot follows the same rules as an ejected MechWarrior. Because there is no room in the Ultraheavy ProtoMech’s cockpit for hostile environment gear, ProtoMech warriors who eject into hazardous environments—such as vacuum, underwater, toxic atmospheres, and so forth—will suffer their full effects.

Ultraheavy ProtoMech Physical Attacks


The base damage for an Ultraheavy ProtoMech’s Frenzy attack is 3 points. Any melee weapons the ProtoMech mounts will modify this value according to the standard rules for such equipment. Despite their greater weight, Ultras still lack the ability to effectively carry and wield clubs the way ’Mechs can.

ProtoMech Quad Hit Locations and Firing Arcs


Because four-legged ProtoMechs do not have arm locations, hits to the arm locations automatically strike the legs. Like bipedal ProtoMechs, ProtoQuads only have one hit location for their legs, which covers all four of them. ProtoQuads use the same firing arcs that four-legged BattleMechs do. If equipped with a Main Gun mount, any weapon(s) placed in that location may be treated as though they are housed in a vehicle turret, complete with a full 360-degree rotation arc.


While Ultraheavy ProtoQuads may carry two weapons in the Main Gun turret, a single critical hit to this location still destroys the mount completely—and with it, both weapons installed therein. Both of the weapons in an Ultraheavy ProtoQuad’s Main Gun turret share the same firing arc. 

Glider ProtoMech Movement Rules


Glider ProtoMechs that have landed may only move 1 MP (Walking) on the ground in any turn. All normal movement costs for terrain and turning apply to Glider ProtoMechs as they do for other ProtoMechs on the ground.


Glider ProtoMechs use their thrusters and wings to glide in a fashion similar to a miniature Land-Air BattleMech (LAM) in its hybrid (AirMech) mode (see p. 6, Record Sheets: 3085). To reflect this, they use a modified form of the WiGE rules in Total Warfare (see p. 55, TW). However, Glider ProtoMechs only require a minimum of 4 WiGE MP (and working legs) to take off, and must spend a minimum of 4 WiGE MP per turn to remain aloft. Glider ProtoMechs may increase (or decrease) their gliding altitude by spending 1 WiGE MP per elevation change (akin to VTOL movement rules), and can even hover in one hex by spending 4 WiGE MP in that hex doing so. Lacking the thrust power of LAMs, Glider ProtoMechs may not glide higher than 12 levels above the underlying terrain in this fashion.


To safely land, a Glider ProtoMech with functioning legs must simply return to the level of the underlying terrain and make a special Landing Check, rolling 2D6 against a target number of 4. If the roll result is less than 4, or if the Glider ProtoMech has suffered leg destruction (or leg damage resulting in a No Movement critical hit), the landing fails, and the Glider ProtoMech suffers damage equal to 2 times the total number of levels it descended during the turn its landing was attempted, allocated directly to the Glider’s legs. (Excess leg damage transfers to the torso per normal rules.)

Glider ProtoMech Hit Locations


Any successful attack against a Glider ProtoMech that strikes a “Near Miss” hit location inflicts no armor damage to the Glider itself. However, the attack will strike the Glider’s more delicate wing structure or flight systems, regardless of the attacking weapon’s actual damage value. This reduces the Glider’s WiGE Cruising MP by 1 (to a minimum of 0). The Glider’s WiGE Flanking MP must then be recomputed accordingly.


If a Glider ProtoMech is reduced to less than 4 WiGE MP while in flight, it is unable to remain aloft and must immediately follow the rules for crash-landing as noted under Glider ProtoMech Critical Hits below. 

Glider ProtoMech Critical Hits


In addition to the other modified rules for Ultraheavy ProtoMech critical weapon hits, any Jumping MP loss created by critical hits to a Glider ProtoMech’s torso instead affect the Glider ProtoMech’s WiGE Cruising MP. Recompute Flanking MP accordingly any time a Glider’s WiGE Cruising MP are reduced.


Crash-Landing: If critical damage reduces the Glider ProtoMech to less than 4 WiGE Flanking MP while airborne, the Glider ProtoMech cannot remain aloft and drops to the level of the underlying terrain, at which point the pilot must make an emergency Landing Check against a target number of 8. If this check fails (or if the Glider ProtoMech has suffered leg destruction and/or a No Movement critical hit), the Glider ProtoMech suffers 2 damage points for every level of height it has fallen. Apply this crashing damage randomly in 5-point Damage Value clusters.

A Time of War Role-Playing Addendum (All ProtoMechs)


When necessary in games where A Time of War rules are in use, ProtoMech pilots may make Pilot/ProtoMech Skill Checks in place of the standard ProtoMech Frenzy attack and Landing Check rolls. When doing so, apply a +0 modifier to the Frenzy attack roll or to Glider ProtoMech landing attempts, and a –4 to rolls for avoiding a Glider ProtoMech crash due to insufficient WiGE MP and/or damaged legs. If the ProtoMech is built using a quadruped design, a +2 Skill Modifier applies to all Pilot/ProtoMech Skill rolls.

Advanced ProtoMech Construction Rules


The following additional rules modify those presented for constructing ProtoMechs using TechManual (see pp. 80-89, TM).

Maximum ProtoMech Weight


The maximum weight for a ProtoMech is now 15 tons (15,000 kilograms). ProtoMechs are still built in 1-ton (1,000-kilogram) increments. ProtoMechs weighing 10 to 15 tons are classified as Ultraheavy ProtoMechs (or Ultras).

Chassis Type Restrictions


ProtoMechs of all weights (including Ultraheavy ProtoMechs) may be constructed using either the bipedal or quadruped (quad) chassis types. Glider ProtoMechs may only be constructed using the bipedal Ultraheavy ProtoMech chassis type.

ProtoMech Structure and Armor Table


The Expanded ProtoMech Structure and Armor Table shows the weight for each ProtoMech’s internal structure (by ProtoMech tonnage), as well as the number of internal structure boxes per location, and the maximum armor limits of each location.


As with standard ProtoMechs, Ultraheavy ProtoMechs, ProtoMech Quads, and Glider ProtoMechs may install a Main Gun at their option. Even though the ProtoMech Quad Main Gun functions as a turret, it does not require any additional tonnage devoted to its turret mechanisms.

<<<begin table>>>

Expanded ProtoMech Structure and Armor Table






Internal Structure Boxes (Max. Armor) 
Maximum

ProtoMech
Structure


Arms*
Legs*
Legs*
Main
Armor Factor (Without/

Tonnage
Weight
Head
Torso
(Left/Right)
(Both)
(Quad, All)
Gun**
With Main Gun)

2
200 kg
1 (3)
2 (4)
1 (2)
2 (4)
4 (8)
1 (3)
15/18

3
300 kg
1 (3)
3 (6)
1 (4)
2 (4)
4 (12)
1 (3)
17/20

4
400 kg
1 (4)
4 (8)
1 (4)
3 (6)
5 (14)
1 (3)
22/25

5
500 kg
1 (4)
5 (10)
1 (4)
3 (6)
5 (14)
1 (3)
24/27

6
600 kg
2 (5)
6 (12)
2 (4)
4 (8)
8 (16)
1 (3)
33/36

7
700 kg
2 (5)
7 (14)
2 (4)
4 (8)
8 (16)
1 (3)
35/38

8
800 kg
2 (6)
8 (16)
2 (4)
5 (10)
9 (18)
1 (3)
40/43

9
900 kg 
2 (6)
9 (18)
2 (4)
5 (10)
9 (18)
1 (3)
42/45

10
1,000 kg
3 (7)
10 (20)
3 (6)
6 (12)
12 (24)
2 (6)
51/57

11
1,100 kg
3 (7)
11 (22)
3 (6)
6 (12)
12 (24)
2 (6)
53/59

12
1,200 kg
3 (8)
12 (24)
3 (6)
7 (14)
13 (26)
2 (6)
58/64

13
1,300 kg
3 (8)
13 (26)
3 (6)
7 (14)
13 (26)
2 (6)
60/66

14
1,400 kg
4 (9) 14
(28)
4 (6)
8 (16)
14 (28)
2 (6)
65/71

15
1,500 kg
4 (9)
15 (30)
4 (6)
8 (16)
14 (28)
2 (6)
67/73

*Quad (four-legged) ProtoMechs do not have arms; to find the Internal Structure and Max. Armor Boxes for a Quad ProtoMech, use only the Legs (Quad, All) column in place of the standard Arms and Legs columns.

**The Main Gun is an optional ProtoMech component, which provides no internal structure boxes (or armor) when not installed.

Expanded ProtoMech Location Restrictions Table

ProtoMech 


Maximum Items (Combined Weight)*

Location

Standard (Biped)
Standard (Quad)
Ultra (Biped)**
Ultra (Quad)

Head

0 / 0 kg
0 / 0 kg
0 / 0 kg
0 / 0 kg

Torso

2 / 2,000 kg
4 / 5,000 kg
3 / 4,000 kg
6 / 8,000 kg

Arms, Each
1 / 500 kg
N/A
1 / 1,000 kg
N/A

Legs

0 / 0 kg
0 / 0 kg
0 / 0 kg
0 / 0 kg

Main Gun

1 / Unlimited
1 / Unlimited
1 / Unlimited
2 / Unlimited 

*Ammunition is not counted toward combined weight or item slots; missile launchers comprised of multiple same-type missile tubes are counted as one weapon for purposes of determining item limits.

**Includes Glider ProtoMechs

<<<end table>>>

ProtoMech Weight and Space Limits (by Location)


The slot and weight limits for each Advanced ProtoMech type are shown on the Expanded ProtoMech Location Restrictions Table. 

<<<begin table>>>

Expanded ProtoMech Engine Rating and Mobility Formulas

Running/WiGE Flanking MP = Desired Walking/WiGE Cruising MP x 1.5 (round up)

Biped Non-Glider ProtoMech Engine Rating = ProtoMech Tonnage x Running MP ProtoMech

Quad Engine Rating = ProtoMech Quad Tonnage x (Running MP – 2)

Glider ProtoMech Engine Rating = Glider ProtoMech Tonnage x (WiGE Flanking MP – 2)* 

*Glider ProtoMechs always receive a Walking and Running MP of 1, regardless of Engine Rating, for ground movement. Remember that a Glider ProtoMech requires a minimum of 4 WiGE MP to take off.

Expanded ProtoMech Jump Jet Weight Table


ProtoMech Weight
Jump Jet Weight


2 to 5 tons
50 kg/Jumping MP


6 to 9 tons
100 kg/Jumping MP


10 to 15 tons
150 kg/Jumping MP

<<<end table>>>

ProtoMech Engine Rating and Mobility Formulas


When finding the desired Engine Ratings of a ProtoMech, determine the ProtoMech’s desired Running MP. For Glider ProtoMechs (which have a maximum Walking and Running MP of 1, regardless of Engine Rating), use the desired WiGE Flanking MP. As with ’Mechs and vehicles, the Running/Flanking MP of a ProtoMech is equal to 1.5 times its Walking/Cruising MP.


For bipedal, non-gliding ProtoMechs (including bipedal Ultraheavy ProtoMechs), the ProtoMech Engine Rating formula remains unchanged. Quadruped and Glider ProtoMechs receive an efficiency bonus due to their unique designs, enabling them to get more MP out of a given Engine Rating. To reflect this, subtract 2 from the desired Running/WiGE Flanking MP for ProtoMech Quads and Glider ProtoMechs. (Glider ProtoMechs must also receive a minimum WiGE Flanking MP of 4; ProtoQuads must have a minimum Running MP of 3.)


No ProtoMech may receive an Engine Rating of 0 or less.


As with standard ProtoMech construction rules, Engine Ratings of 39 or less weigh 25 kilograms per point of Engine Rating. ProtoMech Engine Ratings of 40 or more must round up to the nearest 5 points, and then use the weight for the appropriate standard fusion engine shown in the Master Engine Table (see p. 49, TM).

ProtoMech Jump Jets and Other Mobility Enhancements 


Under these rules, all ProtoMech types except for Glider ProtoMechs may install jump jets (standard and extended), ProtoMech UMUs, ProtoMech partial wings, or the ProtoMech myomer booster system per those systems’ standard rules. (Note: Jump jets and UMUs for Ultraheavy ProtoMechs weigh 150 kg per Jumping MP).


Because of their incorporated thrusters, lifting surfaces and specialized musculature, Glider ProtoMechs may not mount any special motive enhancements, including jump jets, partial wings, UMUs or myomer boosters. 

ProtoMech Control Systems


For all ProtoMechs under 10 tons, the standard 500-kilogram control system must be used. ProtoMechs over 9 tons must assign 750 kilograms to their cockpit systems, to reflect the enhanced power armor-style control and ejection system these units use. 

ProToTyPe sysTems (age of war)


The Age of War saw the maturation of technology from the “primitive” weapons and systems available at the birth of the BattleMech to those that we now consider “standard” or “baseline” technologies. While the general level of technology plateaued briefly during the Age of War, it never truly stopped climbing. As the Age of War gave way to the Star League era, scores of new developments had already been made while many more were on the cusp of occurring. The Star League Defense Forces in particular debuted more than a dozen prototype combat systems during the Reunification War that would ultimately develop into full-fledged deployable systems. Meanwhile, the Periphery nations long maintained a two-pronged approach to closing the ever-widening technology gap between themselves and the Inner Sphere, relying upon a combination of traditional low-tech solutions coupled with technologies stolen or copied from Inner Sphere sources to outfit their combat forces. 


These prototype systems lacked many of the refinements of the final production versions (as they appear in the TechManual and Tactical Operations) and/or suffered one or more side effects. 


For the purposes of BattleTech games, all of the following weapons and equipment are classified as Experimental, and are not legal for tournament play. 


Era: Age of War


Sourcebook: Historical: Reunification War
Arrow IV (Arrow-P) 


Tube artillery, airborne bombers and orbital strikes were the primary fire support options available to the Star League forces throughout much of the Reunification War, though oftentimes that support was either too inaccurate or too late in coming to satisfy the needs of the frontline combat forces. Turning to a page in history, the SLDF directed the development of a missile artillery weapon that could provide extremely accurate localized fire sup-port missions, utilizing either a battlefield designator (the TAG) or conventional artillery targeting methods. Though the final production models did not debut until after the end of the Reunification War, those prototype systems that did see combat action were well received by their users—on both sides.


These weapons function as Inner Sphere Arrow IV launchers per the standard Arrow IV rules with the following exceptions: 

· The Arrow-P occupies one additional critical slot (or equipment slot) and masses one additional ton.

· The Arrow-P ammunition has only four shots per ton. 

Artemis IV FCS (Artemis-P) 


The Artemis IV Fire Control System, designed as an alternate to the NARC missile beacon, mated several sensor systems with a laser designator and tight-beam microwave transmitter to accurately guide Artemis-equipped missiles onto target. During its years of testing, additional software tweaks and hardware upgrades made for an even more accurate production model (while also allowing for easy upgrades to extant prototype systems). 


These function as Inner Sphere Artemis IV FCSs per the standard Artemis IV FCS rules with the following exception:

· Artemis-P provides only a +1 bonus to the cluster hits roll. 

· After the listed Production Date, existing Artemis-P systems require only a few simple upgrades to function as a normal system. In game terms, the system must be repaired, with a +1 bonus applied to the repair roll; upon a successful roll, the system functions as a normal Artemis IV FCS. 

Beagle Active Probe (BAP-P) 


Code-named “BEAGLE” by the original defense contractor that developed it, the Star League’s Active Probe combines both passive and active sensor systems into one suite capable of detecting just about any modern combat unit. Though later advances partially nullified the “Beagle probe,” it was a welcome addition to Reunification War reconnaissance units and continued to be used throughout the Star League era. 


These function as Inner Sphere Beagle Active Probes per the standard Active Probe rules with the following exceptions: 

· The BAP-P occupies a total of three critical slots.

· The BAP-P masses a total of two tons. 

CASE (CASE-P) 


In the late 25th century, HAF ’Mechs and other combat vehicles were suddenly becoming less and less susceptible to destruction from catastrophic internal explosions. It took decades before the secret—Cellular Ammunition Storage Equipment—made its way through the Inner Sphere, and decades many more years before nations outside of the Hegemony had finally produced their own serviceable copies. 


These function as Inner Sphere CASE per the standard CASE rules with the following exception:

· Roll 1D6 for each ammunition or weapon explosion that would normally destroy the CASE-protected location; on a roll of 1-2 CASE has no effect.

Double Heat Sinks (DHS-P) 


Constructed with advanced materials and further supplied with specially engineered cooling fluids, the double heat sink revolutionized the design of both BattleMechs and aerospace fighters in the 26th century and beyond. 


These function as Inner Sphere double heat sinks per the standard heat sink rules with the following exceptions:

· DHS-Ps cannot be mounted in an engine.

· DHS-Ps may be combined with single heat sinks in combat units that can mount double heat sinks.

Endo Steel (ES-P)


The Terran Hegemony developed endo steel structure in the 25th century, jealously guarding that incredible advancement until it inevitably proliferated throughout the rest of the Inner Sphere. The secrets of endo steel ultimately found their way into the Periphery, though by the beginning of the Reunification War very few combat units outside of the Terran Hegemony had yet been refitted with endo steel frames. 


This functions as Inner Sphere endo steel per the standard internal structure rules with the following exceptions: 

· ES-P occupies two additional critical slots.

Extralight Fusion Engine (XL-P) 


The first prototype Hegemony extralight fusion engines were already operating in select royal regiments at the onset of the Reunification War, and by the middle of the 2580s, thousands of SLDF BattleMechs, vehicles and fighters had been equipped with these vital power plants. 


These function as Inner Sphere XL fusion engines per the standard engines rules with the following exceptions:

· The XL-P generates +1 additional heat each turn.

· Each critical hit to an XL-P generates 1D6/2 (rounded up) extra heat each turn (in addition to the normal +5 heat).

Ferro-Fibrous Armor (FF-P) 


Ferro-fibrous armor was the very first military advancement that First Lord Ian Cameron shared with the newly formed Star League, though few League nations had developed serviceable versions of their own by the end of the Reunification War. 


This functions as Inner Sphere ferro-fibrous armor per the standard armor rules with the following exceptions:

· FF-P occupies two additional critical slots. 

Gauss Rifle (GR-P)


Though research into making rail guns lightweight and energy efficient enough to mount on modern battlefield units had long preoccupied Terran scientists, a series of breakthroughs in both materials design and power transfer brought the concept of the Gauss rifle to reality. Its superior range and damage capacity out- classed all previous kinetic-electromagnet weapon designs, and made the Highlander the iconic terror that it was. 


These weapons function as Inner Sphere Gauss rifles per the standard Gauss rifle rules with the following exceptions:

· The GR-P occupies one additional critical space.

· The GR-P jams whenever a 2 results on its to-hit roll per Ultra Autocannon rules. 

Guardian ECM (ECM-P) 


The “Guardian” ECM suite was an outgrowth of the constantly changing face of electronic warfare (EW). While comm systems and targeting modules provided for basic EW needs, a more capable system was needed on the battlefield that could jam enemy sensors while remaining compact enough to deploy on typical ’Mechs and armored vehicles. Though developed in the last few years of the Reunification War, by war’s end designers had totally reengineered their complex ECM suites to allow for easy software and modular hardware upgrades. 


These function as Inner Sphere Guardian ECM Suites per the standard ECM rules with the following exceptions:

· The ECM-P occupies a total of three critical slots.

· The ECM-P masses a total of two tons. 

LB 10-X (LB 10-X-P) 


Developed to fill the need for a dual-purpose weapon capable of both powerful direct fire as well as anti-air fire, the LB 10-X utilizes two different ammunition types: traditional armor-piercing shells as well as flechette shells that proved as equally capable in anti-air roles as in anti-armor and anti-personnel roles. The SLDF debuted its LB-X autocannon in time to participate in the final battles in both the Rim Worlds Republic and the Taurian Concordat, while those two nations fielded only a relative handful of prototypes before the end of the war. 


These weapons function as Inner Sphere LB 10-X autocannon per the standard autocannon rules with the following exceptions:

· The LB 10-X-P requires 1 additional critical slot.

· Apply a –1 modifier (to a minimum of 2) to the cluster hits roll to determine the number of hits from cluster munitions.

· The LB 10-X-P jams whenever a 2 results on its to-hit roll per Ultra autocannon rules.

NARC (NARC-P) 


The product of decades of one-upmanship between guided missiles and conventional ECM gear, the NARC system combines a single-tube missile launcher and a rocket-launched magnetic grapple beacon designed to draw specially equipped seeker missiles to it. While it only achieved limited popularity with Star League MechWarriors and tank crews, it did carve out a niche for itself while also leading directly to the development of the Artemis IV FCS. 


These weapons function as Inner Sphere NARC launchers per the standard NARC rules with the following exceptions:

· NARC-P provides only a +1 bonus to the cluster hits roll.

· NARC-P ammunition has only five shots per ton. 

Pulse Lasers (PL-P) 


Pulse lasers progressed from theory to prototype in relatively short order in the final years of the Reunification War, though it took a decade and a half to develop final designs that were both stable and accurate. 


These weapons function as Inner Sphere pulse lasers per the standard lasers rules with the following exceptions:

· All attacks with the LPL-P are made at just a –1 bonus to the target number.

· All attacks with the LPL-P and MPL-P generate 1D6 heat in addition to that normally associated with the weapon.

· All attacks with the SPL-P generate 1D6/3 heat (rounded up) in addition to that normally associated with the weapon. 

Remote Sensors (RS-P) 


The evolution of modern remote sensors was a natural progression of battlefield technology, incorporating modern advances. These sensors were continually upgraded as standard EW capabilities increased right along with processing power. 


These function as Inner Sphere remote sensors per the standard Remote Sensors rules (see p. 375, TO) with the following exceptions: 

· For every turn of operation for each deployed sensor, roll 1D6; on a result of “1” the sensor is inoperative for that turn. 

Rocket Launchers (RL-P) 


Rocket Launchers were among the simplest technologies the militaries—and especially the militias and irregular troops—of the Periphery utilized in their battles against the Star League. Long utilized by militaries throughout the ages, the Rocket Launcher utilizes a simple concept: fire a mass of unguided projectiles at a target and hope as many as possible hit. Simple, cheap and effective, they gave the Periphery insurgents a series of weapons that they could at least produce in quantity. These weapons function as Rocket Launchers of the appropriate designation (RL-10, RL-15 and RL-20) per the standard Rocket Launcher rules with the following exception: • Apply a –1 modifier to all rolls on the Cluster Hits Table, to a minimum modified result of 2. 

TAG (TAG-P) 


Target Acquisition Gear, or TAG, was developed in conjunction with the Arrow IV missile artillery system. Though the gyro-stabilized laser targeting and designator system was perfected years before the Arrow IV reached production status, TAG languished in prototype status for some four years before it rolled out alongside the first complete Arrow IV launchers. 


These weapons function as Inner Sphere TAG per the standard TAG rules with the following exceptions: 

· TAG-P masses a total of 1.5 tons.

Prototype Clan Systems


The Clans began developing the following equipment in the years just prior to Operation KLONDIKE. As prototype models (identified by the suffix “-CP”), these items lacked many of the refinements of the final production versions (as they appear in the TechManual) or suffered one or more side effects. 


For the purposes of BattleTech games, all of the following weapons and equipment are classified as Experimental, and are not legal for tournament play. The weight and critical space require​ments for these weapons are based on those of their comparable Inner Sphere counterparts.


Era: Early Succession Wars


Sourcebook: Historical: Operation Klondike
ER Lasers (ER-CP)


Advanced laser technologies were among the first to be mas​tered by the Clans but during Operation KLONDIKE testing was still underway on the new systems. Experimental versions of the ER Small and Medium Lasers (ER-SL-CP and ER-ML-CP) were available during the return to the Pentagon.


These weapons function as Inner Sphere ER Lasers of the appropriate designation per the standard Laser rules with the fol​lowing exceptions: 

· The Clan Prototype ER Small Laser (ER-SL-CP) generates 2 heat per shot.

· The mass of the Clan Prototype ER Medium Laser (ER-ML-CP) is 1.5 tons.

LB-X Autocannon (LB-X-CP)


As with the UAC-CP, a prototype of the LB 2-X, 5-X and 20-X (the LB-X-P) underwent testing during Operation KLONDIKE. 


These weapons function as Inner Sphere LB-X Autocannon of the appropriate designation per the standard LB-X Autocannon rules with the following exceptions: 

· The LB-X-CP requires 1 additional critical slot.

· Apply a –1 modifier (to a minimum of 2) when rolling on the Cluster Table to determine the number of hits from cluster munitions.

Streak SRM (Streak-CP)


In the final years of the Star League, SLDF researchers and weapons manufacturers attempted to increase the size of the Streak SRM launchers to include four- and six-missile racks. While they had some limited success, the true breakthroughs did not come until the beginning of the Golden Century, when Clan sci​entists conquered problems with the Streak targeting and guid​ance systems. Experimental versions of Streak SRM-4 and -6 racks were available in limited quantities during and immediately after Operation KLONDIKE. 


These weapons function as Inner Sphere SRM Racks of the appropriate designation per the standard SRM rules (Note: these prototype systems use the standard SRM rules, not the Streak SRM rules) with the following exceptions:

· Apply a –1 to-hit modifier to all attacks.

· Apply a +4 roll modifier when rolling on the Cluster Hits Table to determine the number of hits from the missile rack.

· The mass of the Streak SRM 4-CP is 3 tons and each launcher occupies 2 critical slots.

· The mass of the Streak SRM 6-CP is 4.5 tons and each launcher occupies 2 critical slots.

Ultra Autocannon (UAC-CP)


A prototype version of the Ultra Autocannon/2, /10 and /20, the UAC-CP models saw limited use with the Clans during Operation KLONDIKE. 


These weapons function as Inner Sphere Ultra Autocannon of the appropriate designation per the standard Ultra Autocannon rules with the following exceptions: 

· The UAC-CP requires one additional critical slot at each weap​on’s size.

· When firing at a double rate, the UAC-CP will suffer a weapon jam on a to-hit result of 2 or 3.

Prototype Pentagon Powers Systems


The Pentagon Powers lost the ability to manufacture many of the advanced technologies that were common during the Star League era, and so they turned to older, proven, easier-to-manu​facture and -maintain technologies. 

Rocket Launchers (RL-PP)


Rocket Launchers were among the simplest technologies the militaries of the Pentagon Powers fell back upon. Long utilized by militaries throughout the ages, the Rocket Launcher utilizes a simple concept: fire a mass of unguided projectiles at a target and hope as many as possible hit. Simple, cheap and effective, they gave the Pentagon powers a series of weapons that they could at least produce in quantity.


These weapons function as Rocket Launchers of the appropri​ate designation (RL-10, RL-15 and RL-20) per the standard Rocket Launcher rules with the following exception: 

· Apply a –1 modifier to all rolls on the Cluster Hits Table, to a minimum modified result of 2.

PROTOTYPE Inner sphere SYSTEMS (War of 3039)


The following systems were employed by one or more factions involved in the War of 3039. Players should keep in mind that prototype versions lack many of the refinements of the final product (as described in Total Warfare/TechManual) or suffer from side effects.


For the purposes of BattleTech games, all of the following weapons and equipment are classified as Experimental, and are not legal for tournament play. The weight and critical space require​ments for these weapons are based on those of their comparable Inner Sphere counterparts.


Sourcebook: Historical: War of 3039.

Double Heat Sinks (Freezers)


Unlike many technologies fielded during the War of 3039, the rediscovered Star League-era double heat sinks were not extracted from the Helm Memory Core. Instead, Davion scientists first debuted an experimental double heat sink during the battle for Hoff, in 3022. In 3030, toward the end of the Fourth Succession War, the St. Ives Compact fielded several BJ-3 Blackjacks that showcased double heat sinks; a supposed case of simultaneous development, but more likely a result of corporate espionage Though ComStar scrupulously stripped advanced technologies from ’Mechs delivered to the Draconis Combine, such technologies, including double heat sinks, still fell into DCMS hands. By the War of 3039, several factions had access to the still-experimental technology, but on a limited basis. Not until 3041, after the war ended, did Dr. Jorge Belasco of the NAIS, working on information from the Helm Memory Core, solve the final issues that allowed mass production to begin.


Rules: The rules for this item are identical to the Double Heat Sinks (DHS-P) rules in the Prototype Systems (Age of War) section (see p. XX).
ER and Pulse Lasers (ER-LL-P and MPL-P)


Advanced laser technologies were among the first to be mastered by the combatants, but testing was still underway during the War of 3039. The AFFS and LCAF both deployed experimental versions of the ER Large Laser (ER-LL-P) and Medium Pulse Laser (MPL-P). 


This weapon functions per the standard Laser rules (see p. XX, TW) with the following exceptions:

· All attacks with the ER-LL-P suffer a +1 to-hit modifier.

· All attacks with the ER-LL-P and MPL-P generate 1D6 heat in addition to that normally associated with the weapon.

Gauss Rifle (Gauss-X)


Test versions of the standard gauss rifles (codenamed Gauss-X) saw limited use with LCAF and AFFS forces in the last months of the war. 


Rules: The rules for this item are identical to the Gauss Rifle (GR-P) rules in the Prototype Systems (Age of War) section (see p. XX).
LB 10-X (LB-X-P)


As with the UAC/P, a prototype of the LB 10-X underwent testing in the War of 3039. 


This weapon functions per standard LB-X Autocannon rules (see p. XX, TW) with the following exceptions:

· The LB-X-P requires one additional critical slot.

· Apply a –1 modifier (to a minimum of 2) when rolling on the Missile Hits Table to determine the number of hits from cluster munitions.

· On a to-hit result of 2, the weapon jams per the Ultra Autocannon rules (see p. XX, TW).

Ultra Autocannon (UAC/P)


A prototype version of the Ultra Autocannon 5, the UAC/P saw limited use with elite AFFS and LCAF forces during the conflict.


Rules: The rules for this item are identical to the LB 10-X (LB 10-X-P) rules in the Prototype Systems (Age of War) section (see p. XX).
Construction Materials


All sides have access to ferro-fibrous armor and endo-steel internal structure in the War of 3039, but neither technology had yet achieved the functionality of their Star League equivalents. 


Rules: The rules for these items are identical to the Endo Steel (ES-P) and Ferro-Fibrous Armor (FF-P) rules in the Prototype Systems (Age of War) section (see pp. XX and XX).
<<<art note: begin standard equipment intro template>>>

QuadVees


As the cultural revolution for the Clans swept first through the Clan Home worlds through the Wars of Reaving and then through the Dark Age era and the armistice with The Republic of The Sphere, Clan Hell’s Horses continued to push their obsession with vehicles to new heights. With the stigma of “non-MechWarriors” eroding (a condition already loose within Clan Hell’s Horses), the scientist caste was given the directive to combine all the best aspects of BattleMechs and vehicles into a single combat platform: the QuadVee 


Like the Land-Air BattleMech, the QuadVee is a jack-of-all-trades that can accomplish field objects usually requiring both assets during a conflict. However, it remains an oddity that is outclassed by its dedicated brethren in most situations.

<<<art note: begin standard equipment rules template>>>

QuadVees


The following rules apply to QuadVee game play.

Piloting/Gunnery Skills


To overcome the intensive cross-training of two skill sets required by a LAM pilot, a QuadVee has two crewmen: one serves as the unit’s gunner, one as the driver (a QuadVee may operate with just a pilot, but incurs all of the extra penalties as noted below):

Dedicated Pilot


The pilot of a QuadVee has the standard MechWarrior Piloting/Gunnery Skills. Whenever in Vehicle Mode, the warrior uses his Piloting Skill in place of Driving Skill when any Driving Skill Rolls are made.


Physical Attacks are resolved using the pilots’ Piloting Skill Rating.


If the pilot is disabled (i.e. unconscious or killed), the gunner can pilot the QuadVee, but must apply a +2 modifier to all Piloting/Driving Skill Rolls (including those made for Physical Attacks).

Dedicated Gunner


May select up to three primary targets per turn before incurring the secondary target modifier (see Multiple Targets Modifier, p. 109, TW). If the gunner is disabled (i.e. unconscious, killed or absent), the pilot can fire the QuadVee’s weapons, but this ability is lost. Additionally, all weapon attacks under this condition apply an additional +2 to-hit modifier.

Conversion


Conversion is the process of switching from one of two QuadVee modes to the other: BattleMech Mode and Vehicle Mode.

· Conversion is always announced at the start of the QuadVee’s movement and is complete at the end of the QuadVee’s move​ment for that turn’s Movement Phase. 

· A QuadVee maintains its facing when converting. 

· During the turn of conversion the QuadVee maintains its pre​vious movement type, but must spend 2 MP to convert. Every leg critical hit applies an additional +1 MP to the conversation process; if this ever pushes the needed MPs beyond the currently available MPs, then the QuadVee can no longer convert and it is stuck in its current mode for the remainder of the game.

· Converting Quads may make attacks with a +3 to-hit modifier during the turn they are converting—they use the skills according to the mode they have converted to that turn.

· If a converting QuadVee ends its movement in a hex that is prohibited terrain for its new movement mode, it is reduced to 0 MP (but no considered immobile) until it converts to the mode for which the terrain is not prohibited.

· Conversion may not occur while the QuadVee is underwater.

· It is permissible to change modes in back to back turns. 

Movement Phase


QuadVees use the following movement rules in game play, based on their present configuration mode:


BattleMech Mode: A QuadVee in BattleMech Mode uses standard four-legged ’Mech ground movement rules.


Vehicle Mode: A QuadVee in Vehicle mode uses standard vehicle ground movement rules, with the following additions:

· Tracked: All QuadVees are considered standard Tracked Combat Vehicles when in Vehicle Mode.

· Cruise/Flanking MP: The QuadVees Walking MP and Running MP translate directly to Cruise MP and Flanking MP.

· Leg Actuator Critical Hits: Leg actuator critical hits do not effect the Cruising/Flanking MPs of a QuadVee. 

· Water: QuadVees may enter water even in Vehicle Mode, applying the standard MP reductions for BattleMech movement in water.

· Jump Jets: Even if the QuadVee mounts jump jets, they cannot be used in Vehicle Mode.

· Piloting Skill Rolls: QuadVees ignore any Piloting Skill Rolls to avoid falls, but they remain susceptible to skidding and collisions.

combat Phase


QuadVees use the following combat rules in game play, based on their present configuration mode:


BattleMech Mode: A QuadVee in BattleMech Mode uses standard four-legged ’Mech combat rules, with the following additions:

· Rotating The Fire Arc: As long as the gyro of a QuadVee is undamaged, its torso is able to rotate through 3060 degrees, exactly like a tank turret (see Rotating The Firing Arcs, Vehicles, p. 106, TW). A damaged gyro reduces the QuadVee back to standard bipedal BattleMech torso-twist range with the Extended Torso Twist Design Quirk (see p. 194, SO). A destroyed gyro reduces torso rotation to a standard biped BattleMech’s torso twisting limit.


Vehicle Mode: A QuadVee in Vehicle Mode uses standard four-legged ’Mech combat rules, with the following additions:

· Line of Sight: For line of sight (LOS) purposes, a QuadVee in Vehicle Mode is 1 level high.

· Physical Attacks: A QuadVee in Vehicle Mode can only execute Charging attacks. If subject to physical attacks from other ’Mechs, the QuadVee is considered to stand 1 level lower than a BattleMech for such attacks (thus a QuadVee being attacked by a BattleMech on the same level is treated as if it is actually standing one level below its attacker).

· Heat: QuadVees in Vehicle Mode still track their heat exactly as if they were in BattleMech Mode.


Pilot Damage (Both Modes): Only the pilot receives damage due to an ammunition explosion, though heat effects, as well as any damage to the head, apply to both warriors. If the pilot cockpit slot is destroyed (see Cockpit, below), the gunner automatically takes over, provided he is present (see Piloting/Gunnery Skills, p. XX, for the modifiers that would apply to such a situation). If both cockpit slots are destroyed, or there is no surviving warrior to take over the primary pilot position, the QuadVee is considered destroyed per the standard game play rules for cockpit destruction. 

<<<art note: begin standard equipment construction template>>>

quadvees


QuadVee follow all the same construction rules as four-legged ’Mechs (see p. XX), with the following additions:

Cockpit


A QuadVee mounts a special 4-ton cockpit that takes up 2 critical slots; assign a “cockpit” to Slot 4 in the head location. Slot 3 is the “Pilot” slot, Slot 4 is the “Gunner” slot. The No other cockpit type, including Cockpit Command Console, may be installed on a QuadVee.

Conversion Equipment


QuadVees must devote 10 percent of the unit’s total mass (rounded up to the nearest whole ton) to conversion equipment and must assign 1 “Conversion Equipment” critical slot to all four legs and each torso.

Equipment


A QuadVee must mount Tracks in all four legs (see p. 249, TM). 

Robotic and drone Control Systems


There are a host of autonomous robotic/drone control systems that cover the gamut from ground units up to massive WarShips. Regardless of their name or era of deployment, they all fall under the category of “Robotic Control Systems”.


Drone Systems: These rules are different than Drone (Remote) Systems (see p. 305, TO), which generally are human-controlled through various communications. 


Era: As the units involved cover such a wide range of eras, each individual system notes which era it applies.


Sourcebooks: As with eras, each individual system notes which sourcebooks provide expanded details. 

Man’s Neverending Dream for Artifical Life

Since man’s earliest industrial forays into industrialization, there has always been a fascination with technology that was capable of independent operation. Human innovation gave us clockwork automatons which would lead to automated manufacturing robots and from there to predictive response systems that greatly improved passenger vehicle safety. Human imagination would soar beyond these technological limitations to create fictional worlds where technology could create a utopian paradise, or a frightening vision of man subjugated by his technology. The crossing of imagination and innovation would lead to incredible leaps of technology as man spread his wings and took to the stars. 

Robotic Units

The main stay of “smart” technology, the robotic unit was a far cry from the imagination fueled stories of pre-spaceflight. Rigidly programmed, robotic units fill a wide variety of critical roles. Automated search and rescue, deep sea and space mining, smart surveillance satellites, and deep space combat fighters are just a few of their applications. While incapable of anything approaching independent though, robotic units do look to man’s imagination for their base programming. The three laws of robotics form a base to all civilian robotic unit programing and is taken directly from the writings of Twentieth Century writer, Isaac Asimov. 

star leaGue spaCe defense sysTem Drones
The Terran Hegemony’s Space Defense System (SDS) Network was one of the most advanced technological achievements in history. The brainchild of First Lord Jonathan Cameron, it was conceived as a completely integrated defense network able to defend a system from jump point to planet surface with the minimal use of manpower. Deployed across the Hegemony it was intended to defend the nation from all-out invasion, a reality that would tragically come to pass when Stefan Amaris took command of the system and used it to hold off the power of the SLDF navy for years. At the time of its implementation it met with heavy resistance from the Star League Council members. That the system would be deployed within the Hegemony borders caused significant concern; Cameron allayed these fears by explaining the untried network should be rolled out near their place of manufacture. Once the system was proven reliable, the member state capitals would each get their own SDS system. Many Hegemony worlds already possessed ground-based capital weapon defenses and the first SDS drones took flight in 2695, with the network considered fully operational by 2730. Despite this, it was never rolled out beyond the Hegemony’s borders. 

The heart of this network was its automated aerospace drones, a mixture of robotic fighters, drone DropShips, space stations and Warships, including the infamous M-5 “Caspar” drone. The SDS drones used an ultra-sophisticated artificial intelligence system that allowed it to operate with only a handful of humans monitoring an entire network of drones. When linked by a special battle computer network, the SDS drones became even more fearsome, calling on the digitized skills of the Star League’s best admirals. Using equally automated space stations and space ports, the SDS drones were capable of basic repairs, rearmament and the launch and recovery of sub-units. Typically SDS drones were deployed at a system’s jump points as their primary deployment, with deployment around a system’s primary world done for key worlds of the Hegemony. At Terra this was taken to the extreme with the entire system blanketed by overlapping drones, space stations, control ships, and planetary based capital weapon systems. 

Jonathan Cameron’s goal of the ultimate protective system was fully realized in the Hegemony’s SDS Network, much to the misfortune of General Kerensky, the SLDF and ultimately the entire Inner Sphere. During the campaign to liberate the Hegemony from Stefan the Usurper, a huge percentage of the SLDF’s naval forces were devastated by the SDS network. 

Fortunately, or unfortunately, what we know of the network today is mostly limited to battleROMs and eyewitness accounts. After liberating Terra, Kerensky set out to destroy the entire SDS Network and all records associated with it. His purge left little behind and has all but ensured the system will never be rebuilt. 

<<<begin Sidebar>>>
The M-Series Drones
The M-5 drone was the most famous and successful of the SDS drones, but it was not the only one. 

M-1: The original proof-of-concept drone used an Ares MK VII Attack Craft hull as its base. Equipped a slightly smaller engine and comparable firepower, the M-1 saw its first test flights in 2692. It saw moderate use until the development of the “BlackWasp” series drone fighters. While the robot brain of the “BlackWasp” was not as sophisticated it proved more versatile. There were no M-1s in service by the time of the Amaris coup.

M-2: The second SDS Drone used the 1,800 ton Hector hull to test larger scale deployments. After the friendly fire episodes involving the M-2 drones, the Hegemony scrapped it in favor of focusing on the larger M-3.

M-3: Based on the Pentagon DropShip, the M-3 was the first SDS Drone to see wide scale deployment. The M-3 proved the viability of the SDS drones and would see service alongside the larger M-5 through the life of the SDS network. The last M-3s were destroyed during the Kerensky’s final approach over Terra. 

M-4: The first WarShip SDS drone used aging Baron-class hulls refitted with drone controllers. Intended only as a proof of concept, the last of the ten M-4s built was scrapped in 2735. 

M-5: The infamous SDS drones were based on a ground up modification of the Lola series destroyer. The pinnacle of SDS drone capability, the M-5 would become the stuff of legends and nightmares.

M-6: This drone was a failed attempt to outfit a Texas Battleship with an SDS Control system. The size of the ship proved too daunting to wire with the advanced control systems and the only prototype was destroyed when it slammed itself into Pluto. 

M-7 & M-8: Much smaller cousins to the M-9, these SDS stations were fully unmanned, lightly armed and served as repair and refit stations for robotic fighters and SDS drones throughout the Hegemony.

M-9: Rarely referred to by its M-series designation, the Pavise SDS Battlestation was the largest SDS system ever deployed. 

M-10: Using refitted Titan hulls, this little seen SDS drone was used for deploying or transporting large formations of robotic fighters into combat. Few were built as the effort to refit the DropShips to drone controls was not usually worth the effort and standard carrier DropShips were used to deploy ASF drones. 

M-11: The success of the part drone, part human M-9 would lead to the M-11. Dubbed the Da-Vinci-class, the M-11 would be the most advanced drone system even produced and would allow a skeleton crew to service drones and remote stations across the Hegemony without the need for costly yard time. The existence of the M-11 was not discovered until the late 31st century, previous reports marked off as being Newgrange yardships, on which the design is based. 

The M-series drones would make up the vast majority all SDS drones produced. Few other drone models were produced and those rarely made it out of prototype stage with none surviving the Amaris Civil War.  This includes the DropShip and smaller experimental prototypes constructed by Amaris’s scientist. This attempt to build out the existing SDS network was essentially unsuccessful, accounting for only a handful of kills in the final Terran campaign. [Editor’s Note: This information shows that the Task Force Serpent SDS intelligence briefing was erroneously focused on the late stage prototypes that Amaris unsuccessfully fielded as opposed to the primary M-series network that made up the majority of the SDS network]

<<<End Sidebar>>>

WORD OF BLAKE SDS NETWORK

When Kerensky dismantled the Hegemony’s SDS network, he destroyed the pinnacle of artificial intelligence. The purge extended beyond just the SDS system and reached out to try and wipe away any technology that was based on the SDS system’s advanced intelligence. His efforts proved to be incredibly effective, and when he departed the Inner Sphere virtually nothing remained to point the way to how to rebuild the infamous network. Not even the organization that would become Comstar retained enough information to duplicate the system. It is believed that Jerome Blake fully supported and was instrumental in Kerensky’s efforts to destroy the network. 

In the centuries since Kerensky’s exodus, other nations attempted to build SDS systems, based on the simpler robotic units. None of these could ever match the technological perfection of the Hegemony’s, until the Thirty-First century, when the Word of Blake came very close.
<<<art note: begin standard equipment intro template>>>

Smart Robotic Control Systems

Introduced: Early spaceflight
Extinct: 2780 (Partial- Inner Sphere), NA (Clan)

Recovered: 3067 (WoB), 3082 (Inner Sphere)
Robotic drones date back to the earliest years of Terran spaceflight. Moving beyond direct operator controlled technology, of pre-spaceflight drone; these units were capable of independent operation. While not true artificial intelligence, these units use sophisticated “smart” programming to simulate artificial intelligence. within their specific parameters these units were able to operate without second to second feedback from an operator. The main drawback to these independent robotic units, which greatly limited their military application, was their susceptibility to ECM. Combined with their rigid programming it often leaves them unable to adapt to the rapidly changing battlefield environments. SRCS units were most commonly deployed in aerospace units, where the variables could more easily be managed and the risk to civilian populations is far smaller. In the commercial sector, may firms still produce robotic control systems for the civilian and industrial use. 

Sourcebook: Historical: Liberation and Terra, Volume 1 and Jihad Hot Spots: Terra
<<<art note: begin standard equipment rules template>>>

Smart Robotic Control System (SRCS)

Rules Level: Advanced  

Available to: BM, IM, CV, SV, CF, AF, SC, SA, MS, Structures, DS, JS and SS (DS and JS only available prior to 2780, after 3067 (for WoB) and 3082 (for Inner Sphere))

Tech Base (Ratings): Inner Sphere (D-X-F), Clan (X-E-E) 

Game Rules: Except where specifically noted otherwise below, units mounting the Smart Robotic Control System operate per the standard rules for a given unit type. In game play, Robotic units’ do not move and attack like normal player controlled units. Their actions are dictated by a list of pre-determined events and reactionary orders (see Robotic Independent Command Rules, p. XX).

Piloting and Gunnery: A Robotic Unit’s Piloting and Gunnery Skill is determined by its type as well as how much mass is devoted to the control system (see the Smart Robotic Control System Equipment Table, p. XX). 

Robotic ’Mechs suffer a +3 Piloting Skill target modifier due to the lack of a human pilot (the normal quad ’Mech modifier of –2 still applies).
Initiative: In game play, Robotic Units mounting an SRCS operate with their own Initiative roll, which receives a –4 modifier. Even if friendly non-robotic, SDS, Caspar II or Caspar III drones are present, the SRCS Robotic Unit operate on their own initiative and are not counted as part of their player’s force. 

Other Actions and Equipment: Robotic Units are automatically considered to have a Crew of 0 for game play purposes, regardless of the construction rules for said unit. They move in accordance with the standard rules for their unit type (exception, Robotic Units cannot deliberately perform physical attacks, unless specifically called out in an Event Order, see p. XX ). They may make sensor sweeps and use unmanned communications systems (see Advanced Sensors, p. 117, SO). They may also operate any and all mounted weapons per normal rules for the Robotic Unit’s type regardless of crew needs. For targeting purposes, Robotic Units ignore modifiers for operating with insufficient crew. Robotic Units can mount any other equipment that requires additional crew to operate (such as MASH units, field kitchens, etc.), but may not use these items or conduct field repairs without outside assistance. An exception is the Advanced Robotic Transport Bay Systems (see p. XX).
Ammunition: Robotic Units may carry any legal ammunition for the weapons they carry. During battle ammunition usage is determined by the location of ammunition on the record sheet. The Robotic Unit will start at the top right of the record sheet and fire from the first valid ammunition bay going from top right to bottom right across the columns of the Record Sheet. For example, a Robotic BattleMech with autocannon ammunition in the left arm and left torso will start by firing the ammunition in the left arm and will only use the torso carried ammunition when the ammunition in the left arm has been exhausted. 
Heat: Robotic Units that track heat operate within certain predefined limits intended to maximize their survivability. Behavior is based on the Robotic Unit’s type as well as their current Aggression Level (see Robotic Unit Aggression Heat Reaction Table p. XX). 

In addition to these rules, heat from external sources (such as fire, flamers, and plasma weapons) may force a Robotic Unit into higher heat levels. A Robotic Unit that exceeds 14 points of Heat can perform no other action beyond basic movement at a Walk/ Safe Thrust rate until its heat levels have returned to zero. 

Critical Hits: Critical hits against drones mounting an SRCS that would normally stun or wound the pilot/crew do not have a permanent effect on Robotic Units. Likewise, fighter and ’Mech cockpit location hits do not force the Robotic Unit to make Consciousness rolls. Critical hits to a drone’s pilot/crew are still tracked. In the turn following any critical hits that would stun or wound a pilot/crew, treat the drone as having a Piloting/Gunnery Skill one higher than normal. If no critical hits that would wound/stun a pilot/crew occur during that turn, the Piloting/Gunnery Skill returns to its standard ratings at the start of the following turn. In addition, once a Robotic Unit receives a critical hit that would kill the pilot/crew, that critical hit destroys the Robotic Unit’s operating system, effectively deactivating it for the remainder of the game (as described below). 

Robotic-controlled aerospace units suffer no pilot damage effects for high-G maneuvers (see p. 78, TW), nor will they suffer pilot damage effects from overheating or hazardous environments.

Electronic Warfare (Ground Units): If a ground SRCS Robotic Unit (BM, IM, CV, SV) is exposed to a hostile ECM field, EM Pulse or a Haywire Pod, the unit’s sensors will be overwhelmed and the controlling player should roll 1D6. 

· On a result of 4 or less, the Robotic Unit acts as though deactivated for 3 turns (see rules above regarding deactivation), at the end of which—if it remains under an ECM effect—the Robotic Unit reactivates and moves immediately toward its home edge as if it were a crippled unit under the Forced Withdrawal rules (see p. 258, TW). (Even if the unit escapes the ECM effect while withdrawing, it continues to retreat, and remains out of play for the remainder of the scenario, but can “reinitialize” for later scenarios.)

· On a result of 5, the Robotic Unit continues to move (or accelerate) in the direction it was headed at the time, but takes no other actions for 3 turns (though, if any other unit lies in its path, the controlling player should treat the effect as a charge or ramming attack with a +4 to-hit modifier). At the end of 3 turns, if it remains under ECM effect, roll 1D6 again.

· On a result of 6, the Robotic Unit goes berserk and attacks the nearest active unit of any type with any on-board weapons as long as it remains within the area of ECM effects (if unarmed, the Robotic Unit simply charges at the nearest unit instead).
Electronic Warfare (Aerospace Units): Aerospace SRCS Robotic Units (CF, AF, SC, SA, DS, SS) are unaffected by ECM mounted on ground units (including VTOLs and WiGE). If using the Electronic Warfare rules (see p. 110, SO), at the end of any Movement Phase where an SRCS Robotic Units is within a hostile ECM field from a non-ground unit (including being struck by an ASEW missile (see p. 358, TO), then the Robotic Unit’s systems will be overwhelmed and the controlling player must roll 1D6: 

· On a result of 4 or less, the drone will suffer a +1 modifier to all Piloting and Gunnery Skill Rolls when under the effect of an ASEW missile or within the ECM field of a hostile aerospace fighter, Small Craft, or Large Craft (except WarShips), and a +2 modifier when in a hostile WarShip’s ECM field. This is cumulative with any critical hit effects. The rodrone will also be unable to receive any commands from a controller unit, while effected by the ECM, but will otherwise operate as normal.

· On a result of 5, the drone will drift in the direction it was headed at the time but takes no other actions for 1 turn. (If any other unit lies in its path, the controlling player should treat the effect as an unintentional ramming attack with a +4 to-hit modifier). In addition, the ASRCS drone will also be unable to receive any commands from a controller unit, while affected by the ECM, but will otherwise operate as normal.
· On a result of 6, the drone goes rogue and executes an attack, per Command Tree Event 5: Target Locked (see p. XX), on the nearest active unit of any type, regardless of target’s affiliation, for as long as it remains within the area of a hostile ECM bubble. Such attacks will be carried out at the Aggressive Aggression level.
Electronic Warfare (Mobile Structures and Structures): Mobile Structure and Fixed Structures mount significant shielding which protects them from normal battlefield ECM interference. If a robotic structure is exposed to a hostile ECM field, EM Pulse or a Haywire Pod the controlling player should roll 1D6. 

· On a result of 3 or less, the Robotic Unit is unaffected by the ECM.

· On a result of 4 or more, the Robotic Unit acts as though deactivated for 1D3 turns (see rules above regarding deactivation), at the end of which—if it remains under an ECM effect—the controlling player rolls 1D6 again. 
Restricted Terrain/Environments: The following terrain restrictions apply to Robotic Units. Unless under direct human control (Caspar II and Caspar III), a Robotic Unit will not attempt to operate under these conditions. If forced into a restricted environment and it is not destroyed, a Robotic Unit will deactivate. Additionally Robotic Units must follow all normal terrain restrictions for their unit type (e.g. a Conventional Fighter is restricted to ground row and atmosphere row 1 of the High-Altitude map). 

· BattleMech: Low-Altitude, Map, High-Altitude Map, and Space Map
· Combat Vehicles, Support Vehicles and IndustrialMechs: Low-Altitude, Map, High-Altitude Map, Space Map and Underwater. 
· Conventional Fighters: Space Map and Underwater. 
· All Aerospace: Will not use the Aerospace on Ground Mapsheets rules (see p. 91, TW) rules. 
· Aerospace Fighter, Small Craft, Satellite: Underwater and Space/Atmosphere Interface Layer. Robotic aerospace units will not purposely cross the Interface layer (see p. 78, TW) If a forced through the interface layer, into the atmosphere, aerospace fighters, small craft and DropShips will attempt to land at a friendly landing field. If no friendly field is available, they will attempt a landing in the closest safe ground location. Once landed, the unit will deactivate.  

· DropShips: Underwater. 

· JumpShips and Space Stations: Atmospheric. Robotic JumpShips or space stations that cross the interface layer into the atmosphere will cease all offensive operations. They will use all available thrust to attempt to return to space. If they are unable to return to space, they will use all available thrust to attempt to crash in a major body of water or uninhabited land mass. 
High-G maneuvers: Aerospace Robotic Units will use high-g maneuvers (see p. 78, TW) during combat, even if it means possible damage. How often they will use high-g maneuvers is based upon their Aggression Level (see p. XX).

· Aggressive: Will always use high-g maneuvers.

· Neutral: Will only use high-g maneuvers when weapons are in range.

· Defensive: Will only use high-g maneuvers when weapons are in short range. 

If a Robotic Unit only has 1 SI remaining, regardless of Aggression Level, the Robotic Unit will not use a high-g maneuver.
Control Units: Friendly non-Robotic Units may be designated as a Control Unit for friendly SRCS Robotic Units prior to the start of a scenario.  Control Units use the following rules:

· A Control Unit can never issue more than one command to a Robotic Unit per turn. All commands must be announced at the start of a turn, with the command taking affect at the end of the turn.

· Only four commands can be issued to an SRCS Robotic Unit by a Control Unit: Activate, Deactivate, Change Aggression Level, and Designate Priority Target:
· Attack Target: This command allows the Control Unit to override the Robotic Unit Independent Command Tree and designate a specific target. The Robotic Unit will make this unit its primary target until the target is destroyed or it is given a Return to Independent Command order. It will ignore any orders that designate an alternate primary target, including Overriding order. It will otherwise follow the Command Tree and it may still fire at secondary targets, as permitted by Overriding or Event Orders.
· Return to Independent Command: Used to instruct a Robotic Unit to return to following the Robotic Unit Independent Command tree (see p. XX). On the following turn, the Robotic Unit will start at the top of the appropriate Command Tree. 
· Activate: Activates a deactivated drone. Activation will occur on the next combat round. Ground based Control Units (BM, IM, CV, SV), without a satellite network, must be within 80 kilometers (160 mapsheets) to issue this command. Aerospace Control Units (CF, AF, SC, SA, DS, SS, WS), must be within 3,000,000 kilometers to issue this command. Additionally, Aerospace Control Units in orbit may only issue commands to robotic ground units on the hemisphere they are facing.

· Deactivate: Deactivates (shuts down) an active Robotic Unit (see Deactivated, below). Ground based Control Units (BM, IM, CV, SV), without a satellite network, must be within 80 kilometers (160 mapsheets) to issue this command. Aerospace Control Units (CF, AF, SC, SA, DS, SS, WS), have no maximum range to issue this command. If the human Control Unit is within 9,000,000 kilometers, the Robotic Unit shuts down at the start of the next combat turn. For every additional 9,000,000, or fraction thereof, add one full combat round before the Robotic Unit shuts down. However, Aerospace Control Units in orbit may only issue commands to Robotic Units on the hemisphere they are facing.

· Change Aggression Level: Changes the Aggression Level of a drone (see Aggression Level, p. XX). When issuing the command, the controlling player simply announces the new Aggression Level for that drone. The Control Unit must be within 500 hexes to issue this command.

· Designate Priority target: Designating a priority target has the effect of overriding the automatic target selection process used in the Robotic Independent Command Rules (see pp. XX). Instead, the player designates the target to attack; however, all other rules from the Robotic Independent Command Rules still apply. The Control Unit must be within 500 hexes to issue this command.

· Robotic Units in a fighter squadron (see p. 27, SO) are treated as a single unit for the purposes of issuing commands.

· Aerospace fighters and Small Craft may only issue one command to a single friendly Robotic Unit (or robotic squadron) per turn. Aerospace fighters do so in place of their normal Weapon Attack Phase (i.e. the Control Unit cannot make any attacks in the turn they issue a command). Conventional Fighters may not be Control Units. 
· Large Craft may issue multiple commands to multiple friendly Robotic Units per turn. Each command beyond the first reduces the number of arcs it can fire from in that turn, with the player choosing which arcs cannot fire that turn. For example, if a controlling player of a Large Craft issues three commands to three different drones; the player would then need to designate two firing arcs that are unavailable during the Weapon Attack Phase of that turn.

· Control units equipped with and Autonomous Tactical Analysis Computer (ATAC) or Direct Tactical Analysis Control System (DTAC) have their own special rules for controlling robotic aerospace fighters (see p. XX and XX).

· If a unit mounts a Naval Comm-Scanner Suite (see p. 332, TO), the rules above are modified as follows:  

· A unit that mounts a Small NCSS may send two additional commands per firing arc; a Small Craft may send three commands total. 

· A unit that mounts a Large NCSS may send three additional commands per firing arc. In addition, command ranges are doubled.

Human Controls: Robotic Units are not designed to be operated by human crews. Mechs, Combat Vehicles, fighters, small craft and satellite drones possess no interface controls. Support Vehicles and Large Craft Robotic Units (DS, WS, SS) have rudimentary controls that allow basic operations. When such a Robotic Unit is under control of a human crew, apply a +2 modifier to all piloting skill rolls and a +4 modifier for all gunnery skill rolls. In addition, the drone may not expend more than its walk/cruise/safe thrust. 

Boarding Action: Robotic Units follow the standard rules for Boarding Actions (see Infantry vs. Infantry Action, p. 199, TO and p. 36, SO), including legal units, with the following additions and exceptions. 

A successful boarding action (a result of E, Eliminated) will cause the Robotic Unit to deactivate (see below). 
The Marine Point score of a robotic Small Craft or Satellite is equal to 1. This represents the drones closed control systems and lack of standard crew access ways. 

The Marine Point score of a robotic Large Naval Support Vehicle or Large Aerospace (DS, JS, SS) is calculated as follows: Large class Robotic Units have a base Marine Point value of 3. For every 7 tons devoted to general crew, the unit receives .5 Marine Points. For every 7 tons devoted to Gunners, the Robotic Unit receives .25 Marine Point. These Marine Points represent the narrow access ways, sealed compartment structure and automated, internal, anti- personnel weapons. 

Controlling players should note a Robotic Unit’s Marine Point value on the unit’s record sheet, prior to the start of game play.
Fighter Squadrons: Aerospace Robotic Units follow all the standard rules for fighter squadrons (see p. 27, SO), with the following exceptions:

· Robotic Units and human piloted fighters may not be part of the same squadron.

· Only Robotic Units of the same skill level may be in a squadron.

· Robotic squadrons can only be formed prior to the beginning of game play and will not split into individual fighters under any circumstances. 

Hyperspace Travel: Robotic JumpShips are unable to initiate hyperspace travel without outside intervention. A human crew must board the ship and prepare the JumpShip for travel. The crew does not need to remain onboard for the jump. Once the JumpShip is prepared for travel (see Jump Calculations, p. 88, and Jump Process, p. 89, SO), a timer may be set to initiate the jump. Timers may be set for any time interval. 

Robotic Units that have completed a jump automatically have their Aggression Level (see p. XX) set to Defensive. Robotic units attached or loaded in a Drone JumpShip will not detach or launch without a command from a Control Unit. 
Robotic Units are otherwise unaffected by jump travel. 
Deactivated Units: A Robotic Unit that is deactivated becomes immobile. Robotic VTOLs and WiGE will crash to the ground in the following turn’s Movement Phase. Fighter Robotic Units in the space/atmosphere interface, atmospheric row, or ground row of hexes on the High-Altitude Map fall 1 hex per turn of inactivation, beginning during the Movement Phase (Aerospace) of the turn following. If there are two equal hexes to fall into, randomly determine which hex the unit enters. If players are using Low-Altitude Movement, the airborne drone falls three altitudes each turn. If it enters a Ground Hex (on the High-Altitude Map) or Altitude 0 (if using Low-Altitude Movement), the airborne Robotic Unit crashes. Deactivated Robotic Units operating in space continue along their last heading and speed, expend no thrust, and take no actions. If the drone is reactivated at some point and the drone is not destroyed, the drone resumes normal operation. Deactivated drones are treated as having a Marine Point value of zero, for purposes of Boarding Actions (see above). 

Non-Combat Robotic Units: Commercial or Industrial robotic units are not programmed to engage in any hostile actions. Their programing is limited to performing specific operations, such as mining, harvesting, or surveillance. If faced with any hostilities, the civilian Robotic Unit will attempt to retreat from the battlefield. If unable to retreat, the unit will shut down. If the unit encounters an obstruction or impediment to performing its programmed task, it will shut down. In all instances, a civilian Robotic Unit will signal its human monitors that it has encountered a situation outside its programming. 
Independent Command Rules: Robotic Units follow the Robotic Independent Command Rules (see p. XX) to determine their actions in combat. Robotic Units must note their Aggression Level at the start of game play and may not change them unless they receive an order from a Control Unit (see below). If Robotic Unit is controlled by a Control Unit, the controlling player may change the Aggression Level during the End Phase of any turn. However, it does not take effect until the Initiative Phase one turn after the change was issued.
<<<art note: begin standard equipment construction template>>>

Smart Robotic Control System (SRCS)

Construction Rules: Consult the Smart Robotic Control System Equipment Table (see below) for the weight of the equipment to be installed. For units weighing less than 10 tons in total mass, the robotic control system adds no weight beyond that of the unit’s existing control systems. For units 10 tons and over, the SRCS adds extra weight as a percentage (listed in the Table below) of the unit’s total weight to the tonnage of any basic cockpit or control systems already employed by the unit. In all other respects, the unit follows its standard construction rules. Note: If the unit requires weight to be spent on life-support systems (typically represented as crew quarters or cockpits), the drone unit is not exempt from this requirement (see Add Control/Crew Systems pp.188, TM and pp. 149, SO).

<<<begin table>>>

Smart Robotic Unit Equipment Table

Unit Type 
Gunnery
Driving
Mass**

IndustrialMech
7
6
5%

BattleMech
5*
6*
5%

Combat Vehicle
5*
6*
5%

Support Vehicle
6
6
5%

Conventional Fighter
5 
6
5%

Aerospace Fighter 
5* 
6*
5%

Small Craft 
5* 
6*
5%

Satellite 
5 
6
5%

DropShip 
5* 
6*
7%

JumpShip† 
5* 
6* 
10%

Space Station 
5* 
6* 
7%

*An additional 2% mass will lower skills to 4/5. This may only be done once. For craft under ten tons in weight, add 1 ton of additional mass to gain the same modifier. Craft with a standard control system are indicated by the modifier “standard” in front of their equipment listing, while those with upgraded gunnery and piloting are indicated by the modifier “improved”

**Round all weights up to the nearest .5 tons

†Mass is a portion of free mass after assigning tonnage for KF Drive Unit (see Advanced Aerospace Units Construction p. 142, SO). 
<<<begin table>>>

<<<art note: begin standard equipment intro template>>>

Shielded Aerospace Smart Robotic Control Systems

Introduced: 2755 (Terran Hegemony) 

Extinct: 2780 (Inner Sphere), circa 2850 (Clans) 

Recovered: 3077 (WoB Prototype), 3089 (RotS) 

The standard SRCS system has always been highly susceptible to the effects of electronic interference, making them questionable to use in conjunction with manned vessels or near major population centers. In the 2750’s Hegemony scientists made breakthroughs in the miniaturization of some components of the SDS Drone system that allowed them to improve the ECCM shielding and logic algorithms of the SRSC systems. This shielded version of the SRSC system was most notably used in the Mk 39 “VoidSeeker” series of robotic fighters. The technology was never developed to work with ground based robotic units. 

As part of their efforts to improve the Caspar II Drone system, the Word of Blake was able to duplicate the original Star League era shielding technology. They had only just begun experimenting with squadron of Hive-class fighters when Operation SCYTHE liberated Terra. In the 3080’s Republic scientists were able to piece together the Word’s research data and began fielding their own prototype, shielded robotic fighters. It is unknown if the surviving Word fugitives are capable of fielding this technology.
Sourcebook: Historical: Liberation of Terra, Volume 1 and Jihad Hot Spots: Terra
<<<art note: begin standard equipment rules template>>>

Shielded Aerospace Smart Robotic Control System (SA-SRCS)

Rules Level: Experimental 

Available to: AF, SC, SA, and SS

Tech Base (Ratings): Inner Sphere (D-X-F), Clan (X-E-E) 

Game Rules: Except where noted below, units equipped with the SA-SRCS follow the same rules as ASRCS equipped units (see p. 154). 

Electronic Warfare: SA-SRCS drones are unaffected by ECM mounted on ground units. If using the Electronic Warfare rules (see p. 110, SO), SA-RSCS equipped units follow the standard ECM/ECCM rules and do not suffer interference like Robotic Units mounting an SRCS. Additionally, as a byproduct of their drone communication systems, SA-SRCS equipped units are treated as if they mounted a Guardian ECM system.

 Fighter Squadrons: SA-SRCS drones follow all the standard rules for robotic fighter squadrons (see p. XX), except they may not be combined in a squadron with any other Robotic type.

<<<art note: begin standard equipment construction template>>>

Shielded Aerospace Smart Robotic Control System (SA-SRCS)

Construction Rules: The SA-SRCS follow the same rules as SRCS equipped fighters (see p. XX) and use the Smart Robotic Control System (SRCS) Equipment Table (see p. XX) for the base mass of their control system. 

SA-SRCS may improve the gunnery and piloting skills of their control systems by two levels. For an additional 1% mass, SA-SRCS are referred to as “Improved” and give the drone a Piloting of 5 and Gunnery of 4. For an additional 3% mass, they are referred to as “Elite” and have a Piloting of 4 and a Gunnery of 3. Units less than ten tons in mass can be improved to a Piloting of 5 and Gunnery of 4 for a cost of one ton.

<<<art note: begin standard equipment intro template>>>

SDS Drone Control System “Caspar” (SDS-DCS) 

Introduced: 2695 (Terran Hegemony) 

Extinct: 2780 (All)
Recovered: N/A 

The extreme vulnerability of the Smart Robotic Control System, to electromagnetic interference, meant any equipped drone could go hostile with little or no warning. This limitation kept its use from being practical for anything larger than a small craft (the only common exception being automated deep space monitoring stations). It also limited the deployment of this class of drones, avoiding population centers and preventing their joint operations with manned formations. As a result, the SRSC system was ill suited to being a cornerstone of an automated defense network and for centuries of space flight, human crewed vessels remained the only way to patrol and defend the vast reaches of space. In the twenty-seventh century, the Terran Hegemony made a breakthrough in artificial intelligence that would end up challenging man’s supremacy in space. 
What originally began as an attempt to provide better ECCM logic circuits led to the breakthrough in field of neural network artificial intelligence and resulted in the SDS Drone Control System (SDS-DCS). The DCS not only solved the problems of ECM interference, it broke the barriers of artificial intelligence wide open and created the most powerful non-human intelligence man has ever seen. This breakthrough would lead to numerous follow-on Star League-era discoveries from robotic assistants to predictive analysis. It is even rumored that a DCS descendent smart computer, in the SLDF’s planning division, predicted a Hegemony civil war to begin almost to the day of the Amaris coup. Supposedly the prediction was discounted as wholly implausible and never shared beyond the planning division’s staff.

Sourcebook: Historical: Liberation of Terra, Volume 1
<<<art note: begin standard equipment rules template>>>

SDS DRone Control System (SDS-DCS)
Rules Level: Experimental 

Available to: SC, DS, WS, and SS

Tech Base (Ratings): Inner Sphere (E-X-F) 

Game Rules: Except where specifically noted otherwise below, units mounting the SDS Drone system operate per the standard rules for a given unit type. SDS Drones move and attack as if they are a normal human controlled unit, unless otherwise noted by the rules below. 
Piloting and Gunnery: An SDS drone’s Piloting and Gunnery Skill is determined by its type and how much mass is devoted to the control system (see the SDS Drone Control System Equipment Table, p. XX).
Initiative: In game play, all SDS drones operate on their own Initiative roll. Even if friendly non-drone units, or Robotic Units (see Smart Robotic Control System, p. XX, and Drone (Remote) Systems, p. 305, TO) are present, SDS drone operates on their own team initiative and are not counted as part of their player’s other forces for initiative purposes. Note; Players controlling non-linked (see ATAC, p. XX) SDS drones should not coordinate their actions during combat, representing their independent operations. 

Other Actions and Equipment: SDS drones follow the same rules as SRCS drones (see p. XX) with the following exceptions. 

SDS drones may target multiple targets in a turn with a reduced penalty. The first two targets in a turn receive no to-hit modifier, with the third and subsequent targets receiving a +1 to-hit modifier. 

If an SDS drone has received more than three critical hits of any kind (not including destroyed weapons) or has lost more than 50% of its starting weapons (Capital weapons for WarShips), it may conduct ramming attacks (see p. 241, TW), on a Control Roll of 6 or higher. This roll is made at the start of the movement phase and before any movement is made. If the roll is failed, the drone may perform another action per the normal rules. 

Heat: SDS Drones are allowed to overheat, during play, at the discretion of the player and in accordance with official rules
Critical Hits: Critical hits against SDS drones that would normally stun or wound the pilot/crew do not have a permanent effect on drones. Critical hits to a drone’s pilot/crew are still tracked. Once a drone receives a critical hit that would kill the pilot/crew, that critical hit destroys the drone’s ability to send/receive communications from an ATAC. SDS drones in this situation will continue to operate but must make its own individual initiative rolls for the remainder of combat with a –2 modifier. The distributed nature of their drone systems results in no additional negative effects to a SDS and the drone will continue to operate until destroyed or deactivated. 

Additionally, drones suffer no pilot damage effects for high-G maneuvers (see pp. 78, TW, and 36, SO), nor will they suffer pilot damage effects from overheating or hazardous environments.

Evasive Action: SDS drones making evasive maneuvers (see pp. 77, TW) only apply a +1 modifier to hit, instead of the normal +2. 

Electronic Warfare: If using the Electronic Warfare rules (see p. 110, SO), SDS drones follow the standard ECM/ECCM rules and do not suffer interference like drones mounting ASRCS. Additionally, as a byproduct of their drone communication systems, increase an SDS drone’s ECM zone of effect by one hex for the class of unit: WarShips would have a 3-hex ECM field; DropShips 2 hexes, and Small Craft 1 hex.

 Anti-Ship Electronic Warfare missiles: If an ASEW missile (see p. 358, TO) successfully strikes a SDS drone, the drone will lose contact with any connected ATAC Unit for 1D6 ÷ 2 turns (round down). SDS drones in this situation will continue to operate but must make its own individual initiative rolls for the remainder of combat with a –2 modifier. After 1D6 ÷ 2 turns, the interference ceases and the SDS drone may restore normal communication with its ATAC Unit. Additional hits in the same turn do not add additional time to how long the connection is disrupted. ASEW hits in subsequent turns will extend the original interference by an additional 1D6 ÷ 2 turns (round down). 

Additionally, an SDS that is struck by an ASEW missile will automatically deactivate on a roll of 12 on a 2D6; the roll is made during the End Phase of any turn following the phase in which the drone was struck by an ASEW missile. This check is made for every ASEW missile that hits a drone. SDS Drones deactivated in this manner will remain shut down for five turns, before they automatically reboot. 
Restricted Terrain/Environments: SDS Drone units follow the same rules as Robotic Units for restricted terrain (see P. XX). WarShip Drones use the same restrictions as Robotic JumpShips.
High-G maneuvers: SDS Drones Units will use high-g maneuvers (see p. 78, TW) during combat, even if it means possible damage. It will cease using high-g maneuvers if its SI drops below 2. 
Control Units: SDS Drone units may only be given commands by a unit mounting an ATAC system (see Autonomous Tactical Analysis Computer p. XX). Refer to these rules for how control units affect SDS Drones. 
Human Controls: SDS drones follow the same rules as SRCS equipped units (see p. XX).

Boarding Action: SDS Drones follow the same rules as SRCS equipped units (see p. XX), with the following changes to Marine Point scores. 

· Small Craft base: 4

· Large Aerospace base: 10

· Per 7 tons of crew: 1

· Per 7 tons of gunners: .5

Hyperspace travel: SDS Drone computer systems can suffer from a computer equivalent of Transit Disorientation Syndrome (TDS). Afflicted drones become disoriented and revert to basic self-perseveration programing. If a drone is not shut down prior to a jump, roll 2D6 at the completion of a jump. On a roll of 11 or less the drone will go rogue and treat all craft as hostile, regardless of affiliation. It loses its higher command functions and reverts to its base Robotic Unit programing. Treat as a Robotic Unit with an Aggression Level of Aggressive. “Rogue” Drones ignore all outside commands and can only be deactivated through destruction or a successful boarding action. 

As a result, WarShip SDS drones are built with fail-safes that prevent the activation of their Kearny-Fuchida drives while the SDS AI is still active. It is impossible for the unit to jump while the AI is active. In order to successfully jump an SDS drone, it must first be given a deactivation command, from a friendly, human-controlled ATAC unit, and then a “prepare for boarding” command. A human crew must then board the vessel and manually engage the KF drive for a jump.

Deactivated: SDS drones follow the same rules for deactivation as SRCS equipped drones (see p. XX), with the following exception. The internal defense grid for SDS Drones remains active unless a valid “Prepare for Boarding” command is received. Calculate Marine Points as per SDS Drone rules for boarding (see Boarding Actions, above). 

<<<art note: begin standard equipment construction template>>>

SDS Drone Control System

Construction Rules: Consult the SDS Drone Control System Equipment Table for the weight of the equipment to be installed. SDS-DC controls add extra weight as a percentage of the unit’s total weight. SDS drones must still devote tonnage to quarters for the required minimum crew (officers, gunners, crew, bay personnel, etc.), representing various automation and internal maintenance units and access ways (see Add Control/Crew Systems, pp. 188, TM, and 149, SO). Calculate base crew as normal for the drone unit’s type then dividing the result by half, rounding up to the nearest whole number. Divide final Gunner crew tonnage by half, rounding up to the nearest whole number. This tonnage represents additional fire control and automatic maintenance systems. 

All mobile SDS drones (WarShips, DropShips, Small Craft) must be fitted with an SDS Self-Destruct (see p. XX). 

In all other respects, SDS drones follows its unit’s standard construction rules.

<<<begin table>>>

SDS Drone Control System Equipment Table

Unit

Piloting/

Type
Gunnery
Driving
Mass*
Notes**

Small Craft 
5 
6
5% 
Additional 2% tonnage will increase skills to 4/5

DropShip
5
6
4% 
Additional 4% tonnage will increase skills to 4/5

Space Station 
4 
5
8% 
Additional 4% tonnage will increase skills to 3/4

WarShip†
4
5
6% 
Additional 4% tonnage will increase skills to 3/4

*Round all weights up to the nearest applicable weight increment (see pp. 184, TM for Small Craft and DropShips and pp. 145, SO for Space Stations and Warships).

**Craft with a standard control system are indicated by the modifier “standard” in front of their equipment listing, while those with upgraded gunnery and piloting are indicated by the modifier “improved”
†The maximum tonnage an SDS WarShip may be is 800,000 tons
<<<end table>>>

<<<art note: begin standard equipment Intro template>>>

SDS Drone aSSIST sYSTEM (sds-das)

Introduced: 2750 (Terran Hegemony) 

Extinct: 2780 (All)

Recovered: N/A 

An attempt to marry drone systems and human crews to greatly reduce the required crews.

<<<art note: begin standard equipment rules template>>>

SDS DRone assist System (SDS-DCS)

Rules Level: Experimental 

Available to: WS

Tech Base (Ratings): Inner Sphere (E-X-F) 
<<<art note: begin standard equipment construction template>>>

SDS Drone assist System

Construction Rules: The SDS-DAS may only be installed on WarShips at the cost of 5% of the WarShips base weight for a Drone with a skill of Piloting 5, Gunnery 4. For an additional 2% (7% total) mass, the Drone skills can be lowered to Piloting 4, Gunnery 3. As with standard SDS drones, DAS WarShips must still devote tonnage to quarters for the required minimum crew (officers, gunners, crew, bay personnel, etc.), representing various automation and internal maintenance units and access ways (see Add Control/Crew Systems, pp. 188, TM, and 149, SO). Calculate base crew as normal for the drone unit’s type then dividing the result by half, rounding up to the nearest whole number. Divide final Gunner crew tonnage by half, rounding up to the nearest whole number. This tonnage represents additional fire control and automatic maintenance systems. In addition to this, crew quarters must be installed equal to one quarter of the base crew and gunner requirements. This represents the skeleton crew that manages operations of the DAS equipped vessel and manages all hyperspace jumps. 

In all other respects, SDS drones follows its unit’s standard construction rules.

<<<begin table>>>

SDS Drone assist System Equipment Table

Unit

Piloting/

Type
Gunnery
Driving
Mass*
Notes**

Small Craft 
5 
6
5% 
Additional 2% tonnage will increase skills to 4/5

DropShip
5
6
4% 
Additional 4% tonnage will increase skills to 4/5

Space Station 
4 
5
8% 
Additional 4% tonnage will increase skills to 3/4

WarShip†
4
5
6% 
Additional 4% tonnage will increase skills to 3/4

*Round all weights up to the nearest applicable weight increment (see pp. 184, TM for Small Craft and DropShips and pp. 145, SO for Space Stations and Warships).

**Craft with a standard control system are indicated by the modifier “standard” in front of their equipment listing, while those with upgraded gunnery and piloting are indicated by the modifier “improved”

†The maximum tonnage an SDS WarShip may be is 800,000 tons

<<<end table>>>

<<<art note: begin standard equipment Intro template>>>

Advanced Smart Robotic COntrol System (Caspar II)
Introduced: 3064 (Word of Blake), 3082 (RotS)
Extinct: N/A

Recovered: N/A

While unable to replicate the ability of the true autonomous artificial intelligence systems, that made the original Caspar system so deadly, the Word of Blake was able to make substantial improvements in the ability of Smart Robotic Control Systems (SRCS).

The original SRCS grew out of industrial applications and was heavily based on “laws” that limited the system’s ability to operate outside of their specific program guidelines. Seeking a more aggressive combat platform in line with the original Caspar, the Word created a merger of independent command and human controlled operations that gave these systems significantly greater flexibility. The Caspar II system would still lack true autonomy but was now able to adjust its mission more easily and made them much more effective in a battle. 

Sourcebook: Jihad Hot Spots: Terra 

<<<art note: begin standard equipment rules template>>>

Advanced Smart Robotic Control System (Caspar II)
Rules Level: Experimental

Available To: SC, DS, WS, and SS

Tech Base (Ratings): Inner Sphere (E-X-F)

Game Rules: Except where specifically noted otherwise below, units mounting the SDS Drone system operate per the standard rules for a given unit type. Caspar II units are an amalgamation of direct Tele-Operated control and independent SRCS operations and as such they move and attack dependent on which mode they are in. 

DTAC Control- When operating under direct control, an operator sitting in a DTAC-equipped control ship (see Direct Tactical Analysis Computer p. XX) provides basic instruction to the drone, such as “Attack this target, focus on the rear,” or “Harass this formation of ships from long range.” The drone then carries out the specifics of the commands using its onboard computer systems. A Caspar II under DTAC control is treated like a normal human controlled unit, unless otherwise noted by the rules below. 

Independent Control- When operating under independent control, their behavior is the same as Robotic Units and is dictated by a list of pre-determined events and reactionary orders (see Drone Independent Command Rules, p. XX).

Piloting and Gunnery: A drone’s Piloting and Gunnery Skill is determined by its type as well as how much mass is devoted to the control system (see the Caspar II ASRCS Equipment Table, p. XX).

Initiative: Caspar II units under DTAC control are treated as part of a players force, for the purposes of initiative. They suffer a -2 modifier to initiative. Caspar II drones operating independently follow the same rules for Initiative as Robotic Units (See p. XX), with the exception that they receive only a -2 modifier to their Initiative roll. 

Other Actions and Equipment: Caspar II drones follow the same rules as SRCS drones (see p. XX) with the following exceptions. 

DTAC Control- As long as the Caspar II drone is in communication contact with its DTAC-equipped Control Unit (see Direct Tactical Analysis Computer, p. XX), it operates like any other manned player-controlled unit. 

Caspar II drones can be instructed to conduct ramming attacks (see p. 241, TW), by their Control Unit, on any Control Roll of 7 or higher or as a result of Overriding Orders (see p. XX).

Heat: Caspar II units under DTAC control follow the same rules for heat as SDS Drones (See p. XX). Caspar II drones operating independently follow the same rules for heat as Robotic Units (See p. XX).
Critical Hits: Caspar II drones follow the same rules for Critical Hits as Robotic Units (See p. XX).
Electronic Warfare: Caspar II drones are unaffected by ECM mounted on ground units. If using the Electronic Warfare rules (see p. 110, SO), Caspar II equipped units follow the standard ECM/ECCM rules and do not suffer interference like Robotic Units mounting SRCS. Additionally, as a byproduct of their drone communication systems, increase an Caspar II drone’s ECM zone of effect by one hex for the class of unit: WarShips would have a 3-hex ECM field; DropShips 2 hexes, and Small Craft 1 hex.

Anti-Ship Electronic Warfare missiles: If an ASEW missile (see p. 358, TO) successfully strikes a Caspar II drone, the drone will lose contact with any connected DTAC Unit for 1D6 ÷ 2 turns (round down). Roll 1D6: On a 1 the Caspar II drone will take no actions; if it exits the map during this time it may not return to the battle. On a 2-6 it will enter Independent Control (see Overriding Orders, p. XX). After 1D6/2 turns, the interference ceases and the Caspar II drone may restore normal communication with its Control Unit. Additional hits in the same turn do not add additional time to how long the connection is disrupted. ASEW hits in subsequent turns will extend the original interference by an additional 1D6 ÷ 2 turns (round down). 

Additionally, an SDS that is struck by an ASEW missile will automatically deactivate on a roll of 10 or higher on a 2D6; the roll is made during the End Phase of any turn following the phase in which the drone was struck by an ASEW missile. This check is made for every ASEW missile that hits a drone. They drone will not reactivate without a command from a DTAC equipped unit. 
Restricted Terrain/Environments: Caspar II drone units follow the same rules as Robotic Units for restricted terrain (see P. XX). WarShip Drones use the same restrictions as Robotic JumpShips.
High-G Maneuvers: Caspar II units under DTAC control follow the same rules for High-G maneuvers as SDS Drones (See p. XX). Caspar II drones operating independently follow the same rules for High-G maneuvers as Robotic Units (see p. XX).
Control Units: Caspar II drone units may only be given commands by a unit mounting an DTAC system (see Direct Tactical Analysis Computer p. XX). Refer to these rules for how control units affect SDS Drones. 
Human Controls: Caspar II drones follow the same rules as SRCS equipped units (see p. XX).

Boarding Action: SDS Drones follow the same rules as SRCS equipped units (see p. XX), with the following changes to Marine Point scores. 

· Small Craft base- 2

· Large Aerospace base- 5

· Per 7 tons of crew- 1

· Per 7 tons of gunners- .5

Hyperspace Travel: Caspar II drones follow the same rules for Hyperspace travel as Robotic Units (see p. XX).
Deactivated: Caspar II drones follow the same rules for deactivation as SRCS equipped drones (see p. XX), with the following exception. The internal defense grid for Caspar II drones remains active unless a valid “Prepare for Boarding” command is received. Calculate Marine Points as per SDS Drone rules for boarding (see Boarding Actions, above). 

Independent Command Rules: Caspar II drones operating independently and following the Robotic Independent Command Rules (see pp. XX) to determine their actions in combat, must note their Aggression Level at the start of game play and may not change them unless they receive an order from a Control Unit (see below). If Robotic Unit is controlled by a Control Unit, the controlling player may change the Aggression Level during the End Phase of any turn. However, it does not take effect until the Initiative Phase one turn after the change was issued. 
<<<art note: begin standard equipment construction template>>>

Advanced SMart Robotic Control System (Caspar II)

Construction Rules: Consult the Caspar II Equipment Table below for the weight of the equipment to be installed. Caspar II controls add extra weight as a percentage of the unit’s total weight. Caspar II drones must still devote tonnage to quarters for all required minimum crew (officers, gunners, crew, bay personnel, and so on), representing various automation and internal maintenance units and access ways (see Add Control/Crew Systems, pp. 188, TM, and 149, SO). Calculate base crew as normal for the drone unit’s type and dividing the result by half, rounding up to the nearest whole number. Gunner crew tonnage is added per normal construction rules for the drone class. This tonnage represents additional fire control and automatic maintenance systems. In all other respects, the drone follows its unit’s standard construction rules.

<<<begin table>>>

Caspar II Equipment Table


Piloting/

Unit Type 
Gunnery 
Driving 
Mass

Small Craft 
5* 
6* 
6%

DropShip 
4**
 5** 
8%

Space Station 
4** 
5** 
10%

WarShip† 
4** 
5** 
12%

*Additional 2% tonnage will increase skills to 4/5

**Additional 4% tonnage will increase skills to ¾
†The maximum tonnage an SDS WarShip may be is 800,000 tons
<<<end table>>>

<<<art note: begin standard equipment intro template>>>

Caspar III Automated Robotic System (CARS)
Introduced:  3077 – experimental prototype (Word of Blake)

Extinct: Unknown
Recovered: Unknown
The Star League Caspar drones were the pinnacle of artificial intelligence systems. A feat not replicated since despite the Word of Blake’s best efforts. However, one thing the original drones were never capable of was independent hyperspace travel. In order to move from one system to another, a human crew had to board the vessel and manually jump the ship. For centuries it has been popularly believed this was a security measure, preventing anyone from taking control of the system and using them as an offensive weapon. The reality is that safety and not security were the driving reason for the SLDFs keeping its Caspars system bound. Similar limitations exist with the more common SRSC system and attempts to change its programming, to support autonomous jumps, proved universally unsuccessful. This would prove a heavy limitation to the success of the Word’s Caspar II network. 

Another barrier to the Caspar II’s full success lay in the need for a remote human operator/overwatch to achieve the best performance. Limited by range and electronic interference, Caspar II drones could easily be rendered little more effective than a standard robotic unit. Unable to replicate the Star League artificial intelligence, the Word of Blake would need a radical approach to solving this deficiency. 
The Word of Blake may have managed to overcome both these weaknesses through two ambitious efforts. The first was an update to their Caspar II smart system. The Command Automated Robotic System (CARS), improved the drone’s autonomous response and ability to handle the interferences of a hyperspace jump. While not fool proof, it lowered the chance of a panicked drone to “acceptable” levels. 

Their next advancement, if it had been successful, would have potentially changed space combat more than the original Star league SDS system had. Expanding on their experimental Machina Domini technology, the Caspar Domini would allow a single operator to embed themselves into a Caspar drone and control the entire vessel. Effectively an organic computer, it would give the Caspar III all the independence of the original Caspar drones without the need to fully crew the ship, something the Word of Blake was finding harder and harder to do as the Jihad progressed. 

Fortunately only one known prototype system was built, using a Monolith-class JumpShip. The JumpShip was confirmed destroyed in the battle for Titan. Had the Word been able to fully roll out this system, it would have likely led to a major shift in Jihad’s balance of space power. We can only hope the Word’s scattered survivors were not able to take samples of this technology with them, as they fled Terra. Such a system would prove to be a major force multiplier for even a small combat force. 

Sourcebook: Jihad: Final Reckoning
<<<art note: begin standard equipment rules template>>>

CASPAR III COMMAND AUTOMATED ROBOTIC SYSTEM

Rules Level: Experimental

Available To: JS and WS
Tech Base (Ratings): Inner Sphere (X-X-F)

Game Rules: The Caspar III CARS system follows all the normal game rules for the Caspar II drone (see p. XX), with the following exceptions and additions. 
Caspar Domini Command: In addition to DTAC control and Independent command, A Caspar III unit may be operated by a single cybernetic pilot. This system is an extension of the BattleMech based Machina Domini interface and follows those rules (see p. XX). If equipped with a Caspar Domini operator, the Caspar III drone operates as a normal player controlled unit.
Initiative: DTAC controlled and Independent command Caspar III units follow the same initiative rules as Caspar II drones, save that they only suffer a -1 modifier to initiative. Caspar Domini units suffer no penalty to initiative and are treated like a normal player unit. 

Critical Hits: DTAC controlled and Independent command Caspar III units follow the same rules as Caspar II units. Caspar Domini units ignore the first three pilot/crew critical hits, representing their armored cocoon and PA(L) suit. In addition, an operator’s cybernetic enhancements and special operator cocoon prevent any adverse effects from high-g maneuvers. 

Hyperspace and Extended In-System Travel: SRCS units and Caspar II drones are designed to patrol a specific operational area. They rely on either human intervention or being carried by another vessel to move from point to point in system or to another system. Caspar III drones are designed to move themselves and other drones across a system and to other systems. 

Caspar Domini controlled units may conduct hyperspace travel per the standard rules (see p. 86, SO). 
DTAC controlled and Independent command units can be given pre-programmed orders to perform hyperspace travel.  These orders are then carried out by the drone, which follows the Robotic Independent Command Tree while conducting hyperspace travel. Hyperspace travel orders must be specific and include exact conditions to trigger each navigation event. Orders must include the following.

· Pre-Event Action: If the drone must perform any action prior to the Event Trigger. Some sample event triggers are: Navigate to the Zenith Jump Point, Navigate to the nearest safe jump point. 

· Jump Event Trigger: What event will cause the Caspar III to initiate a hyperspace jump? Some sample events are; When the drone reaches the Zenith jump point, If Decision Tree Event Omega occurs, etc..

· Destination: Where will the drone jump? Some examples are; Jump to the nearest habitable star system, Jump to the Outreach system, Jump to the last location jumped from, Jump to the original starting point of the mission, etc.. 

· Post jump navigation: The drone must be told what actions to take after completing a hyperspace jump or in system transit. Examples of this are: Proceed to the orbit of Solaris VII, Shift to passive mode and await further orders, Activate Command Decision Tree at X aggression level, etc..

After the competition of any hyperspace travel, roll 2D6. On a result of a 2, the drone will shift to the Aggressive Aggression Level (see p. XX) and become hostile to all targets, regardless of affiliation. If carrying an onboard operator, the operator may reboot the drone. Treat the unit as deactivated while rebooting. The reboot operation takes five turns. Once reboot is complete, the drone operates normally.
<<<art note: begin standard equipment construction template>>>

CASPAR III COMMAND AUTOMATED ROBOTIC SYSTEM

Construction Rules: Consult the Caspar III Command Automated Robotics System Equipment Table for the weight of the equipment to be installed. Caspar III controls add extra weight as a percentage of the unit’s total weight. Caspar III drones must still devote tonnage to quarters for all required minimum crew (officers, gunners, crew, bay personnel, etc.), representing various automation and internal maintenance units and access ways (see Add Control/Crew Systems, pp. 188, TM, and 149, SO). Calculate base crew as normal for the drone unit’s type and dividing the result by half, rounding up to the nearest whole number. Gunner crew tonnage is added per normal construction rules for the drone class. This tonnage represents additional fire control and automatic maintenance systems. In all other respects, the drone follows its unit’s standard construction rules. 
<<<Begin Table>>>

CASPAR III Command Automated Systems Equipment Table



Piloting/

Unit Type 
Gunnery 
Driving 
Mass

Small Craft 
4* 
5* 
6%

DropShip 
3**
4** 
8%

JumpShip
4
5
5%

Space Station 
4** 
5** 
10%

WarShip† 
3** 
4** 
12%
*Additional 2% tonnage will increase skills to 3/4
**Additional 4% tonnage will increase skills to 1/2

†The maximum tonnage an SDS WarShip may be is 800,000 tons
<<<End Table>>>

Drone and Robotic Unit Equipment 

<<<art note: begin standard equipment intro template>>>

Autinomous Tactical Analysis COmputer (ATAC)
Introduced: 2705 (Terran Hegemony) 

Extinct: 2780 (All)
Recovered: N/A 

Comprising a sophisticated array of neural networks and simulation engines designed to encapsulate the strategic and tactical thinking of generations of Terran Hegemony admirals, the ATAC system could coordinate the actions of an entire fleet of drone spacecraft. The jewel in the crown of the Star League SDS Drone system, ATAC could turn the already deadly drones into a coordinated and dangerous fleet drawing on generations of experience.
Sourcebook: Historical: Liberation of Terra, Volume 1

<<<art note: begin standard equipment rules template>>>

Autonomous Tactical Analysis Computer (ATAC)

Rules Level: Experimental

Tech Base (Ratings): Inner Sphere (F-X-F), Clans (X-X-X) 

Unit Restrictions: WarShips and Space Stations. 

Game Rules: While more than one unit per force can be equipped with an ATAC, only one can be connected to a given SDS drone at any given time. In addition, the total tonnage of the force that can be controlled is limited by the mass of the active ATAC. 

When multiple ATACs are present the controlling player must secretly note which one is designated as the active controller for a given SDS drone. This information must be revealed to their opponents when any unit equipped with an active probe, a DropShip or a WarShip moves within 6 hexes of the active ATAC Control Unit. Note that the active controller can be situated off-board. 

Should a player wish to switch control from one ATAC to another, or to have a new ATAC take over when another is destroyed, the player must announce this during the End Phase; all SDS drones being controlled by the replaced ATAC will operated independently for the following two full game turns. 

A ship equipped with an ATAC may only control drones in their force. Drones of another player may not be controlled. They are using different authentication codes and the drones will not respond. 

ATAC Fighter Squadrons: If the ATAC equipped unit is human-controlled, it may direct robotic fighter squadrons (either SRCS or SA-RCS). Treat each squadron as a single unit for purposes of the maximum number of units an ATAC unit may direct. Robotic fighter squadrons under ATAC commanded are treated as a fully intelligent game unit and do not follow the Robotic Unit independent Command Tree (see p. XX) while under ATAC direction. 

Drone Fire-Control Network: The ATAC provides the same ability as a Naval C3 to its SDS drones (see p. 332, TO). While controlled by their designated ATAC, up to six drones (with a fighter squadron acting as a single drone) can be linked together to share targeting data. These can either be six drone units or up to five drones and the ATAC controller unit. Any drone actively in a hostile Large Craft ECM field is unable to share or benefit from shared targeting data. Only a unit under active ATAC control can share or benefit from shared targeting data. 

Initiative, Piloting and Gunnery bonus: Units operating as part of an ATAC-coordinated formation receive modifiers to their group Initiative rolls and Piloting and Gunnery Skills. This reflects the command and control nature of the network, which allows the units to share combat data. These bonuses degrade with the distance they are from the ATAC-equipped unit that is directing them (see ATAC Modifier Table, p. XX). 

Direct Control: A human-controlled ATAC system can issue additional commands to friendly SDS drones. These commands are: 

· Deactivate: Deactivates (shuts down) an active drone (see Deactivated, p. XX). Its internal defense grid and self- destruct will continue to operate. There is no maximum range that this command can be sent from. If the human- controlled ATAC is within nine million kilometers, the SDS drone shuts down at the start of the next combat turn. For every additional nine million kilometers, or fraction thereof, add one full combat round before the SDS Drone shuts down.

· Prepare for Boarding: A special command required to deactivate a drones internal defense grid in order for maintenance crews or jump navigation crews to board. The human-controlled ATAC must be within 500 hexes to issues this command.

· Navigation: Direct the drone to a specific location in space. If issued “direct navigation” command, the drone will travel to the destination, only defending itself if attacked. With a “patrol navigation” command drone will engaged enemy targets as normal, if they are detected. There is no maximum range that this command can be sent from. If the human-controlled ATAC is within nine million kilometers, the SDS drone begins navigating at the start of the next combat turn. For every additional nine kilometers, or fraction thereof, add one full combat round before the SDS Drone acts on this command.

· Activate: Will activate any drone that is deactivated. The drone activates on the next combat turn. The human-controlled ATAC must be within 5,000,000 kilometers to issues this command. 

Electronic Warfare: If using the Electronic Warfare rules (see p. 110, SO) the ECM affects can interfere with an SDS drone’s ability to communicate with an ATAC equipped unit. 

In the End Phase of each turn, the SDS drone checks its line of sight to its ATAC-equipped unit. If there is a hostile ECM field between the SDS drone and the ATAC equipped unit, make an immediate ECCM roll by the ATAC equipped unit and apply any ECCM modifiers to hostile ECM as if it were targeting the SDS drone. If the ATAC equipped unit counteracts the hostile ECM, the SDS drone operates normally. 

If the drone enters a zone where ECM interference provides a +1 to-hit modifier against manned units, then on the subsequent turn the drone suffers a –1 Initiative modifier and a +1 to-hit modifier for all attacks made at Extreme range. (These to-hit modifiers are based on actual range and not modified range as a result of the Naval C3 ability of the ATAC.) For example, if the player rolled an Initiative of 6 for his SDS drones, then the SDS affected by ECM would have an initiative of 5. 

If the ECM interference provides a +2 to-hit modifier against manned units, then on the subsequent turn the drone suffers a –2 to its initiative roll and +1 to-hit at long and extreme ranges.

If the ECM interference is +3, then on the subsequent turn the drone suffers a –3 to its initiative roll and +1 to-hit at any range. 

If the ECM interference is +4, then on the subsequent turn the drone can no longer benefit from ATAC system. It also suffers initiative and attack penalties equivalent to being in a +3 ECM interference zone.

At any time, an SDS drone can drop from an ATAC network and operate individually. Such an order takes effect at the start of the turn following the turn in which the order was issued. 

During the Weapon Attack Phase, after rolling ECCM again, follow the same process as above, to determine any to-hit modifier effects for that turn. 

If the ATAC is located off-board then line of sight to it is considered obstructed if hostile ECM comes between the controlled unit and the center hex of the edge of the map designated as the home edge at the start of play.
<<<art note: begin standard equipment construction template>>>

Autonomous Tactical Analysis Computer (ATAC)

Construction Rules: The ATAC has a base weight of 2% of the equipped unit’s weight, to a maximum tonnage of 50,000 tons plus an additional 150 tons per SDS Drone it is intended to direct. ATACs may be installed in human-controlled ships or in a WarShip class SDS drone. On human crewed ships, one crew is required for every three drones the ATAC is capable of directing.

<<<begin table>>>

ATAC Modifier Table

Range
Piloting/Gunnery
Initiative

0-50
–1
+4

51-100
–1
+2

101- to Off-board
–0
+0

<<<end table>>>

<<<art note: begin standard equipment intro template>>>

Advanced Robotic Transpot Bay System (ARTS)
Introduced: 2609 (Terran Hegemony), 2700 (Inner Sphere) 

Extinct: 2804 (IS) 

Recovered: 3068 (Word of Blake), 3082 (Republic of the Sphere) 

The ability for Star League-era Caspar drone systems to launch and recover themselves and even perform basic maintenance such as ammo loading and refueling was built upon earlier advances in robotic warehouse technologies. The Terran Hegemony’s SDS network took this to the point where entire robotic space stations supported the SDS drone network. The robotic transport bay took the terrestrial bound technology and applied it space going vessels. While greatly streamlining shipping and reducing crew sizes, in most applications it never replaced crews completely.
Sourcebook: Historical: Liberation of Terra, Volume 1 and Jihad Hot spots: Terra
<<<art note: begin standard equipment rules template>>>

Advanced Robotic Transport Bay System (ARTS)

Rules Level: Advanced 

Available to: SA, DS, SS, and WS 

Tech Base (Ratings): Inner Sphere (D-X-F), Clan (X-E-E) 

Game Rules: A unit equipped with this system requires no Bay Personnel to perform launch/recovery, ammunition loading/ unloading or small craft/fighter refueling. Drone units equipped with an ARTS may launch and recover small craft and fighter (drone or human-controlled) as if they were a normally crewed unit. 

Repair Bays equipped with an ARTS are capable of performing basic maintenance on vessels docked in them using the repair rules and times from the Maintenance, Repair, Salvage and Customization rules (see pp. 166, SO). The ARTS can make the following repairs at Veteran skill level:

· Replace any damaged armor.

· Repair units with less than 25% structural damage. (Example, an M-5 has an SI of 50. If its SI is between 37 and 49 points, the ARTS can fix it. If the M-5’s SI was 36 it would need to be repaired in a standard, human crewed yard.)

· Can repair one critical hit to the following systems, Avionics, CIC, Sensors

· Can repair up to two critical hits to Thrusters or Engines.

· Can repair any heat sinks not located in the vessels engine. 

Human Crew: If a human-controlled small craft or aerospace fighter lands in an ARTS bay on an SDS Drone, the crew may not safely leave their craft unless the Drone has had its internal defense system deactivated. It the system is active the humans must conduct a boarding action (see pp. 188, TO and pp. 36, SO).
<<<art note: begin standard equipment construction template>>>

Advanced Robotic Transport Bay System (ARTS)

Construction Rules: ARTS may be installed individually and may be installed in the same unit as a standard Transport Bay. Indicate ARTS bays by placing ARTS before the name of the bay. ARTS bays weigh an additional 25% over the standard bay tonnage (i.e. a fighter ARTS bay weighs 187.5 tons instead of 150).

<<<art note: begin standard equipment intro template>>>

Direct Tactical Analysis Control System (DTACS)
Introduced: 3072 (Word of Blake), 3082 (RotS)
Extinct: N/A

Recovered: N/A

The Direct Tactical Analysis Control System (DTACS) is a Word of Blake attempt to manually copy the more advanced Autonomous Tactical Analysis Control System (ATACS) of the Star League. Essentially a supersized Tele-Operated control system, the DTACS combines the Draconis Combine’s Naval C3 technology with Tele-Operated control systems. Human operators control each of the Caspar II drones from the DTACS-equipped ship.  The operators are less direct controllers for Caspar IIs and more guides to the on-board semi-autonomous systems. The DTACS also allows for sensor and tactical data to be shared between the Caspar II drones linked to the same DTACS. Squadrons of up to six drones can also be linked together to share targeting data.

Sourcebook: Jihad Hot Spots: Terra
<<<art note: begin standard equipment rules template>>>

Direct Tactical Analysis Control System (DTACS)

Rules Level: Experimental

Available To: WS, SS, and MS

Tech Base (Ratings): Inner Sphere (F-X-X-F-F)
Game Rules: While more than one unit per force can be equipped with a DTACS, only one can be connected to a given Caspar II drone at any given time. In addition, the total tonnage of the force that can be controlled is limited by the mass of the active DTACS.

DTAC controlled drones follow the rules as ATAC drones when it comes to noting the control unit, detecting the control unit and changing the control unit. A Caspar II unit that loses its connection with a DTAC control unit will revert to Independent Command mode (see Robotic Independent Command Tree p. XX). 

DTAC Fighter Squadrons: DTAC equipped units may direct robotic fighters following the same rules as for human controlled ATAC units (see p. XX). 
Drone Fire-Control Network: DTAC units possess the same ability to network Caspar II drones and Robotic fighters as ATAC units (see p. XX).
Initiative, Piloting and Gunnery bonus: DTAC units use their own modifier table, but otherwise follow the same rules as ATAC units for bonuses to Initiative, Piloting and Gunnery (see p. XX).
Direct Control: DTAC equipped units use the same rules as ATAC equipped units for issuing direct control orders to a Caspar II drone (see p. XX).
Electronic Warfare: DTAC equipped units use the same rules as ATAC equipped units for Electronic Warfare (see p. XX).
<<<begin table>>>

DTAC MODIFIER TABLE

Range 
Piloting/Gunnery 
Initiative*

0-50 
–1 
+4

51-100 
–1 
+4

101- to Off-board 
–0 
+0

*Caspar II drones have a base Initiative of –2

<<<end table>>>

<<<art note: begin standard equipment construction template>>>

Direct Tactical Analysis Control System (DTACS)

Construction Rules: The DTACS has a base weight of 3% of the Control Unit’s weight plus 150 tons per Caspar II drone it is intended to control. Additional crew space must be allocated, equal to one crew per drone controlled. There is no limit to the number of drones a Control Ship can control.
<<<art note: begin standard equipment intro template>>>
SDS Self-Destruct System
Introduced: 2695 (Terran Hegemony)
Extinct: 2780 
Recovered: N/A
In the time of the Star League it was thought the SDS self-destruct system was put in place after a tragic episode in 2694. A squadron of M-2 Hector Drones became non-responsive and destroyed three civilian transport JumpShips because their IFF beacons were broadcasting out of sync. In reality files recovered from ComStar archives reveal the true reason for the self-destruct system was Jonathan Cameron’s fear of the SDS technology falling into the hands of the other Member States. 

The self-destruct system was little more than a massive bomb fitted into, or in some cases around, the engine compartment. In the event the ship was disabled, the destruct system would engage and scuttle the ship, reducing all the proprietary technology to slag. When combined with the SDS drones’ programming to ram enemy combatants if critically damaged, it also turned the self-destruct system into a deadly bomb.

Sourcebook: Historical: Liberation of Terra, Volume 1
<<<art note: begin standard equipment rules template>>>

SDS Self-Destruct System

Rules Level: Experimental 

Available to: SC, DS, WS, and SS 
Tech Base (Ratings): Inner Sphere (B/D-F-D) 

Game Rules: The SDS Self-Destruct operates identically to the Booby Trap rules in Tactical Operations (see p. 297, TO), with the following exception. If a Caspar equipped with a Self-Destruct successfully rams another unit, the Self-Destruct is triggered automatically and does damage to the rammed units Structural Integrity equal to the Drones safe thrust MP multiplied by its tonnage (up to a maximum of 500 standard points). 

The SDS Self-Destruct can be accidentally detonated when the equipped ship is hit from the Aft. On any critical hit to the Aft, in addition to the normal critical hit rolls, roll 2D6. On a result of 12+ the Self-Destruct goes off, destroying the engine and applying the damage of the Self-Destruct directly to the ships structural integrity. 

An SDS drone will activate its self-destruct if any of the following triggers are reached, All Engine criticals are destroyed, 98% of structural integrity (round up) is destroyed, it loses “control” in a boarding action, or it receives a command from a friendly human operated ATAC system.

<<<art note: begin standard equipment construction template>>>

SDS Self-Destruct System

Construction Rules: An SDS Self-Destruct follows the same construction rules as a standard Booby Trap (see p. 297, TO), with the following exception. SDS Self-Destruct systems have a maximum tonnage of 10,000 tons.

<<<art note: begin standard equipment intro template>>>

SLDF SDS Jammer System
Introduced: 2776 (SLDF)
Extinct: 2780 
Recovered: N/A
As the war to liberate Terra wore on, the SLDF was able to gather more and more data on the super-secret Terran Hegemony controlled SDS Network. Analysis showed that drones would lose their coordination and suffer degradation in accuracy if exposed to heavy ECM interference. 

To capitalize on this weakness, dozens of SLDF WarShips had their cargo decks fitted with multi-kiloton jamming systems. These ECM arrays allowed Kerensky’s troops to blanket hundreds of kilometers with jamming waves that disrupted the SDS drones and prevented them from coordinating like they had in earlier confrontations.

Sourcebook: Historical: Liberation of Terra, Volume 1

<<<art note: begin standard equipment rules template>>>

SLDF SDS Jammer

Rules Level: Experimental 

Available to: WS 

Tech Base (Ratings): Inner Sphere (B/D-F-D) 

Game Rules: A ship equipped with an SLDF SDS Jammer system may activate in the end phase of any turn. Once activated the system extends a jamming field out to fifty hexes. If an ATAC equipped unit is located within this jamming field, the jammer generates a +4 ECM modifier for the sole purpose of determining if an SDS drone also in the jamming field can network with that ATAC equipped unit (see Electronic Warfare, p. XX). 

If the ATAC unit is located outside the jamming field, it is unable to communicate with any SDS unit inside the jamming field. For all intents and purposes, the jamming field blocks line of sight, for the C3 network effects, into the jammed area. As a result, SDS drones inside the jamming field may not spot for units outside the field and all SDS units outside the field will not “see” any unit inside the jamming field for the purposes of attacking. In order for an SDS drone to make any attacks on a ship inside the field, it must first enter the field. 

Unless under direct human command (from a human operated ATAC equipped unit), the SDS drone must roll an 8+ on 2D6 to enter the jamming field. This roll is made at the start of the movement phase. If the roll is failed, the drone may make another action instead.

<<<art note: begin standard equipment construction template>>>

SLDF SDS Jammer

Construction Rules: The SLDF SDS Jammer weighs thirty thousand tons. It may be mounted in any SLDF-era WarShip cargo bay, provided the bay is large enough to fit the unit, without any other modifications to the WarShip.

<<<begin table>>>
Robotic Unit Agression Level Heat Reaction
Aggressive: 

· BattleMech and IndustrialMech: Will voluntarily overheat by up to 9 points. If it exceeds 13 points of Heat, at any time, it can perform no other action beyond basic movement at a Walk or Run until its heat levels have returned below 5.
· Aerospace and Small Craft: Will voluntarily overheat by up to 9 points. If it exceeds 14 points of Heat, at any time, it can perform no other action beyond basic movement at a Safe Thrust rate until its heat levels have returned below 5.
· DropShips, JumpShips and space stations: Will fire weapons by bays or arcs. Will overheat to fire a single arc. Will continue to operate normally until it exceeds 200 points of Heat. Over 50 points of heat it can perform no other action beyond basic movement at a Safe Thrust rate until its heat levels have returned to zero. Any turn that Heat exceeds 100, it must make a Control Roll at +1 per 100 points of Heat, during the Weapons Phase, to avoid going out of control. 

Neutral:
· BattleMech and IndustrialMech: Will voluntarily overheat by up to 7 points. If it exceeds 13 points of Heat, at any time, it can perform no other action beyond basic movement at a Walk or Run until its heat levels have returned below 5.
· Aerospace and Small Craft: Will voluntarily overheat by up to 4 points. If it exceeds 9 points of Heat, at any time, it can perform no other action beyond basic movement at a Safe Thrust rate until its heat levels have returned below 0.
· DropShips, JumpShips and space stations: Will fire weapons by bays or arcs. Will not conduct actions or attacks that would cause any overheat. Will continue to operate normally until it exceeds 50 points of Overheat. Over 50 points of heat it can perform no other action beyond basic movement at a Safe Thrust rate until its heat levels have returned to zero.
Defensive:
· BattleMech and IndustrialMech: Will voluntarily overheat by up to 2 points. If it exceeds 7 points of Heat, at any time, it can perform no other action beyond basic movement at a Walk or Run until its heat levels have returned below 0.
· Aerospace and Small Craft: Will not conduct actions that will voluntarily cause it to overheat. If it exceeds 4 points of Heat, at any time, it can perform no other action beyond basic movement at a Safe Thrust rate until its heat levels have returned to zero.
· DropShip, JumpShip and space station: Defensive: Will fire weapons by arc only. Will not conduct actions or attacks that would cause any overheat. If it exceeds 0 points of Heat, at any time, it can perform no other action beyond basic movement at a Safe Thrust rate until its heat levels have returned to zero.

<<<begin table>>>

<<<begin Special Formatting; see previous sourcebooks for these command trees>>>

Robotic independent Command Decision Tree Rules

Robotic Independent Command Decision Tree Rules 
Rules Level: Advanced 

Available to: Units mounting SRCS, SA-SRCS, Caspar II or Caspar III use these rules (see p. XX, XX, XX and XX, respectively). 

Game Rules: Robotic Units use the following rules when not under the control of another unit. 

Command Tree: The Robotic Independent Command Decision Tree consists of Events, which are made up of Events Triggers and Event Orders. During the End Phase of every turn that a Robotic Unit is in independent operation, it will proceed through the Decision Tree in order from the beginning. If the Event’s Trigger is valid, then the Robotic Unit will execute the order for that Event. If the Event’s Trigger is not valid, the Robotic Unit proceeds to the next Event in the Decision Tree. An active Robotic Unit restarts at the top of the Decision Tree once the end of the tree has been reached. There are three Command Trees to choose from, based on if the Robotic Unit is operating in space, atmosphere or on the ground
Aerospace and Ground Command Tree: Aerospace units (including airborne Mobile Structures) use the Aerospace Operations Tree (see p. XX) and Ground Units (including VTOLs and WiGE) use the Ground Operations Tree (see p. XX). 
Aggression Levels: When an Event Trigger occurs, the Robotic Unit will execute an Event Order based on the unit’s Aggression Level. Aggression Levels are: Aggressive, Neutral, and Defensive. Each Robotic Unit has a single Aggression Level assigned to it that applies to all Events (Unless an Event Order specially overrides this). Aggression Levels are set at the start of game play for all Robotic Units that begin deployed on the playing area. Units not deployed need not have their Aggression Level set until the turn they are deployed. The Aggression Level may be changed in the End Phase of any turn for Robotic Units under control of a Control Unit (see p. XX). 

Illegal Movement: Space Stations, Satellites, and Fixed Structure Robotic Units ignore all movement orders.

Robotic Large Craft: When using these orders Mobile and Fixed Structures are considered Robotic Large Craft. 
Valid Targets: When using these orders, Large Craft includes Large Support Vehicles, Mobile and Fixed Structures.
Caspar Drones: Caspar II and III Drones are considered Robotic Units for the purposes of these rules. Unless specifically called out, Drone WarShips follow all orders for Robotic DropShips and Large Craft. 
Launching/Recovering, Landing and Liftoff: Robotic units follow the normal rules for Launching/Recovering (see p. 86, TW) and Landing and Liftoff (see p. 87, TW) with no additional modifiers. 

Mission Orders: Aerospace Robotic Units must select a primary mission, which will effect which Event Orders they follow on the Command Tree. The missions are.

· Space Operations: The Robotic Unit is tasked with offensive or defensive combat operations outside the atmosphere of a planet. 
· Atmospheric Operations- Combat Air Patrol: The Robotic Unit is tasked with offensive or defensive combat operations against other aerospace units. 

· Atmospheric Operations- Ground Attack: The Robotic Unit is tasked with attacking ground targets.

· Transport: The Robotic Unit is tasked with travelling from one fixed point to another fixed point. 
Ground Attack: Only Robotic Units with an Aggression Level of Aggressive or Neutral can be assigned the Ground Attack Mission. Robotic Units with an Aggression Level of Neutral will only use bombing attacks. Robotic Units with an Aggression Level of Aggressive will use all available Air to Ground attacks. 
Facing Change (Atmospheric Operations Only): Robotic Units with an Aggression Level of Aggressive will expend Thrust Points to make additional facing changes (see p. 84, TW). 
Special Maneuvers (Atmospheric Operations Only): Robotic aerospace units with an Aggression Level of Neutral or Aggressive may use any Special Maneuver (see p. 84, TO) during combat, if it will aid in its primary Event Order. Robotic aerospace units with a Defensive Aggression Level will only use the Half-Roll and Split-S Special Maneuver. 
Robotic Unit Adjudication: It is recommended a GM control Robotic Units to reflect their strict adherence to the Independent Command Decision Tree. 

<<<begin Rule Formatting>>>

Aerospace Operations Robotic Unit Independent Command Decision Tree

The following rules apply to aerospace Robotic Units mounting one of the various SRCS systems (including Caspar II and Caspar III). If the rules refer to a specific system, those rules only apply to a Unit mounting that system. 

Overriding Orders
These orders will take effect whenever conditions are met, regardless of any Event Triggers that are met. As with the Event Triggers, these overriding orders are processed in list order.
Target!: If there is a hostile Large Craft in the Robotic Unit’s forward arc at short or medium range and the Robotic Unit did not attack another target the previous turn, it will attack that Large Craft with all available weapons. 

Large Craft Priority Target: Large Craft Robotic Units are programmed to target Large Craft (DropShips, Large Fixed Wing Support Craft, Mobile Structures, Fixed Structures, WarShips, space stations) as a priority. When selecting a valid target, Large Craft Robotic units will always choose the nearest hostile Large Craft in range unless overridden by another Event. When more than one Large Craft is equidistant from the Robotic Unit, use the Bearings Launch Capital Missile rules for target selection (see Detection Phase, Standard Play, p. 102, SO). 

No Large Craft Targets: Large Craft Robotic Units are programmed to target Large Craft (DropShips, Large Fixed Wing Support Craft, Mobile Structures, Fixed Structures, WarShips, space stations) as a priority. If no valid, hostile, Large Craft is in range, the Large Craft Robotic Unit will fire on any valid hostile target. This is in addition to any action required by an Event. 

Remaining Weapons: If after firing all valid weapons at its primary target, Large Craft Robotic Units that have unfired weapons and sufficient heat sinks to fire them and a target is within range and appropriate fire arc, it will fire on the nearest hostile unit, regardless of size/class. 
Ground Attack: Robotic aerospace units on Mission: Ground Attack have a primary target of ground units. They will target ground based Large Craft (Grounded DropShips, Mobile Structures, Large Support Vehicles, armed Fixed Structures) as their primary targets. If all valid primary targets are unable to be damaged by the Robotic Units weapons, the Robotic Unit will shift primary target to the largest target that can be damaged by its available weapons. 

If targeted by hostile aerospace, on the next turn the Robotic Unit will temporarily switch missions to Combat Air Patrol. It will remain on Combat Air Patrol for two turns and then will attempt to resume its Ground Attack mission. 
Out of Ordinance: Robotic aerospace units set to Neutral Aggression Level on Mission: Ground Attack will conduct a Forced Withdrawal (see p. 258, TW) when it has dropped all its external payload. 
Transport: Robotic Units on Mission: Transport follow a sub-tree unless otherwise noted by that tree. See Transport Robotic Unit Independent Command Decision Tree (see p. XX)
1. EVENT- Omega 

Event Trigger: Robotic Unit is crippled (see p. XX). 
Event Orders: 
Aggressive: Unit will accelerate at maximum thrust toward the nearest hostile unit (Large Craft for Large Craft Robotic Units (DS, WS, and SS)) in its forward arc. It will fire all weapons at the hostile target as it closes. Once in range, it will attempt to ram the hostile unit.

If on Ground Attack mission, Unit will target the largest concentration of hostile ground forces. DropShips will attempt to land near the hostile units and conduct ground to ground attacks, all other Units will intentionally crash into the hostile ground forces.
Neutral: Robotic Unit will attempt to keep all hostile Large Craft at long range, protecting its most damaged components. If unable to keep all hostile Large Craft at long range, it will attempt to stay at long range from the largest hostile Large Craft*. Robotic Unit will attempt to attack the nearest hostile Large Craft*. If the nearest hostile target (of any kind) is at short or medium range, it will conduct evasive maneuvers. 
Units on Ground Attack mission will cease its mission immediately and converts to Combat Air Patrol. If unable to keep all hostile Large Craft at long range, it will attempt to stay at long range from the largest hostile Large Craft*. Robotic Unit will attempt to attack the nearest hostile Large Craft*. 

Defensive: Robotic Unit will conduct a Forced Withdrawal (see p. 258, TW) using legal special maneuvers when thrust permits. When it reaches the edge of the playing area, it will flee the battlefield, remaining out of play for the remainder of the game. 

2. EVENT- Collision 

Event Trigger: Robotic Unit is in danger of colliding with another object or the ground. For Robotic aerospace, conventional fighters and Small Craft units, treat the Aggression Level of “Aggressive” as “Neutral” for this Event. 

Event Orders:

Aggressive: Large Craft Robotic Units. If the possible collision is with any small craft, aerospace or a non- friendly object that will do less than 20% total starting armor damage to the Robotic Unit, the Robotic Unit will ignore the possible collision and Proceed to next Event in the Decision Tree.. If not, treat as Aggression Level “Neutral.” 

Neutral: Unit will use all available thrust to avoid collision. Will continue to target hostile units and attempt to maneuver to remain in combat with these units.
Defensive: Unit will use all available thrust to avoid collision. It will forgo all other actions until it is no longer in danger of collision. 

3. EVENT- Boarding (Space Operations Only)
Event Trigger: If a Small Craft, ground unit operating in Zero-G (see p. 279, SO) or VTOL (Robotic airborne Mobile Structures only) enters the same or adjacent hex as the Robotic Unit and has a relative velocity of 4 or less, the Robotic Unit will react to the possible boarding attempt. Aerospace Robotic Units ignore this Event Trigger. 
Event Order: 

Aggressive: Robotic Unit will not attempt to avoid the unit. 

Neutral: Robotic Unit will spend the next Movement Phase expending up to Maximum Thrust to increase range with the unit or to increase relative velocity to 5 or greater. 

Defensive: Robotic Unit will act as per Neutral orders and will also make the unit its primary target, firing all available weapons at the unit. 

Note: Airborne Mobile Structures follow this Event Trigger. Airborne Mobile Structures and Space stations are considered to be at Defensive Aggression level regardless of their actual Aggression level. 
4. EVENT- Swarm 

Event trigger: A hostile Large Craft (or Small Craft for Robotic aerospace, conventional fighter, satellite and Small Craft) is crippled and within 12 hexes (6 for Robotic aerospace and Small Craft) of the Robotic Unit. A Robotic Unit uses the Crippling Damage (see p.258, TW) rule to consider if a target is crippled. 

Event Order: 

Aggressive: If the hostile unit is a Large Craft, the Robotic Unit will immediately attempt to ram. Otherwise, the Robotic Unit will close to short range and attempt to fire at the facing with the lowest current armor rating. 
Neutral: Robotic Unit will shift fire from any active target and attack the crippled unit. It will attempt to fire at the facing with lowest current armor rating. It will close on the crippled unit using Safe Thrust. 

Defensive: Robotic Unit will ignore the crippled unit and will move to the next Event Trigger. 

Note: WarShip and airborne Mobile Structures with an Aggression Level of Aggressive are considered to have a Neutral Aggression Level for this Event. 
5. EVENT- Target: Locked 

Event Trigger: In the previous turn the Robotic Unit fired on a hostile Large Craft and the Large Craft is still in range of one or more of the Robotic Unit’s weapons in the current turn. 

Event Order: 

Aggressive: The Robotic Unit will attempt to close to short range, using Maximum Thrust if required. It will attempt to fire at the facing with the lowest current armor rating. It will fire all available weapons at the targeted Large Craft. 

Neutral: Robotic Unit will maintain current range, using Maximum Thrust if required. It will attempt to fire at the facing with lowest current armor rating. It will fire all available weapons at the targeted Large Craft. 

Defensive: Robotic Unit will maintain current range, using no more than Safe Thrust. It will attempt to fire at the facing with lowest current armor rating. It will fire all available weapons at the targeted Large Craft. 

6. EVENT- Support 

Event Trigger: Robotic Unit is not currently engaged with a hostile Large Craft and a friendly unit (Robotic or non-Robotic) is in active combat with a hostile Large Craft that is within long range of the Robotic Unit.

Event Order: 

Aggressive: Robotic Unit will engage friendly’s hostile unit while attempting to close to short range.

Neutral: Robotic Unit will engage hostile unit while attempting to maintain current range band. It will pursue the target if it moves beyond the current range band. 
Defensive: Robotic Unit will engage hostile unit but will not change range bands. It will not pursue the target if it moves beyond the current range band.

7. EVENT- Target: Engage 

Event Trigger: Robotic Unit is not engaged with a hostile Large Craft (or Small Craft for Robotic aerospace, conventional fighter, satellite and Small Craft) and there is a hostile Large Craft (or Small Craft) within range of any weapons mounted in its forward arc. 

Event Order: 

Aggressive: Robotic Unit will engage hostile unit while attempting to close to short range using all thrust available.

Neutral: Robotic Unit will engage hostile unit while attempting to maintain current range band. It will pursue the target if it moves beyond the current range band

Defensive: Robotic Unit will engage hostile unit but will not change range bands. It will not pursue the target if it moves beyond the current range band. 

8. EVENT- Target: Range 

Event Trigger: Robotic Unit is not engaged with a hostile Large Craft (or Small Craft for Robotic aerospace, conventional fighter, satellite and Small Craft) and there is a hostile Large Craft (or Small Craft) within 50 hexes of the Robotic Unit. 

Event Order: 

Aggressive: Robotic Unit will move towards the nearest hostile unit* at Maximum Thrust. It will begin attacking as soon as its Modified To-Hit Target Number is 12 or less for any weapon. Once the Modified To-Hit Target Number is 11 or less, restart the Trigger Decision Tree.

Neutral: Robotic Unit will move towards the nearest hostile unit* at Safe Thrust. It will begin attacking as soon as its Modified To-Hit Target Number is 12 or less for any weapon. Once Modified To-Hit Target Number is 10 or less, restart the Trigger Decision Tree. 

Defensive: Robotic Unit will move towards the nearest hostile unit* while evading. It will not exceed Safe Thrust. Once the Modified To-Hit Target Number is 9 or less, restart the Event Order Decision Tree. 

9. EVENT- Target: Acquired 

Event Trigger: Robotic Unit is not currently engaged with a hostile unit (Large Craft or Mobile Structures for Robotic DS, MS, JS and SS), and there are no hostile targets of any type within 100 hexes of the Robotic Unit. 

Event Order: 

Aggressive: Robotic Units will move towards the nearest hostile target at Maximum Thrust. If the target’s starting standard Maximum Thrust (before any damage) is higher than the Robotic Unit’s current Maximum Thrust, it will choose the next closest target. If no target can be intercepted in this fashion, move to Event Trigger 10, unless specifically commanded otherwise by a Control Unit (see p. XX). Restart the Event Decision Tree.

Neutral and Defensive: Robotic Units will move towards the nearest Large Craft* at Safe Thrust. If the target’s starting standard Maximum Thrust (before any damage) is higher than the Robotic Unit’s current Maximum Thrust, it will choose the next closest target. If no target can be intercepted in this fashion, go to Event Trigger 10 unless specifically commanded otherwise by a Control Unit (see p. XX). Restart the Event Decision Tree. 

10. EVENT- Minimal Threat 

Event Trigger: No hostile target within 100 hexes of the Robotic Unit (50 for Robotic aerospace, conventional fighters, satellite and Small Craft Units) or any hostile target within 100 hexes (50 for Robotic aerospace, conventional fighters, satellite and Small Craft Units) that have a starting Maximum Thrust less than the Robotic Unit’s current Maximum Thrust. 

Aggressive- Space Operations: Robotic Unit will move at Maximum Thrust in the direction of the nearest hostile Large Craft (or Small Craft for Robotic aerospace, conventional fighters, satellite and Small Craft Units). If thrust is insufficient to intercept (see Target: Acquired, Aggressive), it will expend Safe Thrust to lower its velocity to 0 (i.e. it will remain in its current position). Aerospace and small craft Robotic Units will expend Safe Thrust to lower its velocity to 0, unless specifically commanded otherwise by a Control Unit (see p. XX). Restart the Trigger Decision Tree.
Aggressive- Atmospheric Operations: Robotic Unit will move at Maximum Thrust in the direction of the nearest hostile Large Craft (or Small Craft for Robotic aerospace, conventional fighters, satellite and Small Craft Units). If thrust is insufficient to intercept (see Target: Acquired, Aggressive), it will enter combat patrol pattern based on its unit type. 

All Altitudes: Spheroid DropShips, spheroid Small Craft and Mobile Structures will reduce lateral velocity to 0. It will then rise to maximum altitude where it will hover in place. It will continue to do this until a new Event Trigger overrides it. Restart the Decision Tree.

High Altitude: Robotic aerodyne DropShips, aerospace fighters, conventional fighters, and aerodyne Small Craft will expend safe thrust to move in a straight line while maintaining its current altitude. On the next turn, it will continue to use safe thrust to reverse course and fly in the opposite direction. It will continue to do this until a new Event Trigger overrides it. Restart the Decision Tree.

Low Altitude: Robotic aerodyne DropShips, aerospace fighters, conventional fighters, and aerodyne Small Craft will start a hexagonal patrol pattern at their current velocity and altitude, turning right and flying the minimum number of hexes required before making a free facing change to the right (see p. 77, TW). It will then continue in a straight line until it can make another free facing change to the right. It will continue to do this until a new Event Trigger overrides it. Restart the Event Decision Tree.
Neutral: Robotic Unit will follow the same orders as the Aggressive Aggression Level, save that it will only expend Safe Thrust to attempt closely with a hostile target. 
Defensive: Robotic Unit will expend Safe Thrust to lower its velocity to 0 (i.e. it will remain in its current position). Aerospace and small craft Robotic Units only: if within 250 hexes of a friendly fighter/small craft cubicle-equipped unit, it will expend Safe Thrust to intercept allied unit and dock. Otherwise the Robotic Unit will lower velocity to 0, unless specifically commanded otherwise by a Control Unit (see p. XX). Restart the Trigger Decision Tree. 

11. Bingo Targets 


Event Trigger: No hostile targets within battlefield radar detection range (555 hexes for Robotic Large Craft, 55 hexes for Robotic aerospace, conventional fighters, satellites, and Small Craft). 


Aggressive: Robotic Unit will follow the same movement orders as Target: Minimal Threat. Each turn it will make an active Detection Roll (see Radar (Object), p.119, SO) every turn. Robotic Large Craft only: when a Large Craft is detected, start at the top of the Decision Tree. Robotic aerospace, conventional fighter, satellite and small craft units only: when a target is detected within 50 hexes, go to Event Trigger 8.


Neutral and Defensive: Robotic Unit will follow the same movement orders as Target: Minimal Threat. Robotic Unit will conduct passive sensor sweeps for hostile targets; when a Large Craft is detected, start at the top of the Decision Tree. Robotic aerospace, conventional fighter and small craft units only: Space Operations, if within 250 hexes of a friendly unit with a fighter/small craft cubicle, it will expend Safe Thrust to intercept allied unit and dock. Otherwise, lower its velocity to 0. Atmospheric Operations, unit will attempt to land at a friendly aerofield. If none available, it will attempt to land near the largest concentration of friendly forces. Restart the Trigger Decision Tree. 
12. EVENT- Hibernation 

Event Trigger: Large Craft (DS, WS, and SS) Robotic Units only. No hostile targets within radar detection range (5,555 hexes). 

Event Order:

Aggressive- Space Operations: Robotic Unit will conduct a patrol of the area, moving 1,000 hexes in a random direction and accelerating the first 500 hexes, then decelerating until it reaches 0 velocity. If no hostile Large Craft are detected, the unit will return to its original position and repeat the above process in a new direction. At any time a hostile Large Craft is detected, start at the top of the Decision Tree.
Aggressive- Atmospheric Operations: Robotic Unit will will enter combat patrol pattern based on its unit type. 

All Altitudes: Spheroid DropShips, and Mobile Structures will reduce lateral velocity to 0. It will then rise to maximum altitude where it will hover in place. It will continue to do this until a new Event Trigger overrides it. Restart the Decision Tree.

High Altitude: Robotic aerodyne DropShips, aerospace fighters, conventional fighters, and aerodyne Small Craft will expend safe thrust to move in a straight line while maintaining its current altitude. On the next turn, it will continue to use safe thrust to reverse course and fly in the opposite direction. It will continue to do this until a new Event Trigger overrides it. Restart the Decision Tree.

Low Altitude: Aerodyne DropShips, will start a hexagonal patrol pattern at their current velocity, turning right and flying the minimum number of hexes required before making a free facing change to the right (see p. 77, TW). It will then continue in a straight line until it can make another free facing change to the right. It will expend thrust to maintain its maximum Safe Thrust on any subsequent turn that this Event Order is in force. Restart the Event Decision Tree.
Neutral: Robotic Unit will attempt to land at the nearest friendly aerofield. If no friendly aerofield is present it will revert to Aggressive Event Oder. At any time a hostile Large Craft is detected, start at the top of the Decision Tree. 

Defensive: Robotic Unit will attempt to land at the nearest friendly aerofield and will deactivate. If no friendly aerofield is present it will rise to orbit (intentionally crossing the interface layer) and will enter a safe orbit before deactivating. It will not reactivate until it receives an activation command from a valid Control Unit. Any Robotic Unit deactivated will cease to process Event Triggers until reactivated (see Deactivated, p. XX). 

*When more than one Large Craft is equidistant from the Robotic Unit, use the Bearings Launch Capital Missile rules for target selection (see Detection Phase, Standard Play, p. 102, SO).

<<<End Rule Formatting>>>

<<<begin Rule Formatting>>>

Transport Robotic Unit Independent Command Decision Tree

The following rules apply to Robotic Aerospace Units under Mission: Transport. They are used in conjunction with the Aerospace Operations Robotic Unit Independent Command Decision Tree (see p. XX) which is abbreviated as ASF Tree when referenced in these rules. 

Overriding Orders
These orders will take effect whenever conditions are met, regardless of any Event Triggers that are met. As with the Event Triggers, these overriding orders are processed in list order.
Target!: If there is a hostile Large Craft in the Robotic Unit’s forward arc at short or medium range and the Robotic Unit did not attack another target the previous turn, it will attack that Large Craft with all available weapons. 

1. EVENT- Omega 

Event Trigger: Robotic Unit is crippled (see p. XX). 
Event Orders: 
Aggressive: Unit will accelerate at maximum thrust toward the nearest hostile unit (Large Craft for Large Craft Robotic Units (DS, WS, and SS)) in its forward arc. It will fire all weapons at the hostile target as it clo
· Navigating: A Caspar III drone under specific navigation instructions (See Hyperspace and Extended In System Travel under Caspar III game rules, pg XX) will not follow the Independent Command Decision Tree (see pg. XX, JHS:Terra). 
Based on the Aggression Level, set prior to the start of the mission, their behavior will be: 
· Aggressive: If the event trigger for Decision Tree 8:Target Acquired is triggered, the drone will cease active navigation and engage the Independent Command Decision Tree using the Aggressive aggression level. It will continue to use the decision tree until Event Trigger 9: Minimal Threat is activated. At this time it will return to active navigation. 
· Neutral: If the event trigger for Decision Tree 8:Target Acquired is triggered, the drone will attempt to alter course to evade. While attempting to evade, for every three game turns, two turns must move the drone closer to its final destination.
If the event trigger for Decision Tree 7: Target In Range is triggered, the drone will cease active navigation and engage the Independent Command Decision Tree using the Neutral aggression level. It will continue to use the decision tree until Event Trigger 9: Minimal Threat is activated. At this time it will return to active navigation.

· Defensive: If the drone detects any hostile targets within its sensor range it will attempt to evade the hostile target by any means necessary. If it is safe to jump, the drone will initiate a jump to avoid the hostile force. If a preset jump command is not loaded, it will attempt to jump to its original starting location. 
If fired on it will return fire, so long as this does not prevent it from continuing to evade the target.

If the event trigger for Decision Tree 2: Omega is triggered, the drone will cease active navigation and engage the Independent Command Decision Tree using the Aggressive aggression level. It will continue to use the decision tree until Event Trigger 9: Minimal Threat is activated. At this time it will return to active navigation.
<<<End Rule Formatting>>>

<<<begin Rule Formatting>>>

Ground Operations Robotic Unit Independent Command Decision Tree

The following rules apply to Robotic Ground Units mounting one of the various SRCS systems. If the rules refer to a specific system, those rules only apply to a Unit mounting that system. 

Tiered Command Tree: 
Ground Robotic Units operate under a more diverse set of variables and constraints than do their airborne counterparts. This requires the unit to have a stricter set of operational commands. While limiting the Robotic Unit’s mission flexibility, it prevents it from getting locked in a data loop that would render it ineffective. 

As a result, ground robotic units use a tiered set of command trees capped by an overriding set of mission orders. The mission orders define the operational parameters of the drone, providing it an overall objective, constraints, primary targets, and movement profiles. The robotic unit then uses a movement command tree to determine how it traverses the battlefield and a hostile target decision tree to determine what targets it will attack. 

Prior to combat, for all robotic units, the controlling player must select a Primary Mission, Define all Mission Variables and select its Aggression Level.

Mission Variables: 
Each Mission is made up of a number of variables that define the specifics of how the robotic unit will operate during combat. 

Mission Objective: This serves as the overriding objective for the Robotic Unit. Unless it has triggered Event-Omega, the Robotic Unit will attempt to achieve this objective. When there is more than one mission objective, they are prioritized in the order they are written.

Mission Objectives may not be changed. 
Priority Target: During combat Robotic Units determine which specific hostile unit to target based on the hostile unit threat level (see Hostile Unit Threat Rating Table, p. XX). By designating a primary target(s) the Robotic Unit can override the standard threat level targeting. 

Prior to the start of game play, the controlling player can change the default Priority Target. Once set, it may not be changed during game play.
Target Exclusions: Robotic ground units will always ignore DropShips, Mobile Structures, Buildings and Large Naval Support vessels, unless specifically instructed to attack them by a human operator. This is considered Standard target exclusion.  In addition to these Standard exclusions, the controlling player may instruct robotic units to ignore certain steps of the Hostile Unit Selection Tree (See p. XX) as invalid targets. Alternately, the player may designate specific unit types. This must be done at the start of game play and is limited to the unit types in the Units section on page 20 of Total Warfare. 
There are two modes for Target Exclusion: Total Target Exclusion and Priority Target Exclusion. Under Total Target Exclusion, the robotic unit will not target any target in the exclusion list, unless ordered by a human operator. Under Priority Target Exclusion the robotic unit will only fire on an excluded target if no valid, priority, target exists. 

Example: Chris will be playing the Word of Blake in the Devil’s Tower track from Jihad Hotspots Terra. He will be fielding several Revenant Robotic BattleMechs (see p. 153, JHS: Reckoning). The Revenant is designed specifically to target Infantry and Light Armor. At the start of gameplay, Chris sets his Revenants to Priority Target Exclusion ignoring Hostile Unit Selection Tree steps X to X and X, X. Only if no valid target exists, will his Revenants target hostile units in the excluded steps. 
Dan is using a Robotic Demolisher tank on a battlefield set in a rail yard full of civilian equipment. He knows it is ill equipped to handle Conventional Infantry. He also doesn’t want it wasting ammunition on low priority targets. He writes down that his Robotic Demolisher will ignore all Conventional Infantry (see p. 23, TW) and Support Vehicles (see p. 25, TW). 
Prior to the start of game play, the controlling player can change the default Target Exclusions. Once set, it may not be changed during game play.

Optimal Weapon Range: During combat a Robotic Unit will try to keep its target at the optimal range for its weapon systems. To determine Optimum Weapon range first look at the medium range brackets for all the weapons on the unit. The range bracket with the greatest damage potential becomes the Optimal Weapon Range. 
Example- The Grashopper has one Large Laser, one LRM-5 and four Medium Lasers. Looking at the medium range brackets, the Four Medium lasers generate the highest potential damage at 20 points. The Grasshopper’s Optimal Weapon Range is 4-6 hexes. 
Preferred Range: By default, a Robotic Unit’s Preferred Range is their Optimum Range. However a Robotic unit’s optimal range can often put it in an overly aggressive position and at risk to deadly return fire. When Optimum range is not desired, the controlling player can set can set a preferred range band for the Robotic Unit. This is the range which the Robotic Unit will attempt to keep between itself and all hostile units. 

Preferred Range consists of a base range band and a minimum and/or maximum distance. (Example- Medium, Min-10, Max-Extreme). The base range band is based on weapons that determine the Robotic Unit’s Optimum Range. 

If a Robotic unit is below the minimum or over the maximum preferred range for more than two consecutive turns, it will make all attempts to return to its optimal range, so long as this does not violate its mission objective. 

· None: Default to the units Optimum Range. 

· Short: Short range for the unit’s Optimum Range weapon(s)

· Far Short: Maximum short range hex for the unit’s Optimum Range weapon(s).

(Example- For a Large Laser, Far Short is 5 hex range)

· Medium-Short: Short or Medium range for the unit’s Optimum Range weapon(s).

· Medium: Medium range for the unit’s Optimum Range weapon(s).

· Far Medium: Maximum two hexes of Medium range for the unit’s Optimum Range weapon(s). (Example- For a Large Laser, Far Medium is 9 and 10 hex range.) 

· Medium-Long: Medium or Long range for the unit’s Optimum Range weapon(s).

· Long: Long range for the unit’s Optimum Range weapon(s).

· Far Long: Maximum three hexes of Long range for the unit’s Optimum Range weapon(s). 


(Example- For a Large Laser, Far Long is 13, 14, and 15 hex range.) 

· Extreme: Extreme range for the unit’s Optimum Range weapon(s). 

Prior to gameplay, the controlling player may alter Mission’s Preferred Range. Once set, it may not be changed during game play. 

Potential Attacker Base-to-Hit: When a Mission’s Movement Profile refers to Potential Attacker To-Hit Modifier, this is calculated by taking the Robotic Unit’s base gunnery, adding +3 (representing the Target’s estimated To-hit modifier), the maximum movement modifier the Robotic Unit can generate and any applicable sensor modifiers. 

Térence is using a standard rating Robotic Goliath. It has suffered one Sensor Critical to its head. The Robotic Goliath’s Potential Attacker Base-to-Hit is 13 (Base of 5 for Gunnery, +3 for estimated Target To-Hit modifier, +2 for the Goliath’s running movement and +3 for the Sensor critical.

Dan is using an Improved rating Robotic Tarantula with no damage. His Potential Attacker Base-to-Hit is 10 (Base of 4 for Gunnery, +3 for estimated Target To-Hit modifier, +3 for the Tarantula’s jumping movement).
Movement Profile: How a Robotic Unit moves is dependent on both its Mission and  Aggression Level. Each Mission will provide a base set of movement variables as well as specific limits or orders based on the Aggression Level. 

Base Aggression Level

· Defensive: A Robotic Unit set to Defensive Aggression level has a primary mission to preserve itself and remain operational. All actions are based on this underlying survival drive. 

· The Robotic Unit will not engage in an action that will knowingly require a PSR roll (e.g entering a building, running and turning on pavement).. 

· The Robotic Unit will use Careful Stand (see p.XX, Tactical Operations) if the target number to stand is greater than 4.
· The Robotic Unit will always maximize its Target To-Hit modifier unless its Potential Attacker BTH is 5 or less. 
· The Robotic Unit will only use jump jets to retreat from combat. When jumping, they must land farther away from the nearest hostile unit than when they started and may not end up closer to another hostile unit at the end of their jump. 

· Neutral: A Robotic Unit set to Neutral Aggression level will choose a balanced approach to protecting its own safety while ensuring it can still present a hostile target to its opposition. 

· When advancing to its Preferred Range, the Robotic Unit will not take actions that would knowingly requie a PSR roll or result in damage to itself. 

· Once in its Preferred Range, the Robotic Unit will seek to generate the highest Target To-Hit modifier it can, unless its Potential Attacker BTH is 6 or less.

· Aggressive: A Robotic Unit set to Aggressive Aggression level has a primary mission to destroy all hostile units and will take every measure it can to ensure this mission, up to and including its own destruction. 

· Will advance to its Preferred Range as fast and as directly as it can, using any movement mode and risking PSR rolls to do so (e.g. jumping, moving through buildings).  

· Once in its Preferred Range a Robotic Unit will always seek to have the lowest To-Hit possible on its primary target.

· Will close to physical attack range, if doing so will give it a Potential Attacker BTH of 6 or less

<<<Art Note>>>

Need a Drone Orders Record Sheet. Could be like a Fighter Squardon or BA Sheet with multiple drones per sheet. Ground Drone sheet would allow the selection of Mission Type and Mission Variables. 

<<<Art Note>>>

Mission Type: 

Take and Hold (Offensive): 
The Robotic Unit has been assigned to secure a specific physical objective or location. 
Setup: Prior to the start of gameplay, the defending player designates a section of the game map as the objective for the assault. The targeted location may be no more than three hexes by three hexes in size per combat unit in the attacking player’s force. The objective area must be on the Defender’s side of the map and accessible by the at least 25% of the Attacking force. 

Mission Objective: 

1- Occupy any portion of the objective area. Once this objective is achieved, the Robotic Unit will not willingly spend more than one turn outside the objective area. It may move out of the objective area, if doing so will allow it to generate a higher Target To-hit Modifier than then its Attacker To-hit Modifier, but will then attempt to return in the subsequent turn. 
2- Cripple or Destroy all units within the objective area.

Priority Target: Any hostile unit within the designated objective area. 

Target Exclusion: Standard
Suggested Preferred Range: None
Movement Profile: 

Assault (Offensive): 
The Robotic Unit has been assigned to attack hostile units in a specific physical objective or location. 
Setup: The Assault mission uses the same setup rules as Take and Hold. 

Mission Objective:

1. Cripple or Destroy all units within the objective area.

Priority Target: Any hostile unit within the designated objective area. 

Target Exclusion: Standard
Suggested Preferred Range: None
Defend (Defensive): 
The Robotic Unit has been assigned to defend a specific physical objective or location.
Setup: Prior to the start of gameplay, the defending player designates a section of the game map or a single friendly unit as the objective for the defense. If a fixed location, the targeted location may be no more than three hexes by three hexes in size per combat unit in the attacking player’s force. The objective area must be on the Defender’s side of the map and accessible by the at least 25% of the Attacking force. 
Mission Objective:

1- Robotic Unit will not willingly spend more than two consecutive turns outside the objective area. It may move out of the objective area, if doing so will allow it to generate a higher Target To-hit Modifier than then its Attacker To-hit Modifier, but will then attempt to return in the subsequent turn. 
Priority Target: Any hostile unit within the objective area. If no hostile units in the objective area, any hostile unit within the Mission’s Preferred Range, as measured from the center of the objective area. 

Suggested Preferred Range: Far Medium, Min-None, Max-Long
Recon (Offensive): 
The Robotic Unit’s primary mission is to gather information on a specific objective or location.
Setup: Scanning: Any Robotic Unit may attempt a detailed scan on any turn that it ends its Movement phase within 3 hexes of an opposing unit or building (5 if the Attacker unit is equipped with any equipment with “probe” in the title or equipment description). Scanning is successful if the unit spends two com​plete turns within range of the target. The unit attempting the action may not fire any weapons or make physical attacks during the time it takes to complete a scan; units equipped with a probe ignore this limitation. Line of sight is not required.
Mission Objective:
1- If buildings exists on the playing field. The Robotic Unit will attempt to scan each building. 

2- Robotic Unit will attempt to achieve LOS with all hostile units. If using Double Blind rules, this objective automatically expires at Turn 20, regardless of the number of units scanned. 

3- If equipped with any equipment with “probe” in the title, a Robotic Unit will attempt to scan each hostile unit. If using Double Blind rules, this objective automatically expires at Turn 20, regardless of the number of units scanned. 

Priority Target: Closest hostile combat unit. If two such units are equidistance, the one with the highest Threat Rating will be targeted.

Suggested Preferred Range: Long, Min 2, Max-Unlimited
Harass (Defensive): 
The Robotic Unit’s primary mission is to keep in contact with a specific set of opposing combat units, designated “Opposing Force”. 
Setup: At the start of game play, the controlling player must identify which units in the hostile force are the “Opposing Force.” This may be a few or as many of the opposing forces unit’s. In a Double Blind game, this Mission Order can be used. However it will automatically expire after 20 turns and the Robotic Unit will conduct a Forced Withdrawal (see p. 258, TW). 

During weapons attack, the Robotic Unit will attempt to fire on as many targets as are in range. It will fire its highest BV weapon at its primary target. It will then attempt to fire its next highest BV weapon at the nearest hostile that is not the primary target. This is considered an Overriding Order for a Robotic Unit on Mission: Harras. 

Mission Objective:

1- Stay in Range of at least one hostile unit at all times

Priority Target: Closest unit from the Opposing Force. 

Suggested Preferred Range: Far Medium, Min- 12, Max- Long
Hunt (Offensive): 
The Robotic Unit’s primary mission is to destroy a specific set of opposing combat units, designated “Opposing Force”. 
Setup: Follow the same rules for selecting the “Opposing Force” as Mission: Harras. 
Mission Objective:

1- Destroy all units in the “Opposing Force.”
Priority Target: Opposing Force unit with able to deliver the highest level of potential damage. 

Suggested  Preferred Range: None
March (Defensive): 
The Robotic Unit’s primary mission is to move from one specific map point to another. 
Setup: At the start of game play, the controlling player must designate a Robotic Units route. This is done by establishing a series of numbered waypoints. Up to two waypoints may be set per individual BattleTech mapsheet (16 x 17 hexes). Any waypoint on a valid exit edge of the map (as determined by the scenario) may be designated as an exit waypoint. A Robotic Unit that starts a turn on this waypoint will exit the playing field.

During game play, the Robotic Unit will travel from waypoint to waypoint based on its designated movement profile. 
Mission Objective: 

1- Travel through each waypoint in order and exit the map through the final waypoint. 
Priority Target: None. 

Suggested Preferred Range: Long, Min-6, Max-None
<<<Begin Table>>>

Movement Decision Tree

1- The Mission

Offensive Mission: Primary Targets are Priority over Physical Objectives. If a Primary target is in range and between the Physical Objective and the Robotic Unit, the Robotic Unit will make the Primary Target the main objective. 
Defensive Mission: Physical objective over Priority targets. The Robotic Unit will make defending or achieving the physical objective its primary mission. It will not pursue hostile units if it means leaving the primary objective unguarded 

2- Avoid physical contact with units that can cripple or destroy. 
If a hostile unit has not yet moved, the Robotic Unit will not enter the potential range of the hostile unit, if the damage from the hostile unit’s physical attacks would be enough to cripple or destroy the Robotic Unit (see p. XX, Total Warfare). 

Exception 1: Robotic 'Mechs treat their head as the sum of both armor and internal structure for purposes potential damage. (e.g. Only jump capable BattleMechs of 40 tons or greater can generate 12 or more points of damage, so a Robotic 'Mech will not avoid closely on a 30 ton Spider. Only 60 ton 'Mechs or lager, with TSM can generate a 12 point punch, so a Robotic 'Mech would be able to close on an Orion ONI-1K, but would not close on a Ostol OTL-6).

Exception 2: Hover, VTOL, Hydrofoil, aerospace and fixed-wing support craft are ignored. 

3- Keep Front to Enemy. 
The Robotic Unit will attempt to end movement with its rear arc facing away from all hostile units. If this is not possible, it will attempt to face the hostile unit with highest starting BV
4- Get in Rear Arc of Enemy
The Robotic Unit will attempt to end movement in the rear arc of a primary target hostile unit. 

5- Stay at Preferred Range
The Robotic Unit will attempt to stay at its preferred weapon range.

6- Seek the highest To Hit Target Modifier
The Robotic Unit will attempt to generate the highest possible To Hit modifier using its own movement and terrain to generate those modifiers. Unless its base Aggression Level contradicts this goal.

7- Seek the lowest To Hit Attack Modifier
The Robotic Unit will attempt to have the lowest possible To Hit modifier on the first, valid, primary target. Unless its base Aggression Level contradicts this goal.
<<<end Table>>>

<<<Begin Table>>>

Hostile Unit Selection Tree

At the start of each Weapons Attack Phase, a robotic ground unit determines its target by using the Hostile Unit Selection Tree as modified by the Preferred Target and Target Exclusion Mission Variables. 

The robotic unit starts at the top of the tree and proceeds through each step until a valid target is identified. The robotic unit will then fire all valid weapons that it can at the target. Valid defines any weapon that is in range and has a To Hit score of less than 12. 

Starting BV: Battle Value of a unit is the base for the unit type not including modifiers for pilot, C3, special ammo or any other BV modifications. 

Multiple Matches: If more than one hostile unit exists that fits the listed criteria, and there are no additional instructions to determine the target, it will fire at the unit with the lowest to hit modifier. If there is still more than one hostile unit that fits the listed criteria, it will randomly determine which target to fire at. 

1. Any Primary Target units, of the same or lower weight class, that has a modified To-Hit roll of 5 or less, regardless of range 

2. Any Primary Target units that has a modified To-Hit roll of 5 or less, regardless of range. 

3. Any target fired at in the previous two turns, with a modified To-Hit roll of 9 or less.  

4. Any Primary target which has a modified To-Hit of 9 or less, regardless of range. 

5. Any target actively engaged by a Robotic Unit’s lance/platoon members, which is in the Robotic Unit’s Optimal Range. 

6. Any target that has a modified To-Hit roll of 5 or less, regardless of range. Exception: Conventional Infantry and Small Support Vehicles are ignored in this step. 

7. Any Aerospace or Conventional Fighter that is conducting a strafing, striking or bombing attack on the mapsheet the Robotic Unit occupies. If more than one unit exists, the Robotic Unit will target the largest unit. If more than one exists, at the same weight, randomly select which is targeted. Exception: If the Robotic Unit lacks a weapon that has a range of ten hexes or more, skip this step and proceed to Step 8.

8. Any BattleMech of the same or lower weight class as the Robotic Unit. If multiple weight classes exist, the Robotic unit will start with any targets in the same weight class as itself, going down to the next weight class if none exist. If more than one target, of the same weight class exists, it will target the unit with the highest starting BV. 

9. Any Combat Vehicle (Tracked, Wheeled, Naval Displacement, Naval Submarine) of the same or lower weight class. Follow the process in Step 8 for multiple weight classes or multiple units of the same weight. 

10. Any Primary Target Combat Vehicle (Hover, VTOL*, WiGE, Naval Hydrofoil) of the same or lower weight class. Follow the process in Step 8 for multiple weight classes or multiple units of the same weight. 

11. Any IndustrialMech of any weight class, that is equipped with Standard scale weapons. If there are more than one IndustrialMechs, with Standard scale weapons, the Robotic Unit will target the one with highest starting BV. If more than one unit of the same BV exists, randomly roll to determine the target. 

12. As Step 8, for BattleMechs of a larger weight class than the Robotic Unit.

13. As Step 9, for Combat Vehicles (Tracked, Wheeled, Naval Displacement, Naval Submarine) of a larger weight class.

14. As Step 10, for Combat Vehicles (Hover, VTOL*, WiGE, Naval Hydrofoil) of a larger weight class.

15. Any ProtoMech or battle armor. If multiple targets exist, the priority order is: ProtoMech 7 tons tons or heavier, BA-Assault, ProtoMech 5-6 tons, BA-Heavy, ProtoMech 4 tons, BA-Medium, ProtoMech 2-3 tons, BA-Light.


16. Any Medium class Support Vehicle of any weight class, which is equipped with standard scale weapons. If there is more than one unit, with standard scale weapons, the Robotic Unit will target the one with highest starting BV. 

17. Any Conventional Infantry. If more than one conventional infantry platoon exists, the Robotic Unit will target the one with the highest starting Battle Value. 

18. Any Grounded Aerospace fighters, Small Craft, conventional fighters, fixed-wing Support vehicles, or airship support vehicles. If more than one unit exits, the Robotic Unit will target Aerospace first, then Small Craft, conventional fighters, fixed-wing and airships in that order. 

19. Any IndustrialMech of any weight class, that is not equipped with Standard scale weapons. 

20. Any Medium or Small class Support Vehicle of any weight class, that is not equipped with Standard scale weapons. 

*Combat VTOLs of 25-50 tons or are considered Medium weight class vehicles. 

<<<End Table>>>

<<<End Rule Formatting>>>

<<<End Special Formatting>>>

<<<art note: begin standard equipment intro template>>>

Super-Jump Drives

During the Jihad, the Word of Blake reportedly demonstrated an amazing ability to deploy troops to all corners of the Inner Sphere in a fraction of the expected time even when using a command circuit of lithium-fusion equipped JumpShips. Allegedly, this feat entailed the use of a so-called “super-jump” technique that may in fact have been partly developed by Interconnectedness Unlimited years earlier.

Sourcebook: Jihad: Final Reckoning
<<<art note: begin standard equipment intro template>>>

Word of Blake Super-Jump System

R&D Start Date: Unknown (ComStar?)

Prototype Design and Production: Unknown (Word of Blake)

Less a piece of equipment than a series of shunts, bypasses and computers, this technology simply requires a jump-capable vessel that also features a functional lithium-fusion battery.

<<<art note: begin standard equipment rules template>>>

Word of Blake Super-Jump System

Rules Level: Experimental

Available To: JumpShips, WarShips

Tech Base (Ratings): Inner Sphere (F/X-X-F)

Game Rules (CBT): The Word of Blake’s “super-jump” technology simply requires a pre-existing K-F drive and a lithium-fusion battery to function, and adds to this mix a few components of inconsequential weight and bulk that override certain safety protocols and such within the jump drive systems. When engaged, the jumping vessel initiates a normal K-F jump sequence with the charge stored in the drive core and then—nanoseconds later—begins a second jump sequence that magnifies the jump by several orders of magnitude, effectively creating a “jump within a jump.”

An incoming super-jumper has an unmistakable emergence wave. What first appears as a massive burst of thermal radiation dissolves into a group of smaller signals, creating the impression of a massive JumpShip or WarShip coming in with an escort group in tight formation. Even more remarkable is the range of the Word of Blake super-jumps, which appears to be effectively unlimited.

The technique is dangerous, and applies a +3 target modifier when computing jumps and executing them (dramatically increasing the chance of a misjump). More devastating, however, is the fact that the very act of jumping automatically destroys the jumping vessel’s K-F drive and its lithium-fusion batteries. A vessel that executes a Word of Blake super-jump is therefore making a one-way trip unless it can get to a friendly space dock where its drive and battery can be replaced.

<<<art note: begin standard equipment construction template>>>

Word of Blake Super-Jump System

Construction Rules: Word of Blake super-jump technology takes up no significant weight or space in JumpShip or WarShip, but may only be installed on vessels that include both a K-F drive and a lithium-fusion battery system.

<<<art note: begin standard equipment intro template>>>

Interconnectedness Unlimited Super-Jump Drive

R&D Start Date: Circa 2980 (Interconnectedness Unlimited)

Prototype Design and Production: Circa 3000 (Interconnectedness Unlimited)

IU’s own alleged super-jump technology supposedly explored the same approach the Word of Blake may be using in the Jihad, but retained numerous safety measures and cut-offs that deliberately reduced the range of their super-jumps and made it much more likely for vessels to survive the trip with cores and batteries intact. Unfortunately, it remains unclear how successful the project ultimately was, as IU never produced a super-jump capable vessel for sale, or unveiled the techniques and technology it might have employed.

<<<art note: begin standard equipment rules template>>>

Interconnectedness Unlimited Super-Jump Drive

Rules Level: Experimental

Available To: JumpShips

Tech Base (Ratings): Inner Sphere (F/X-X-X)

Game Rules (CBT): Interconnectedness Unlimited’s superjump technology worked in the same fashion as the Word of Blake variation, but had a maximum jump radius of 120 light-years, and doubled the requisite time to plot a jump. Though its inbound jump signature would match that of a Word of Blake jump, the IU super-jump system was far less likely to cause K-F or battery damage; rather than such an event being automatic upon arrival, the controlling player of a vessel undergoing an IU-style super-jump rolls 2D6. On a result of 8+, the K-F drive loses 1 point of integrity from damage.

<<<art note: begin standard equipment construction template>>>

Interconnectedness Unlimited Super-Jump Drive

Construction Rules: IU’s super-jump technology makes extensive changes to the K-F drive that result in a 2 percent increase in the drive’s total weight (rounded up to the nearest ton). It also multiplies the K-F drive’s total cost by a factor of 10, rendering super-jump capable drives prohibitively expensive.

<<<art note: begin standard equipment intro template>>>

Superheavy ’Mechs

Although numerous attempts were made since the development of the BattleMech, practical limitations in chassis, myomer, and actuator demands—coupled with the skyrocketing weight-to-power ratios of combat-grade fusion engines—made the development of ’Mechs massing more than 100 tons unfeasible for practical deployment. While a few specialized designs did emerge in industrial applicationsm, such as Brooks Incorporated Three-Man Digging Machine in the early 2900s (all such design were typically relegated for use in low-gravity environments where their oversized mass was less crippling), the failure of superheavy ’Mech concepts throughout the ages were legion. By far the most infamous was the original Behemoth design, developed under the brief reign of Stefan Amaris in the final years of the original Star League. Also known as “Amaris’ Folly”, the superheavy Behemoth never made it past the prototype stage. Its legendary failure would live on through the Succession Wars, and was often cited as the reasons no BattleMech could ever break the hundred-ton barrier…

That was, until the Word of Blake unveiled its deadly “Omega”-class BattleMechs during the fateful defense of Terra in 3078.

Sourcebook: Jihad: Final Reckoning.

<<<art note: begin standard equipment rules template>>>

Superheavy ’Mechs


Superheavy BattleMechs and Superheavy IndustrialMechs are available in two-legged (biped) and four-legged (quad) body types, just like standard ’Mechs. In game play, Superheavy ’Mechs function in accordance with the standard rules for a ’Mech of their type, with the following modifications:

Movement Phase


Superheavy ’Mechs use the following movement rules in game play:

· Unit Height: Superheavy ’Mechs are considered to stand 3 levels (18 meters) tall for line of sight purposes. When prone (or hull down), a Superheavy ’Mech is treated as standing 2 levels high for line of sight purposes. Superheavy ’Mechs do not receive any cover modifiers for terrain that stands 2 levels or more below their current height (so a Superheavy ’Mech standing upright in Depth 1 Water, or behind a Level 1 building would receive no Partial Cover effect). 

· Stacking Limits: Superheavy ’Mechs are so massive that no other vehicles or ’Mechs may share the same hex as they occupy. Even friendly vehicles and ’Mechs must maneuver around a Superheavy ’Mech’s hex during the Movement Phase. (Infantry—including battle armor—is unimpaired.)

· Movement: Superheavy ’Mechs reduce by 1 the MP cost for the following terrain types: Woods, Jungle, Rough, Rubble, and Buildings. All other terrain types and conditions (including elevation changes and lateral movement for quads) cost the same number of MPs as they do for standard-size ’Mechs.

combat Phase


Superheavy ’Mechs use the following combat rules in game play:

· Attack Modifiers: All weapon and physical attacks against a Superheavy ’Mech receive a –1 to-hit modifier, to reflect these units’ larger silhouette. All physical attacks performed by a Superheavy ’Mech suffer a +1 to-hit modifier, to reflect their reduced agility. If a physical attack between two units includes a Superheavy ’Mech on a different level, consult the Different Levels Table (Superheavy ’Mechs). This Table adds to the one found in Total Warfare (see p. 150, TW).

· Infantry: Anti-’Mech infantry attacks against Superheavy ’Mechs receive a –2 to-hit modifier, to reflect the greater ease of such attacks due to the unit’s sheer size and lower range of motion. (Although Superheavy ’Mechs are larger, they may not carry more than 1 battle armor squad per ’Mech under the Mechanized Battle Armor rules, nor may they be subjected to more than one anti-’Mech Swarm Attack at one time.) 

· Critical Hits: Although items in the arms, legs, and torsos of a Superheavy ’Mech occupy only half the normal critical slots as normal (rounded up), a critical hit to any item is considered a “single” critical hit. If the critical hit strikes an ammunition slot, however, all ammunition in that slot is affected, even if the slot reflects two standard slots’ worth of munitions. Likewise, a critical hit to any slots that contain multiple heat sinks (as may occur in the case of standard or compact heat sinks) will destroy all of the sinks in that Superheavy critical slot. As with normal rules, critical hits to a critical slot that has been previously struck will have no further effect and must be re-rolled. 

· Gyro Hits: Even though they make use of a specially-designed “enlarged” gyro, these systems are seriously taxed by the oversized nature of the superheavy design and as prone to damage as a standard gyro type. As a result, it only takes 2 critical hits to destroy a Superheavy ’Mech’s gyro. 

· Compact Engines: If the Superheavy ’Mech mounts a Compact Fusion Engine, the engine is considered destroyed at 2 Critical Hits, rather than 3. 

additional rules


Superheavy ’Mechs use the following additional rules in game play:

· Buildings: Superheavy ’Mechs cannot climb buildings. When entering or exiting a Building, a Superheavy ’Mech applies a +4 target number modifier for all rolls made to determine if the structure sustains damage.

· Advanced Movement and Piloting: If using the advanced Taking Damage rules (see p. 23, TO), Superheavy ’Mechs receive a –4 Piloting Skill target modifier. If using any Bog Down special rules (see p. 62-63, TO), Superheavy ’Mechs apply an additional +1 Piloting Skill target modifier.

· Transporting Superheavy ’Mechs: Superheavy ’Mechs may be transported by DropShips, but because Superheavy ’Mech cubicles do not currently exist, they must be transported as bulk cargo and cannot be dropped from airborne transports.

<<<begin table>>>

Different Levels Tables (Superheavy ’Mechs)

Target is: 
Allowed Physical Attack 
Standing Superheavy ’Mech 1 level higher 
Charge (Kick Table), Punch (Kick Table), Club (Kick Table), Physical Weapon (Kick Table) 

Standing Superheavy ’Mech 1 level lower
Charge, Punch, Kick, Club, Physical Weapon 

Standing Superheavy ’Mech 2 levels lower
Charge (Punch Table), Kick (Punch Table), Club (Punch Table), Physical Weapon (Punch Table) 

Prone Superheavy ’Mech 1 level higher
Punch, Club, Physical Weapon 

Prone Superheavy ’Mech 1 level lower
Charge, Punch, Kick, Club, Physical Weapon 

Prone Superheavy ’Mech 2 levels lower
None

<<<end table>>>

<<<art note: begin standard equipment construction template>>>

Superheavy ’Mechs

Construction Rules: Construction of Superheavy ’Mechs (BattleMechs or IndustrialMechs weighing from 105 to 200 tons) follows the same rules as the existing TechManual ’Mech construction rules, except as noted below: 

Record Sheet


Use the Superheavy ’Mech or Superheavy Four-legged ’Mech record sheet, as appropriate (see p. XX). Note that the slots and locations on this record sheet are identical to the standard record sheets; rules for taking into consideration the much larger interior capacities of these massive machines are found below. The primary reason for providing new, blank record sheets is to make it easy to track armor and internal structure (i.e. crossing it off as opposed to having to draw them in).
Technology Base and Rating 


Superheavy BattleMechs and Superheavy IndustrialMechs are available only to the Inner Sphere Tech Base under these rules. For Availability purposes, their Tech/Availability Ratings are: E/X-X-F and D/X-E-F for IndustrialMechs. 

<<<art note: insert omega image from p 151 of JFR>>>

<<<begin example text>>>


Fred decides he’s going to build a Superheavy ’Mech. He knows it can only have an Inner Sphere Tech Base and so settles on making it a Word of Blake design used during the defense of Terra towards the end of the Jihad.

<<<end example text>>>

Configurations 


Superheavy ’Mechs may be constructed as two-legged or four-legged designs. Superheavy BattleMechs may be constructed as OmniMechs, but Superheavy IndustrialMechs may not. 

<<<art note: insert omega image from p 151 of JFR>>>

<<<begin example text>>>


Fred decides this design will be a standard biped, non-Omni BattleMech. He gets a hold of a copy of the Superheavy ’Mech record sheet and a scratch piece of paper and gets ready to design.

<<<end example text>>>

Maximum Weight and Increments 


Superheavy ’Mechs weigh from 105 tons to 200 tons in total mass, increasing in 5-ton increments. 

<<<art note: insert omega image from p 151 of JFR>>>

<<<begin example text>>>


While he’s tempted to go straight for 200 tons, he decides to try a mid-sized first and settles on 150 tons.

<<<end example text>>>

Internal Structure 


To support their massive weight, Superheavy ’Mechs use an enhanced form of internal structure known as Superheavy Structure. Superheavy Internal Structure is available in Industrial (for Superheavy IndustrialMechs only), as well as Standard and Endo-Steel (for Superheavy BattleMechs only).


Industrial Superheavy Structure: Industrial Superheavy Structure takes up 40 percent of the Superheavy IndustrialMech’s total weight (rounded up to the nearest half ton), and occupies no slots on the Superheavy IndustrialMech’s Critical Hits Table.


Standard Superheavy Structure: Standard Superheavy Internal Structure takes up 20 percent of a Superheavy BattleMech’s total weight (rounded up to the nearest half ton), and takes up no critical space on the Superheavy BattleMech’s Critical Hits Table.


Superheavy Endo-Steel Structure: Superheavy Endo-Steel Structure takes up 10 percent of a Superheavy BattleMech’s total weight (rounded up to the nearest half ton), and occupies 7 slots on the Superheavy ’Mech’s Critical Hit Table (the equivalent of 14 critical slots on a standard BattleMech).


Other Structure Types: Under these rules, no other internal structure types are available to Superheavy ’Mechs.


Structure Points: To find the number of points of structure per location that a Superheavy ’Mech’s structure provides, see the Superheavy ’Mech Structure Table.

<<<art note: insert omega image from p 151 of JFR>>>

<<<begin example text>>>


Fred settles on using Superheavy Endo-Steel. He reviews the Superheavy ’Mech Structure Table to determine that for a 150 ton Superheavy ’Mech the structure weighs 15 tons and will take up 7 critical slots. At this stage, after another review of that table, he marks the internal structure on the record sheet down to 4 in the head, 45 in the center torso, 32 in the left and right torso, 25 in each arm and finally 32 in each leg.

<<<end example text>>>

Head/Cockpit


The cockpit assembly for a Superheavy ’Mech is reinforced, and provides 4 points of internal structure in the head location. The maximum head armor that can be supported in this location is also increased to 12 points. However, as a result, the cockpit of the Superheavy ’Mech design is increased to 4 tons. Under these rules, Superheavy ’Mechs cannot use standard-size ’Mech cockpits, Small Cockpits, Torso-Mounted Cockpits, Interface Cockpits, or Drone Cockpit types, but they can install Command Consoles.

<<<art note: insert omega image from p 151 of JFR>>>

<<<begin example text>>>


Fred knows the only options for the cockpit is the unique 4-ton design used for Superheavy ’Mechs and so allocates that tonnage. That gives him a running total of 19 tons.

<<<end example text>>>

<<<begin table>>>

Superheavy ’Mech Structure Table

Total

Superheavy Structure Weight

Internal Structure Points by Location
’Mech




Center
Mass
Standard
Endo Steel
Industrial
Head
Torso
L/R Torso
Each Arm
Each Leg
105
21
10.5
42
4
32
22
17
22

110
22
11
44
4
33
23
18
23

115
23
11.5
46
4
35
24
19
24

120
24
12
48
4
36
25
20
25

125
25
12.5
50
4
38
26
21
26

130
26
13
52
4
39
27
21
27

135
27
13.5
54
4
41
28
22
28

140
28
14
56
4
42
29
23
29

145
29
14.5
58
4
44
31
24
31

150
30
15
60
4
45
32
25
32

155
31
15.5
62
4
47
33
26
33

160
32
16
64
4
48
34
26
34

165
33
16.5
66
4
50
35
27
35

170
34
17
68
4
51
36
28
36

175
35
17.5
70
4
53
37
29
37

180
36
18
72
4
54
38
30
38

185
37
18.5
74
4
56
39
31
39

190
38
19
76
4
57
40
31
40

195
39
19.5
78
4
59
41
32
41

200
40
20
80
4
60
42
33
42

<<<end table>>>

Engine


The Engine Rating for a Superheavy ’Mech is computed as normal. Superheavy IndustrialMechs may only use standard and Large fusion engine types, while Superheavy BattleMechs can use any fusion engine type (including Compact, Standard, Light, XL, XXL, and Large). The weights for fusion engines may be found in their appropriate engine tables in TechManual (see p. 49, TM) or Tactical Operations (see p. 308, TO). Non-fusion engine types lack the power to keep a Superheavy ’Mech mobile, and so such engines may not be selected.


Space: The critical slot space requirements of a Superheavy ’Mech’s engine are half of those normally required in a similar standard BattleMech. See Superheavy Critical Space, below, for more information.


Supercharger: Superheavy ’Mechs cannot make use of Superchargers.

<<<art note: insert omega image from p 151 of JFR>>>

<<<begin example text>>>


Fred wants to pile on the weaponry for his massive ride and so decides on an XL. But he also knows that you simply can’t make such a big machine fast; and it doesn’t need to be, as it’s a mildly mobile weapons platform. He settles on a Walking MP of 2. That means the machine will require a 300-rated engine. After checking the Master Engine Table in TechManual, he allocates 9.5 tons to the engine. He knows there are some space rules he’ll need to deal with surrounding critical slot allocation, be he holds off on that part until latter. That creates a running total of 28.5 tons.

<<<end example text>>>

Gyro


Regardless of their type, all Superheavy ’Mechs must employ a Superheavy Gyro. All other gyro types lack the durability and stress tolerances necessary to keep these oversized machines balanced.


Space: On a Superheavy ’Mech, the Superheavy Gyro occupies only two critical slots in the Center Torso.

<<<art note: insert omega image from p 151 of JFR>>>

<<<begin example text>>>


Since a Heavy-Duty Gyro is the only option, Fred assigns 6 tons; as with the engine, he decides to assign critical slots latter. Fred now has a 34.5 tons running total.

<<<end example text>>>

Jump Jets and Underwater Maneuvering Units


The challenges of supporting and balancing a Superheavy ’Mech as it stands, walks, or runs have proven so significant that there are presently no jump jet systems capable of safely providing Jump MP for these machines. Superheavy ’Mechs thus may not mount Jump Jets, Improved Jump Jets, Jump Boosters, or Partial Wings of any type.


Likewise, no UMU equipment has been developed that can safely propel and maneuver a Superheavy ’Mech underwater. Underwater Maneuvering Units may not be installed in a Superheavy ’Mech.

Musculature


In order to meet the incredible demands of their design, Superheavy ’Mechs use larger actuators and thicker, hardier myomer bundles to provide the strength, flexibility, and resilience they need. This musculature is incompatible with all forms of MASC, Triple-Strength Myomers, and the Actuator Enhancement System.

Armor


Aside from the exceptions noted here, Superheavy BattleMechs can use any and all types of armor available to BattleMechs, while Superheavy IndustrialMechs can use any and all types of armor available to IndustrialMechs. As with standard-sized ’Mechs the maximum armor points per location is equal to twice the location’s internal structure value, and all torso locations must divide this armor between front and rear facings. A Superheavy ’Mech’s head location may carry up to 12 points of armor.


Modular Armor: Under these rules, Superheavy ’Mechs may not install Modular Armor.


Armored Components: Under these rules, Superheavy ’Mechs may not use Armored Components.


Stealth Systems: The sheer size of a Superheavy ’Mech’s profile renders it unable to use stealth armor and other stealth systems effectively. Thus, BattleMech Stealth Armor, the Chameleon Light Polarization Shield, the Null-Signature and Void-Signature Systems all have no effect when mounted on a Superheavy ’Mech. (ECM Suites still function normally, however.)

<<<art note: insert omega image from p 151 of JFR>>>

<<<begin example text>>>


As a walking pill-box, Fred decides he wants this armored to the gills. However, he doesn’t max out the armor, but comes close, assigning 27 tons of standard armor. He marks the excess circles off the record sheet as he assigns the armor points as follows: 12 to the head, 60 to the front center torso (20 to the back), 45 to the front right and left torsos (19 to both rears), 44 to each arm and finally 62 to each leg. The running total is now 61.5 tons.

<<<end example text>>>

Superheavy Critical Space


The immense size of the Superheavy chassis provides ample internal space in the torsos, arms, and legs, but simultaneously requires heavier and bulkier actuators to function. As a result, all equipment mounted in the torsos, arms, and legs of a Superheavy ’Mech—other than arm and legs actuators—effectively occupies half of its ordinary critical slot space (rounded up). This rule includes all non-actuator and non-internal structure critical slots, including those for armor, weapons, ammunition, heat sinks, and engines. 


Ammunition: In the case of ammunition bins, every critical slot of ammo placed in the torsos, arms, or legs of a Superheavy ’Mech may carry up to two slots of ammunition. This rule does not change the number of shots provided per ton of ammunition; it merely reflects the number of ammo slots that may be “doubled up” in one critical space. Only ammunition of the same weapon type may be combined in this fashion, but if the weapon in question uses multiple ammo types, the different types (by ton) can be combined in the same Superheavy critical slot. (In such a case, the controlling player must always keep track of the different ammo types that are sharing the slot.)


Heat Sinks: Superheavy ’Mechs may carry as many heat sinks per critical slot as will fit into two critical hit slots on a standard ’Mech. This means that a Superheavy ’Mech can fit up to 2 standard (single) heat sinks per critical slot, or 1 Clan double heat sink (if using Mixed-Tech rules), or 4 compact heat sinks. Inner Sphere double heat sinks require two critical hits on a Superheavy ’Mech, but cannot share critical slots. When noting the location of slots where more than one heat sink is present, the number of heat sinks occupying the slot must be identified in the critical hit table.

<<<art note: insert omega image from p 151 of JFR>>>

<<<begin example text>>>


It’s now time to assign weaponry, and Fred comes up with the following:


2 LB 10-X ACs for 22 tons


4 tons of LB-X ammo


3 Gauss rifles for a total of 45 tons


10 tons of Gauss ammo


4 CASE II for 4 tons


An Improved C3 Computer for 2.5 tons


That generates a total of 88.5 tons. Since all his weaponry is so heat efficient, Fred decides he doesn’t need to add any more heat sinks beyond the 10 that come with the engine. Combined with the 61.5 tons running total, he’s now got a complete 150-ton design.


Now it’s time to tackle the space rules to finish filling out his record sheet. Reviewing the rules again, Fred knows that all weapons, ammunition and equipment take up half the usual number of slots, rounding up. With that in mind, he assigns the follow:


In each arm: 3 LB 20-X AC slots, a single LB 10-X AC ammo slot which contains 20 shots, and finally a CASE II slot.


In each torso: 2 XL Fusion engine slots, 4 Gauss rifle slots, 2 Gauss ammo slots with 16 shots each, a CASE II slot, and a Superheavy Endo Steel slot.


In each leg: two Superheavy Endo Steel slots.


In the center torso: he notes the 3 Fusion Engine Slots are XL, the 2 Heavy Duty Gyro slots are already assigned, then he allocates 4 Gauss rifle slots, 1 Gauss ammo slot with 16 shots, an Improved C3 CPU slot, and a CASE II slot.


In the head: a Superheavy Endo Steel slot.


He’s now done. He names it the SHP-4X “Omega”, and now it’s time to try it out on the battlefield!

<<<end example text>>>

<<<art note: begin standard equipment intro template>>>

Tripod ’Mechs


Following the end of the Jihad, the founders of The Republic of the Sphere captured plans for a host of experimental technologies from the Word of Blake. This included Superheavy BattleMechs; an un-realized dream since the original Star League. While the Word of Blake managed to field its deadly “Omega”-class BattleMechs during the defense of Terra in 3078, the machines were still experimental in nature. In the more than half century that passed from the end of the Jihad until The Republic built its exclusion wall, scientists not only mastered the extreme technologies behind such behemoths—based upon a simple Star League tripod called the Hedgehog—but they put their own, unique, experimental spin on this type of war machine secretly unveiling the three-legged Superheavy “Colossus”-class BattleMech in the 3130s. 

While the original tripod design was relatively simply, it was extremely non-intuitive, though its mobility always peaked military interest. To solve that problem and finally create an effective Superheavy ’Mech, The Republic of the Sphere adopted the radical cockpit of the Industrial Three Man Digging Machine.
<<<art note: begin standard equipment rules template>>>

Tripod ’Mechs


Tripod ’Mechs follow all the same game play rules as standard or Superheavy ’Mechs (see p. XX), with the following additions:

Piloting/Gunnery Skills


A Superheavy ’Mech uses a special three-man cockpit, which has three crewmen: one serves as the unit’s pilot, one as the equipment/gunner officer and the third as a technical officer (a Tripod ’Mech may operate with just a pilot, but incurs all of the extra penalties as noted below). The following rules cover their use in game play.

Non-Superheavy Tripod ’Mech: A non-Superheavy Tripod ’Mech uses a standard cockpit.
Dedicated Pilot


Apply a –1 Target Number Modifier to all Piloting Skill Rolls (including those made for Physical Attacks). This modifier is cumulative with the normal modifiers for Superheavy ’Mechs (see p. XX), as well as the Tripod ’Mech Piloting Skill Roll modifier. If the pilot is disabled (i.e. unconscious or killed), the equipment/gunner officer or technical officer can pilot the ’Mech, but this ability is lost (any modifiers received from the Tripod ’Mech itself still apply). Additionally, apply a +2 modifier to all Piloting Skill Rolls (including those made for Physical Attacks).

Equipment/Gunner Officer

May select up to three primary targets per turn before incurring the secondary target modifier (see Multiple Targets Modifier, p. 109, TW). If the equipment/gunner officer is disabled (i.e. unconscious, killed or absent), the pilot or technical officer can fire the ’Mech’s weapons, but this ability is lost. Additionally, all weapon attacks under this condition apply an additional +2 to-hit modifier.

Technical Officer


Apply a +2 modifier to all rolls to avoid shutdown and ammunition explosions due to high heat. Also, subtract 1 MP from overheating movement effects; i.e. at 5 heat there would be no –1 MP, at 10 heat the reduction would only be –1 MP and so on. Additionally, apply a +1 Initiative modifier (this Initiative modifier it not cumulative if more than one Tripod ’Mech is present; however, if a Tripod ’Mech is designated as the command unit (see Commanders, p. 191, TO), apply a +2 Initiative modifier in place of the standard +1). If the technical officer is disabled (i.e. unconscious, killed or absent), all these modifiers are lost; i.e. the pilot or equipment/gunner officer cannot take over the technical officer’s abilities.

Movement Phase


Tripod ’Mechs use the following movement rules in game play:


To receive any of the following movement benefits, a Tripod ’Mech must have three undestroyed legs; if any leg is destroyed, all these benefits are lost.

· Lateral Shift: A Tripod ’Mech may execute a lateral shift exactly as a four-legged ’Mechs, with the same MP cost (see p. 50, TW). 

· Standing Up: After a Tripod ’Mech falls down or drops to the ground, the player applies a –1 modifier to the Piloting Skill Roll required to stand.

· Facing: A Tripod ’Mech spends 1 MP to change its facing any number of hexsides, in any direction. 

· Piloting Skill Rolls: Apply a –1 modifier to all Piloting Skill Rolls made to avoid falls.

Combat Phase


Tripod ’Mechs use the following combat rules in game play:

· Rotating The Firing Arcs: A Tripod ’Mech can torso twist through 360 degrees. Any weapons not mounted in the legs are considered to be mounted in a turret for the purposes of rotating the firing arc (see Rotating The Firing Arcs, Vehicles, p. 106, TW).

· Firing While Prone: A prone Tripod ’Mechs (provides it has 3 legs, and has taken no hip critical hits) only applies a +1 to-hit modifier (in place of the standard +2 modifier).

· Leg Hit Location: When resolving hits against a Tripod ’Mech, every time a hit strike a leg location, roll 1D6, applying a +1 modifier if the attack direction is from the left side, or a –1 modifier if the attack direction is from the right side. On a modified result of 1-2, the attack strikes the right leg; 3-4 the attack strikes the “middle” leg; 5-6 the attack strikes the left leg.

· Superheavy Pilot Damage: Only the pilot receives damage due to an ammunition explosion, though heat effects apply to all three warriors. Whenever the head is damaged, randomly determine one of the three warriors to received the damage; i.e. only a single warrior is damage for each head hit. If the pilot cockpit slot is destroyed, one of the two other warriors automatically takes over, provided they are present (see Piloting/Gunnery Skills, p. XX, for the modifiers that would apply to such a situation). If all three cockpit slots are destroyed, or there is no surviving warrior to take over the primary pilot position, the Tripod ’Mech is considered destroyed per the standard game play rules for cockpit destruction. 

 <<<art note: begin standard equipment construction template>>>

Tripod ’Mechs


Tripod ’Mechs follow all the same construction rules as Superheavy ’Mechs (see p. XX), with the following additions:

Record Sheet


Use the Tripod ’Mech sheet (see p. XX) when filling out the record sheet.

Internal Structure


A Tripod ’Mech has a third leg, which has the same structure points as the ’Mechs other two legs. To reflect this additional limb, regardless of the Superheavy ’Mech internal structure chosen, increase its tonnage by 10% (rounding up to the nearest half ton).

Cockpit


A Tripod ’Mech up to 100 tons mounts a normal cockpit, while a Superheavy Tripod ’Mech 105 tons or larger mounts a special 5-ton Advanced Command Cockpit that seats three crewmen.

Artillery Weapons


A Superheavy Tripod ’Mech may mount any type of artillery weapons (provided it has the tonnage and space to do so). 

 <<<begin example text>>>

???

 <<<end example text>>>

Thuggee-Manei Domini (Phansigar) Hybrids


Shortly before the onset of the Jihad, unconfirmed reports described the existence of the Manei Domini—the Word of Blake’s bionics-enhanced elite warriors—throughout the Chaos March and beyond. When full-blown war erupted in 3068, entire legions of these self-described “Hands of the Master” were unveiled, their so-called “Shadow Divisions” often spearheading assaults against the most entrenched targets in the Inner Sphere.


Yet as shocking as the hyper-elite cyborgs of the Manei Domini are, their Thuggee counterparts—born of a secret alliance between Kali Liao and Cameron St. Jamais—take the concept of man-machine hybrid warriors to terrifying new heights.


Unique to the Thuggee cult led by Kali Liao, the so-called Thuggee Manei Domini combine Word-provided cybernetics technologies with the inhuman imagination of the bloodthirsty fanatics who view Kali as the Death Goddess incarnate. Also known among themselves as “Phansigars” (a corrupted Thuggee term that roughly translates to “stranglers” or “noose operators”), these warriors are both a psychological weapon and a deadly fusion of technology and humanity. The Phansigars are built to incite panic with their very appearance, but also represent Kali’s most devoted and capable followers. In Classic BattleTech games, Phansigars—regardless of their type—are always considered Veteran or Elite-rated warriors, and may only be fielded by forces with Capellan or Word of Blake affiliation.

The following rules expand on the base Manei Domini rules provided on pp. 120-131 of Jihad Hot Spots: 3072. As the Phansigars are effectively based on the Word of Blake Manei Domini, many of the implants and basic game rules for Word of Blake Manei Domini also apply to them. Players interested in creating and using these Thuggee-Manei Domini hybrids will need the rules in JHS3072 to recreate the full effect.


Implants: Phansigars assign implants under the same basic rules and with the same restrictions as their Word of Blake counterparts (see p. 120-121, JHS3072). As with Word of Blake Manei Domini, Thuggee cybernetic implants receive self-destruct components that may be triggered remotely, by fellow Phansigars or by the operative himself. Thuggee self-destruct modules also activate if the NPC is killed or incapacitated by Head or Torso wounds, and are typically explosive or incendiary-explosive in nature. Explosive self-destruct implants produce an RPG Damage of 8 x 5D6 (Type X, Blast [Quarter radius]), or a CBT Damage of 0.4 per trooper to enemy units at Range 0 at the time of death. Incendiary-explosive implants cause 2 x 3D6 RPG Damage (Type E, Blast with a 6-turn effect duration and incendiary effects), or 0.15 CBT Damage per exploding trooper at Range 0 (to enemy units only). All Phansigar implants may also be cosmetically enhanced, either to resemble human flesh or—more commonly—to produce a more nightmarish and intimidating effect.


In addition to the implants shown in JHS3072, Thuggee-Manei Domini hybrids may also choose from the implants described below for RPG settings and CBT game play.


Thuggee Manei Domini Classes: In addition to levels of implantation and experience, Phansigars also fall into several distinct classes, which define their primary function in combat. Unlike the Word, the Thuggees provide no special nomenclature for these classes; they are simply used by the gamemaster at the time of NPC creation to help guide the skills, implants and other characteristics of the Phansigar warrior. Despite this difference, Thuggee classes may be used in NPC creation in the same fashion as Word of Blake Manei Domini classes (see pp. 121, JHS3072), with the notable exception being that the Thuggees do not make use of infiltrators.


Roleplaying: As with the Manei Domini, the A Time of War Companion contains complete rules for roleplaying these unique forces using the A Time of War: The BattleTech RPG rules set.


Era: Jihad


Sourcebook: Jihad Conspiracies.

Creating Phansigars for Game Play


In BattleTech game play, Thuggee Manei Domini forces—like their Word of Blake equivalents—are always fielded as combat units, be they conventional infantry, battle armor, combat vehicles, fighters or BattleMechs. These units do not require full character creation, and so only the implant levels and combinations need be determined for each Phansigar unit (by platoon, where applicable, for the sake of simplicity). Because they do not integrate well with any forces (allied or otherwise), Thuggee units must always roll for Initiative separately.


For base Gunnery and Targeting skills (before any implant augmentations are applied), Phansigar units are always considered Veteran or Elite (roll for skill level as normal, but reroll any result of Green or Regular). Phansigar warriors also receive a +1 roll modifier when determining random Gunnery and Piloting skills.


For vehicle, battle armor, fighter and BattleMech selections, Phansigars may use any units fielded by the Capellan Confederation or the Word of Blake (B column). If operating as part of an occupation force within another realm, these Thuggee Manei Domini may instead field 1D6 – 1 units for every two lances, chosen from the faction tables (B or C columns, where applicable) of the occupied world’s native realm. For example, on a roll result of 4, a pair of Phansigar lances operating on Chesterton would roll 3 units from the FedSuns Random Assignment Tables instead of the Capellan or Word of Blake tables (4 – 1 = 3).


When constructing Phansigar infantry units, note that the Thuggees use standard Inner Sphere formation sizes, rather than those of ComStar/Word of Blake.


As with their Blakist equivalents, the CBT capabilities of all Thuggee Domini implants are cumulative unless otherwise noted (so long as any applicable conditions noted in their rules descriptions are met). These effects apply as indicated to all ’Mech, fighter and vehicle units (but not particularly large units, such as Large-sized Support Vehicles, Rail Support Vehicles, DropShips, JumpShips, Space Stations or WarShips), and to infantry units in accordance with the same rules described for Word of Blake Domini troops (see p. XX).


Battle Value: Thuggee Manei Domini units compute their Battle Values in the same way as their Word of Blake equivalents (see p. XX).

Enhanced Prosthetic Tail (Level: 2)


A deadlier version of the Prosthetic Tail, the Enhanced Tail adds length, armor, triple-strength myomers and retractable blades. Less flexible, this prosthetic is not as useful in aiding balance, and makes it impossible to operate vehicles or battle armor of any kind while attached, but the result is a far deadlier and effective weapon in melee combat.


Rules: Conventional infantry units using the Enhanced Prosthetic Tail add 0.21 damage per trooper against any target at point-blank range (same hex). To deliver this damage, however, requires a successful attack roll with the usual +2 to-hit modifier for infantry melee weapons.

Enhanced Additional Prosthetic Limbs (Arm/Leg) (Level: 5)


A logical extension of the experimental additional prosthetic limbs, the enhanced versions are designed to incorporate weapons and other items in the same manner as standard enhanced prosthetics. The Thuggees make use of many of the same enhanced prosthetic weapons as other operatives, but have also demonstrated a fondness for a specialized, monowire-laced scarf, which they use as a garrote in a modern adaptation of their favored strangulation weapon, the rumal.


Rules: Conventional infantrymen equipped with Enhanced Additional Prosthetic Limbs that include weapons may add the damage value of the weapon to the platoon’s damage value for any Standard weapons (listed in parentheses beside the weapon’s RPG damage). The limited range and punch of such weapons means that this bonus damage may only be applied against other units that the platoon engages in its own hex, and that the sum of the damage for all prosthetic weapons used must be rounded normally (rounding 0.5 up) before it may be applied against a target.


Prosthetics with Grappler or Magnet enhancements may provide an infantry platoon with a –2 modifier for any Anti-’Mech Leg or Swarm attacks made by the platoon, but only if a significant portion of the troopers in the platoon possess this enhancement.


The additional listed prosthetic enhancements have no impact in game play.

Glide Wings (Level: 3)


An unusual modification for Manei Domini, glide wings consist of a collapsible framework grafted onto the operative’s back and made of a flexible, yet sturdy material. At full extension, these wings—most commonly formed to resemble angel, bird or bat wings—may be used to assist in free-fall operations or even provide unpowered, short-range flight when air currents are good. However, as the wings are developed for “hands-free” operation (unlike a hang glider or parafoil), the control systems effectively interfere with the operative’s normal motor control in the same way that additional limb prosthetics do. While gliding, this typically means that the operative’s legs are “shut off.”


Rules: Conventional infantry units comprised entirely of operatives using Glide Wings may dismount from VTOL units (and DropShips hovering over the ground map) as a jump infantry platoon (see p. 225, TW), so long as they are not operating in vacuum or very thin atmospheres. Such platoons also do not suffer any damage from falls, whether from their own actions (walking off terrain 2 or more elevation levels high, including buildings) or by displacement (see p. 151, TW).

Flight Wings (Level: 5)


A far more radical variation on the Glide Wings prosthetic, the powered Flight Wings prosthetic is an integrated system that combines a much more elaborate wing design—complete with the ability to flap and angle for better wind management—with a series of chemical jets and reinforced cybernetic “launch legs.” The result is a combination of gliding and vectored thrust system that enables an operative to literally fly for short durations.


Rules: Conventional infantry units comprised entirely of operatives using Flight Wings receive 2 VTOL MPs as long as they are not operating in vacuum, and may disembark from VTOL units (and DropShips hovering over the ground map) as a jump infantry platoon (see p. 225, TW) in such environments. Such units also do not suffer any damage from falls, whether from their own actions (walking off terrain 2 or more elevation levels high, including buildings) or by displacement (see p. 151, TW).

Dermal Camouflage (Level: 5)


An extreme variation on dermal armor that also incorporates electronic “sneak suit” technology, Dermal Camouflage is a fullbody myomer implant that overlays the operative’s skin with sheets of photosensitive electronic webbing—akin to a permanent head-to-toe bodysuit that provides basic protection from the elements (and human modesty). Using sensors arrayed along the operative’s body, this dermal camouflage creates a mimetic armor effect, blending the operative into the colors of his surroundings.


The limitation, of course, is that the operative may not effectively use this implant while carrying bulky items (which cannot be so camouflaged), nor can he wear any exterior clothing or armor for additional protection.


Rules: As long as an operative does not wear any additional armor or clothing, and does not carry more than 5 kilograms’ worth of additional gear, his Dermal Camouflage applies a +6 TN camo modifier to visual-based Perception and Sensor Operations checks against him when it is active. (Activation is considered an Incidental Action.)


Dermal Camouflage also provides the operative with a 1-point increase to STR and BOD, a 1-point decrease in CHA and the following Armor Values: 2/3/3/2. As a full-body implant, heavy scarring—coupled with the full body covering and the armor’s tendency to create odd optical effects even when not activated— also adds the Unattractive Trait.


All the stealth benefits of Dermal Camouflage are lost if the operative wears any outer clothing or armor, carries items in excess of 5 kilograms in weight, or deactivates the system (implants are not counted against the effects of Dermal Camouflage; even “skinless” prosthetics and such are modified to incorporate the mimetic technologies). A Serious Wound to the torso will also deactivate the Dermal Camouflage, as many of the sensors and camouflage control systems are heavily clustered there.


Rules: Attacks against conventional foot or jump infantry units comprised entirely of operatives using Dermal Camouflage receive an additional to-hit modifier based on the number of hexes moved by the target unit in the same turn as the attack: +3 for 0 hexes moved, +2 for 1 hex moved, +1 for 2 hexes moved, and no modifier for 3+ hexes moved. In addition, because the Dermal Camouflage forces the operatives to go without armor, all damage from non-infantry weapons against infantry using Dermal Camouflage is doubled (for burst-fire damage, this translates to twice the number of damage dice; see pp. 215-217, TW).
weaPons of mass desTruCtion 


The Reunification War was a terrible conflict that saw every “rule” of “civilized” warfare thrown out. By and large, especially on the Taurian Front, “total warfare” was the guiding principle. Each side resorted to the use of Weapons of Mass Destruction, or WMDs, early in the war in an effort to break the will of their opponents; of course, WMD use rarely did more than cement their opponents’ resolve and bring a new intensity—or desperation—to the battles that followed. The sections that follow describe the use and game effects of nuclear, biological and chemical weapons of mass destruction that were most commonly utilized during the Reunification War by both the Star League as well as the Periphery Nations. Additional guide-lines covering the use of orbital bombardment attacks (see Capital Weapons Fire in Atmosphere, p. 103, SO) are available.


Era: Age of War, Star League, Early Succession Wars, Jihad


Sourcebook: Historical: Reunification War
nuClear weaPons 


The best known and most common among modern WMDs, nuclear weapons come in a variety of yields and types. Used extensively throughout the Age of War, at least until the adoption of the Ares Conventions, nuclear weapons remain an important tool within the arsenals of every major power (despite the fact that the use of such WMDs is widely considered morally repugnant). It is important to note that these rules are not designed to replicate real-world nuclear weapons, or to simulate all the various ways in which such weapons can be delivered. Instead, these rules provide a relatively realistic framework for the use of a handful of “standard” nuclear weapons within BattleTech game play and within the established fictional setting of the BattleTech universe. How these rules are implemented in game play is left up to the gamemaster and the individual gaming group. For example, the detonation of a WMD is effectively an “act of God” and will usually annihilate everything on a playing field. Therefore, in place of simply tossing a nuclear weapon into any hex of a game on four mapsheets and destroying everything, entire campaigns can be played in an effort to stop such a detonation from obliterating a vital target. Or a campaign may take place on the fringes of such a detonation, or gaming groups may generate “to survive despite the horror”-type scenarios and post-apocalyptic storylines. The possibilities are endless. While nuclear weapons are the best-known WMD, other such weapons exist, including biological and chemical weapons, as well as more esoteric devices. Such WMDs are described in Biological and Chemical Weapons, p. XX.

Game Rules


By and large, nuclear weapons should never be used in game play, as even the lightest of such devices can significantly alter the outcome of a scenario or a campaign. To reflect this, nuclear weapons have no Battle Value to speak of. Game scenarios that use BV as a balancing factor should not permit the use of any nuclear weapons. More importantly, given the overwhelming nature of such weapons in standard game play, all players should read through these rules and agree to their use before play begins. 


Nevertheless, for campaign purposes, any military force may acquire functional nuclear weapons. The Standard Nuclear Weaponry Table below indicates the most common tactical nuclear weapon types found in the stockpiles of the various Inner Sphere and Periphery powers. To acquire such weapons, a force’s control-ling player need only spend the amount of C-bills indicated on the Nuclear Weapons Construction Data Table, and then make a 2D6 roll against the Availability Target Number (TN) of the weapon’s class as indicated on the Weapon Acquisition and Costs Modifiers Table, modified as appropriate for the force’s experience, reliability, size, affiliation and equipment ratings. A roll result equal to or exceeding the target number will grant the force one of the desired weapons. This roll may be made only twice per month, per type of weapon desired, by the force attempting to obtain such weapons. The C-bills are deducted regardless of success. Rolls made for larger commands may not be repeated for sub-forces (such as for a battalion within the same regiment) or vice versa (for each battalion and then the regiment they belong to) within the same month. 


A Time of War: The BattleTech RPG: Though describing in detail the use and acquisition of nuclear weapons in A Time of War campaigns is beyond the scope of this book, players and gamemasters wishing to do so may model their own attempts to obtain such weapons on these rules. In such an event, nuclear weapons are considered to have a minimum base Tech Level/Availability/Legality rating of C/E/F. 


Consequences of WMD Use: Per Articles I and VI of the Ares Conventions, the use of WMDs is considered a “crime against humanity,” and by the letter of the law, any force that uses said weapons should be branded rogue by every state, including the force’s own government. Of course, First Lord Ian Cameron suspended the Ares Conventions before the start of the Reunification War, absolving any Star League force (SLDF or House auxiliary) from penalty, and the Houses formally renounced them in 2787, though interstellar human rights organizations through-out the Inner Sphere and Periphery condemned the use of WMDs and continually pushed for the severe punishment of those that used WMDs. And then there were the individual moral consequences of the use of these weapons. 


Given the complexities involved—based on era, the type of force wielding the weapon, the general level of WMD use by various states at the time and so on—the gamemaster deter-mines how the consequences of WMD use play out in a given campaign. Guidelines for rogue mercenaries appear in Mercenaries Supplemental II (see pp 98-99); gamemasters are free to adopt elements of those rules and apply them as best suited to each gaming group’s campaign, as well as specific circumstances.
Base Rules 


The statistics for the most common nuclear weapons in the BattleTech universe are listed in the Standard Nuclear Weaponry Table. This table covers only a selection of tactical weapons used in the BT universe (those with a yield of 500 kilotons or less). While larger strategic weapons have appeared in BattleTech’s history, their use in game play is beyond the scope of these rules.


The weapons are listed in the order of their attack yields (in kilotons). Each weapon listed has a Base Damage rating, which defines its maximum damage in standard damage points at ground zero (the hex of impact on a BattleTech map) and a Capital Damage rating, which gives its capital-scale damage to armor (and its chance for a critical hit; see below). The Degradation by Hex values then define the rate at which the weapon’s base damage drops off on the BattleTech board for each hex away from ground zero, indicating the rate of damage degradation in a ground blast on the left of the slash, or an airburst on the right.


The Secondary Radius gives the maximum range of secondary effects from a BattleTech nuclear weapon strike, again with the ground burst radius (in hexes) to the left of the slash, and the airburst radius to the right.


The Crater Depth caused by such nuclear weapons on a BattleTech map (ground strike only) is then given, indicating the number of levels of elevation an exploding weapon will dig up at ground zero (this crater depth reduces by one level for every 2 hexes from the impact hex, until it reaches the base terrain elevation). The weapon’s range is given next in terms of its appropriate rules set (either in standard BattleTech mapsheets, for ground engagements, or in range brackets or based on a weapon type for Aerospace battles), with BattleTech ranges (in mapsheets)—if any—appearing to the left of the slash and Aerospace ranges to the right. Finally, the weapon’s listed mass indicates (chiefly for cargo purposes) how much a given nuclear weapon weighs.


Specific details for using these weapons in game play are covered in the descriptions on pp. 193-196, but their effects in combat are the same once deployed.


Ground Zero Hex: The Ground Zero Hex is defined as the target hex where a nuclear device strikes. If the attack is an air burst (see below), a Ground Zero Hex on a BattleTech game board must be determined (this can be done by the gamemaster, randomly, or in some other fashion agreed upon by all players). Any units and or buildings within the Ground Zero Hex are completely annihilated.


Crater Area: More powerful nuclear weapons, delivered in a ground burst, can create a crater in the terrain, the deepest point of which is inflicted at the Ground Zero Hex (the depth is indicated in the weapon’s Crater Depth rating). For every two hexes away from the Ground Zero Hex, this crater depth reduces by one level, until it reaches a relative depth of 0. All terrain, structures and units in this affected region are annihilated.


Air Burst: Nuclear weapons are typically detonated at some altitude above ground level in order to maximize damage potential. These attacks are commonly known as air bursts. In game terms, an air burst is detonated on the Low Altitude Map directly above a Ground Zero Hex. An air burst does not create a crater, but in all other ways follows the standard rules as indicated in this section. For detonations on the High Altitude Map, see Nuclear Weapons at High Altitudes, p. 193).

Blast Area: The Blast Area is defined as the total number of hexes on a playing map(s)—radiating outward from the Ground Zero Hex—within which a nuclear device delivers direct damage (this does not include additional possible Secondary Effects, see below). 


In a BattleTech game, unless annihilated at the Ground Zero Hex (or within a Crater Area) or sheltered by a building, each unit in the Blast Area of a nuclear attack suffers damage as outlined below. For units in buildings, this damage affects the building first, with any remaining damage then transferring to the units inside.


Units within a Blast Area suffer damage equal to the weapon’s Base Damage, reduced by the number of points equal to the nuclear weapon’s ground Damage Degradation rating (the number to the left of the slash in the Degradation by Hex column on the Standard Nuclear Weaponry Table) times the number of hexes away from the Ground Zero Hex. (So, a unit standing 8 hexes from the Ground Zero hex of a ground-bursting Type I nuclear weapon would suffer 60 points of damage, rather than the full 100 the weapon can generate: 100 [Base Damage] – [8 (hexes away) x 5 (Degradation by Hex)], or 100 – 40 = 60.) This damage is delivered in 5-point clusters, determined using the attack direction that faces the Ground Zero Hex.


 ’Mechs and vehicles within the Blast Area that survive the dam-age must make an immediate Piloting Skill Roll at a base +2 penalty (plus any modifiers based on weapon type as indicated in the PSR Mod column of the Standard Nuclear Weaponry Table, as well as all other applicable modifiers for damage and critical hits); reduce this penalty by 1 for every map sheet (or 17 hexes) of distance between the ’Mech and Ground Zero (to a minimum of a +0 penalty imposed by the nuclear attack). ’Mechs that fail this roll immediately fall, while vehicles that fail this roll suffer random Motive System Damage. No roll is required for units without a Piloting Skill level.


Airborne units in Blast Area: In a Blast Area, airborne units— such as VTOLs, airships, low-flying aircraft and aerospace craft—may be subject to the primary effects of the nuclear blast. The total affected Blast Area is dependent upon whether these units are operating on the standard ground map (including Aerospace Units on Ground Map Sheets, p. 242, TW), or if these are aerospace units operating on the Low Altitude Map. Units operating on the Ground Map Sheet determine the total Blast Area (and the area impacted by Secondary Effects) the same way that ground units do: by counting the total number of ground hexes from Ground Zero, and using the numbers to the left of the slash in the Degradation by Hex and Secondary Effects columns of the Standard Nuclear Weaponry Table. Units operating on Low Altitude maps again count the total number of hexes from Ground Zero, but as each Low Altitude hex is roughly equal to seventeen Ground hexes (one map sheet), the effects will encompass far fewer total hexes; use the numbers to the right of the slash in the Degradation by Hex and Secondary Effects columns of the Standard Nuclear Weaponry Table to determine these effects.


Airborne units within the Blast Area that survive the damage must make an immediate Piloting Skill Roll (or Control Roll) at a base +2 penalty (plus any modifiers based on weapon type as indicated in the PSR Mod column of the Standard Nuclear Weaponry Table, as well as all other applicable modifiers for damage and critical hits); reduce this penalty by 1 for every map sheet (or 17 hexes) of distance between the ’Mech and Ground Zero (to a minimum of a +0 penalty imposed by the nuclear attack). Airborne vehicles (such as VTOLs) that fail the roll immediately crash; all other aero-space craft may suffer Random Movement (see p. 93, TW) if the margin of failure was 5 or greater.


For airborne units operating on the Ground Map Sheet, refer to the Airborne Effects column on the Standard Nuclear Weaponry Table. Any airborne units at or below the Low Altitude Level indicated to the left of the slash and which are in the Ground Zero hex (or in hexes that have been cratered by the nuclear explosion) are immediately destroyed; units in the Ground Zero hex above that altitude but at or below the level indicated to the right of the slash suffer damage as if they were twice as many hexes away from Ground Zero as they have current altitude levels. Other airborne units within the Blast Area at or below the level indicated to the right of the slash will suffer a number of points equal to the weapon’s Base Damage, reduced by the number of points equal to the nuclear weapon’s ground Damage Degradation rating (the number to the left of the slash) times the number of hexes away from the Ground Zero Hex (airborne units should add their current altitude to the number of hexes away from Ground Zero they are).


Aerospace units operating on Low Altitude maps suffer damage slightly differently than standard ground units (as each Low Altitude hex is the equivalent of one standard BattleTech map sheet). Any aerospace unit within the Ground Zero hex and at or below the “Destroyed” Airborne Effects level (indicated to the left of the slash on the Standard Nuclear Weaponry Table) roll 1D6 and are destroyed on a roll of 6. All other units in the Ground Zero hex, including those above the “Destroyed” Airborne Effects level (yet at or below the “Damaged” level, indicated to the right of the slash), will suffer a number of points equal to the weapon’s Base Damage, reduced by the number of points equal to one-half the nuclear weapon’s Air Damage Degradation rating (the number to the right of the slash). Other aerospace units outside of the Ground Zero hex and at or below the “Damaged” level will suffer a number of points equal to the weapon’s Base Damage, reduced by the number of points equal to the nuclear weapon’s Air Damage Degradation rating (the number to the right of the slash) times the number of hexes away from the Ground Zero Hex (airborne units should add one-half their current altitude to the number of hexes away from Ground Zero they are, rounding all fractions up).


Protecting terrain: Outside of the Ground Zero Hex and the Crater Area, only intervening hills (or buildings strong enough to withstand the damage) may block the effects of a nuclear ground burst. To gain the protection of such terrain, the “hiding” unit must be directly adjacent to the hill or building, and the hill or building must be taller than the “hiding” unit’s height and cannot be destroyed by the effects of the weapon’s blast damage. If all these conditions are met and the “hiding” unit makes a 2D6 roll of 9+, the unit is success-fully protected against the damage effects of the attack. No terrain protects against a nuclear airburst.


Salvage: All units destroyed by a nuclear weapon attack (be they on the ground, in atmosphere or in space), whether located in the Ground-Zero Hex, a Crater Area, or damaged to the point of destruction within the Blast Area, are always considered to be unsalvageable.


Terrain damage: Beyond the Crater Area, damage to terrain reduces all Woods and Jungle hexes by one level (from Super- heavy to Heavy to Light) for every 20 full points of damage inflicted against the hex (this is different than the Terrain Conversion rules in Total Warfare and Tactical Operations due to the fact that nuclear blasts send out a far more concentrated wave of heat, followed by a shock wave, than any conventional weapons). Woods or Jungle reduced below Light become Rough terrain, as does any non-water hex that suffers 200 points of damage or more; all terrain in a Crater Area is annihilated. Water terrain within a Blast Area—but not with-in a Crater Area—is reduced by one level for every 3,000 points of damage. Any “partially destroyed” water features immediately refill their lost space in the following turns based on the volume of water left to fill the area (and the gamemaster’s discretion).


Any non-crater, non-water hexes within the Blast Area occupied by woods, buildings or units prior to a nuclear attack may be set aflame per the rules for Fire (see p. 43,TO); units set aflame are considered to be the target of a successful inferno missile attack, with a duration lasting until the end of the scenario, or until the unit is submerged, which ever comes first. For purposes of this effect, consider this an attack on the terrain/building by an energy weapon. Non-Woods/non-Building hexes that qualify for this effect have a modifier of 0 for the roll.


Secondary effects: The radioactive and electromagnetic effects of a nuclear attack disperse even farther than the blast and fire. To reflect these combined effects, all units and structures with-in twice the radius of the blast damage (and that are not already destroyed by the initial blast; see Standard Nuclear Weaponry Table, p. 194) must make a 2D6 roll and consult the Secondary Nuclear Effects Table on p. 194. Regardless of the outcome, all units within the secondary effect radius will suffer electromagnetic interference (EMI) for the remainder of the scenario, including a +2 to-hit modifier for all Ranged Weapon Attacks and a –2 modifier to all Missile Hits Table rolls. No terrain protects against secondary nuclear effects, and all airborne units within the same radius and which are at or below the “Damaged” Airborne Effects level are also affected.


Heat and Fire: Nuclear explosions within an atmosphere also include a significant thermal component, which can start flash-fires at great ranges and significantly heat up other, non-flammable objects within the effects radius. A nuclear detonation raises the heat level (of any unit that tracks heat) by 1/10 the standard dam-age inflicted by the explosion, to a maximum of +15 (and extending to the “Damaged” Airborne Effects level); so, if Jimmy’s Atlas was standing 40 hexes away from a Type II nuclear weapon detonation, it would suffer 80 points of standard damage, and would also receive 8 heat points from the explosion, while his Thunderbird flying at altitude 7 and 31 hexes away would suffer 126 points of damage and receive 13 extra heat points). 


Flammable terrain (including non-hardened buildings) within the Blast Radius that hasn’t been destroyed by the nuclear explosion may catch fire (see p. 43, TO). Roll 2D6 and add the number of heat points that would be added to any combat unit in that area; on a result of 5 or greater, the terrain catches fire. Additionally, roll 2D6 for each hex of flammable terrain within the range of Secondary Effects; on a result of 9 or greater, the terrain catches fire.


Multiple Attacks: Multiple nuclear weapon attacks against a target area are resolved separately, and do not stack for purposes of determining Blast Area and secondary effects. In the wake of a nuclear attack, additional effects may be imposed on the affected region, including continuous EMI as well as the effects of Toxic Atmosphere (Radiation) within the same area and all terrain “down-wind” of the attack, for a number of kilometers equal to 2D6 x the weapon’s kiloton yield. (see p. 56, TO for detailed rules on Toxic Atmosphere effects; determine “downwind” using the Spreading Fires rule on p. 45, TO.)


Nuclear Weapons in Space: In space, nuclear weapons must make actual contact to deliver their damage, as the effects of vacuum and the radiation shielding carried by all spacecraft sharply reduces their effectiveness. Furthermore, they must penetrate the target’s armor sufficiently to make up for the loss of most of their yield in order to inflict any major damage. To reflect these effects, a successful nuclear attack against any aerospace unit in space inflicts the weapon’s Capital Scale Damage value against the tar-get. However, as with a capital missile hit, all nuclear weapons may inflict additional damage on a successful critical hit. The chances for a critical hit from each nuclear weapon are noted on the table in parentheses next to the Capital Scale Damage value; this critical chance replaces that of any similar capital missile on which the weapon may be based.


Instead of inflicting a critical hit as listed on the damage location table, a critical hit from a nuclear weapon delivers ten times the weapon’s normal Capital Scale Damage directly to the target’s structural integrity (SI). However it is inflicted, damage to structural integrity by nuclear weapons is never halved. Additional critical hit effects resulting from damaged structural integrity are resolved normally.


Any target fortunate enough to survive the damage from a nuclear strike must make an immediate Control Roll with a +4 target modifier, but suffers no additional effects. Additionally, all units within space hex in which a nuclear weapon was detonated will suffer electromagnetic interference (EMI) for the remainder of the scenario, including a +2 to-hit modifier for all Ranged Weapon Attacks and a –2 modifier to all Missile Hits Table rolls. No other nuclear weapons effects apply in space.


Nuclear Weapons at High Altitudes: On the High Altitude map, nuclear attacks against an aerospace unit use the same rules as those in space, but the attack receives a –2 penalty to the to- hit roll, and any nuclear attack that hits its target automatically destroys it. If the attack occurs within eighteen kilometers of the planetary surface (the Ground Row of the High Altitude Map), consider the attack an airburst and follow all standard rules for a nuclear attack (above).


Special Conditions: As demonstrated between the space, atmospheric and surface-burst effects described above, nuclear weapons have different effects based on the environment in which they are used. Underwater units may be caught in the blast radius; likewise, combat in caverns underground may lead to sub-surface detonations that can affect other battlefield units in the vicinity. While these rules do not specifically cover the numerous additional effects of underground or underwater detonations, the Alternate Environments Table lists the modifiers for existing nuclear weapon effects based on such conditions as underground detonations, effects on underwater units and variable atmospheric pressures. Additional effects, such as those for alternative atmospheric com-positions, may occur at the discretion of the gamemaster or with player agreement.


Targeting Nuclear Ground Attacks: Nuclear attacks using Type Ia, Type Ib and Type II weapons are resolved as standard Artillery rules (see p. 179, TO) and/or Bombing attacks (for Type II weapons, see p. 245, TW) and as modified by the specific rules for each weapon (given below).


Type III and IV weapons are missiles that may be launched from the ground (in which case they follow a ballistic trajectory) or from space. Nuclear attacks made with Type III and Type IV weapons are resolved as Orbit-to-Surface Fire (see p. 103, SO). Type III and IV weapons launched from the ground travel at a speed of 20 map boards (10 kilometers) every standard (ground) turn (or 60 kilometers every space turn), but have a minimum flight time of 6 standard turns (one minute). The range for ground-launched weapons is indicated on the Standard Nuclear Weaponry Table, below. 


Internal Detonations: On occasion, a boarding team, mutineer, or terrorist might detonate a nuclear weapon inside a vehicle, spacecraft, mobile structure, or building. Historically, these attacks occurred most often involved “nuclear grenades” in the 22nd Century on Terra against Alliance cities and government buildings (by terrorists) or against critical factories, shipyards, and government buildings in the First Succession War (by special forces.) Larger-yield “demolition nuclear charges” were usually placed externally and handled by preceding rules.


For spacecraft (Small Craft, space stations, DropShips, JumpShips, and WarShip), internal detonations are treated as an automatic critical hit per Nuclear Weapons in Space (see p. XX). (This applies even to nuclear weapons that do not have a listed critical hit chance, like the Elias.) For non-spacecraft units, the damage is handled similarly: multiply the damage by 10 and apply directly to the internal structure. In both cases, ignore the “ground zero hex” effects.


Complications arise when resolving effects on neighboring units in non-space environments, which is why the player who was most loudly insistent on using nuclear weapons should be saddled with resolving nuclear weapon effects even if they were not the attacker. After an internal detonation, if the unit is destroyed (or the detonation hex of a building/mobile structure is destroyed), calculate the damage (in standard points) remaining after destroying the internal structure (but not armor) of the target. This remaining damage is then the basis for an area effect attack based on the target hex (for units that track which hexes are attacked) or the center of the target (otherwise).


This area effect attack damage decays for each hex of distance per the appropriate weapon type (on the Standard Nuclear Weapons Table; see p. XX). For attacks that do not occur in space, the player resolving the attack must calculate the distance at which the attack decays to zero by dividing the area effect damage by the Degradation by Hex value, rounding fractions down to 0. This is the new Primary Effect Radius of the weapon. The Secondary Effect Radius is found by multiplying the Primary Effect Radius by two.

Other applicable rules for resolving the nuclear explosion, apply normally.

Standard Nuclear Weapons


The following rules outline some of the most common types of tactical nuclear weapons used in the BattleTech universe, and some historical weapons.


Elias: Following the Second Soviet Civil War and its nuclear exchange, the Western Alliance was not enthusiastic about nuclear weapon research. However, its member-nations continued some work, producing the first all-fusion weapons lacking fissile elements in 2043 to replace older weapons with crude fission first stages. Bureaucratic inertia, efforts to protect budgets, and empire building in the monolithic Western Alliance Science Directorate refined the technology further in the second half of the 21st Century, exploiting pure fusion weapons’ lack of a need for a critical mass to produce very small weapons. The resulting decaton-yield weapons, massing only a few kilograms, had no end users and mostly sat in member-nation stockpiles—but their engineering success led others to duplicate them as fusion knowledge spread. They were the nightmare of the Terran Alliance and led that nation to centralize its authority and conquer “Separatist” nations in the 22nd and 23rd Centuries, while Separatist terrorists like Elias Liao would destroy entire city blocks with them.


Decaton-yield demolition grenades (often bastardized as a “micro-ton grenades”) available since 2077, all have statistics similar to the “Elias” presented here (which was actually developed for MII0 in 2792). It is a rectangular block massing some 5kg, mostly a durable casing by mass that is about the size of small attaché case. It has no explosive, radioactive, or high-density features to stand out to advanced sensors like Active Probes.


An Elias is assigned to an infantry platoon as a secondary weapon, and is treated as a small support weapon with a crew of 1 and ammo of 1. Unlike other secondary weapons, it is assigned to an individual rather than to the entire infantry unit, and rarely more than one is deployed at all. They tend to be used for covert raids to destroy critical targets (or reap terror) rather than on a conventional battlefield. Too heavy to actually throw like a grenade and with a very large danger radius, an Elias is designed only for deployment in one of two ways:

· First, it may be deployed as a ground mine. The player declares its emplacement during the Weapon Attack Phase. As only one soldier is involved, this does not interfere with the unit’s regular attack (if it makes any). The controlling player must declare whether the mine is set to command-activated mode or delayed detonation. Command-detonated mode (see p. 208, TO) first becomes active at the beginning of the turn following emplacement. The time delay is set on the turn of placement and may range from 1 turn to 1 month in increments of combat turns; it detonates during the Weapon Attack Phase of the designated turn.

· Second, it may be deployed as a limpet mine using a Leg Attack or Swarm Attack (see p. 220, TW) against BattleMechs and vehicles on the ground (which includes landed aerospace units). As an Elias does not need to reach a vulnerable spot on a target vehicle, just a convenient one, the attack is made with a –2 to-hit modifier. When emplacing it, the attacker must declare if the Elias is set to command detonation or timed detonation as with its ground emplacement. 


In cases where the Elias is deployed by boarding troops, see Internal Detonations (see p. XX).


The Elias may be cleared normally (see p. 210, TO), but with some modifications. First, the Elias is a single, small item without the usual signatures of mine, so the target number to locate and defuse an Elias placed as a mine is 11. If the Elias is placed as a limpet mine, it may be removed by a mine clearance effort if the mined vehicle either halts to allow mine clearing infantry to work on it for the next turn, or mine clearing infantry boards the vehicle (per standard boarding rules.) Clearing a limpet mine is much easier since it is relatively easy to locate on most vehicles’ surfaces, and disarming the mine is relatively simple (smash it, shoot it, burn it, and so on) and thus only has a target number of 6 in the mine-clearing roll. The precision-engineered laser-trigger mechanism will not function properly after even modest damage. Cleared Eliases may not be captured; their own anti-tamper functions ensure the mechanisms are ruined after they are cleared. Finally, a cleared Elias will never detonate accidentally due to a failed mine clearing roll, so mine clearing rolls of 5 or less have no effect.


While some users may be inclined to attempt to stack the under-powered Elias, the weapons do not synchronize sufficiently to allow multiple weapons to detonate in one hex in one turn (differing from the Multiple Attacks rule; see p. XX). The first Elias to detonate wrecks any others placed in the same hex before they can explode.


Type Ia: The versatile and compact Type I (known as the Davy Crockett in later centuries) weapon is manufactured in two different versions. The Type Ia is the infantry support model. Somewhat unpopular, as its range is too limited to keep the attackers out of harm’s way, it is a one-shot artillery weapon that includes a special launcher system and booster rockets to give the weapon respect-able range. Only one may be deployed per conventional infantry platoon, which must be a motorized platoon (reflecting the mobile launcher, which adds three tons to the base platoon weight). Platoons reduced to fewer than seven troopers may not operate the weapon. In all other respects, the Type Ia attacks as an artillery weapon, including shell-flight time and scatter rules.


The Type Ia always attacks as a ground burst.


Type Ib: Both versions of the Type Ib (later known as the Davy Crockett-M) deliver the same damage. Essentially designed as the farther-reaching artillery version of the infantry model, the Type Ib is a warhead upgrade for Long Tom and Arrow IV munitions. This version gains the same range and attack methods as its relevant weapon system (range dependent on launcher used), including shell flight times and the scatter effects of standard artillery ordnance. The modified munitions are heavier than standard Long Tom shells or Arrow missiles, but otherwise function in the same way. 


The Type Ib always attacks as a ground burst.


Type II: The Type II (later codenamed Alamo) missile is a special fighter-carried space-to-space (or air-to-ground) nuclear ordnance designed for use by aerospace and conventional fight-ers. It is powerful and fairly lightweight, occupying the place of 10 bombs (and imposing a corresponding loss of 2 Thrust Points for every Type II carried). The Type II may not be fired from space into atmosphere or vice versa. As a space-to-space or air-to-air weapon, the Type II has the range profile of an Autocannon/10 (both in standard-scale and Detailed Weapon Ranges), but it may be “fired” from an aerospace fighter at other targets in flight like a capital missile (and may be affected by Advanced Point Defense Weapons fire (see p. 96, SO) as appropriate). Resolve space-to- space Type II attacks as indicated in the rules for Nuclear Weapons in Space (see p. 193), and air-to-air Type II attacks as per Airborne Units in Blast Area (see p. 191). Type II attacks used in air-to-ground fire are treated as an offboard artillery attack with the base range equivalent of a Long Tom, using the equivalent off-board location corresponding to where the fighter ends its turn in the air (that is, a fighter 3 low altitude hexes away from the target mapsheet treats the Type II attack as artillery fire from 3 boards away). Type II missiles in flight move faster than artillery shells, however, and can traverse 10 boards per standard turn (rounded down). Type II missiles fired in this fashion may not be targeted by ground- based anti-aircraft or anti-missile systems. Type II missiles may be targeted by Point Defense Weapons (see p. 96, SO) as if it was a Barracuda missile with 2 points of capital scale-armor.


At the moment of firing, the attacker designates whether the Type II missile will deliver an airburst or a ground burst.


Type III: The Type III (known as the Santa Ana in later years) is effectively a White Shark ship-to-ship or ship-to-surface missile modified to carry a nuclear warhead. It may be launched per the normal capital missile rules from any White Shark or AR10 launcher, and follows the same profile as the White Shark for determining heat and range. It may be fired ship-to-ship, ship-to-surface and both surface-to-orbit and surface-to-surface (from special multiple use, purpose-built silos or dedicated vehicular mobile launcher) per standard rules, except as modified above.


The Type III may be fired surface-to-surface to deliver a ground attack, carried out as if by a standard orbit-to-surface launcher. This attack may deliver a ground burst or an airburst at the attacker’s discretion (declared upon firing). Type III weapons have a maximum atmospheric range of 5,000 kilometers (10,000 boards).


Type III weapons can be launched from aerospace craft, buildings and mobile structures that can fire White Shark missiles. Type III weapons can also be launched from support vehicles that mount a Type III missile launcher; this launcher has a mass of 160 tons (including the mass of the missile), is a one-shot weapon, and occupies one slot (additional construction information is included on the Nuclear Weapons Construction Data Table). Type III missiles may be targeted by Point Defense Weapons (see p. 96, SO) as if it was a White Shark missile with 3 points of capital scale-armor.


Ahab: This ancient weapon was introduced in 2220 by the Chesterton Trade League to equip its armed JumpShips in hopes of providing a deterrent against the larger, sturdier, and more numerous Terran Alliance combat JumpShips. While extinct by the Age of War and only used once in anger (at Alcyone against the Kluanian pirates), poor security during Chesterton’s union with Tikonov meant the two-stage, all-fusion warhead was the ancestor of many interstellar nations’ nuclear arsenals. It was itself based on Western Alliance laser-triggered fusion weapon research.


The Ahab was deployed on capital missiles basically identical in size and weight to modern Barracudas. It was launched per the normal capital missile rules from any Barracuda launchers (AR10s were not available during the Ahab’s life), and follows the same profile as the Barracuda for determining heat and range. As a space-deployed weapon only, it may only be fired in ship-to-ship and ship-to-surface modes per standard rules; ground-launched models were not available. When making a ship-to-surface attack, the attack may be a ground burst or airburst at the attacker’s discretion (declared upon firing). Ahab missiles may be targeted by Point Defense Weapons (see p. 96, SO) as if they were a Barracuda with 2 points of capital-scale armor.


The Ahab’s statistics may also stand in for modern weapons of similar yield and launch method, but can only be attached to and launched as a Barracuda.


Type IV: The largest of the tactical nuclear weapons, the Type IV (sometimes known as the Peacemaker) is a bigger missile based upon the Killer Whale missile that shares much in common with the Type III weapon. It may be launched per the normal capital missile rules from any Killer Whale or AR10 launcher, and follows the same profile as the Killer Whale for determining heat and range. It may be fired ship-to- ship, ship-to-surface and both surface-to-orbit and surface-to-surface (from special multiple use, purpose-built silos or dedicated vehicular mobile launcher) per standard rules, except as modified above.


Type IV missiles may be fired surface-to-surface to deliver a ground attack, carried out as if by a standard orbit-to-surface launcher. This attack may deliver a ground burst or an airburst at the attacker’s discretion (declared upon firing). They have a maximum range of 10,000 kilometers (20,000 boards). Type IV weapons can be launched from aerospace craft, buildings and mobile structures that can fire Killer Whale missiles.


Type IV weapons can also be launched from support vehicles that mount a Type IV missile launcher; this launcher has a mass of 210 tons (including the mass of the missile), is a one-shot weapon, and occupies one slot (additional construction information is included on the Nuclear Weapons Construction Data Table). Type IV missiles may be targeted by Point Defense Weapons (see p. 96,SO) as if it was a Killer Whale missile with 4 points of capital scale-armor.


Asset Management Weapon (AMW): This strategic weapon was introduced by House Marik in the First Succession War and was used extensively in the “Economic Warfare” of the First Succession War. While mounted on Barracuda capital missiles, as matter of cost-avoidance the elaborate space-to-space guidance and penetration aids of a conventional capital missile were minimized to make the AMW a cost-efficient orbital bombardment weapon. AMWs were often deployed in the thousands against strategically important planets, typically from squadrons of converted freighter DropShips (known as “boomers”) that carried a dozen or so launchers and large magazines. While larger in yield than the strategic nuclear weapons of Terra’s ancient, two Cold Wars, this high yield compensated for the poor accuracy of space-to-ground attacks (sometimes from as distant as Lagrange pirate points). Fusion fuel for all-fusion weapons is cheap, so high yields were inexpensive.


The AMW was deployed on Barracuda capital missiles. It was launched per the normal capital missile rules from any Barracuda or AR10 launchers, and follows the same profile as the Barracuda for determining heat and range. As a bombardment weapon only, it may only perform ship-to-ground attacks. When making a ship-to-surface attack, the attack may be a ground burst or airburst at the attacker’s discretion (declared upon firing). AMW missiles may be targeted by Point Defense Weapons (see p. 96, SO) as if they were a Barracuda with only 1 point of capital-scale armor.

<<<BEGIN TABLE>>>

WMD Acquisition Modifiers

Nuclear Weapon



Force Affiliation/

Base Availability 
TNs 
Force Size/Rating* 
Modifiers
Equipment* 
Modifiers

Type Ia 
19 
Elite 
–2 
SLDF or Taurian Concordat 
–3

Type Ib 
18 
Regular 
+2 
Other Periphery (Non-Taurian) 
–2

Type II 
17 
Green 
+3 
Combine or FedSuns 
–1

Type III 
18
Fanatical* 
–2 
Capellan, Free Worlds or Lyran 
+2

Type IV 
20 
Questionable* 
+4 
Equipment A* 
–1

Ahab
17**
Per Full ’Mech Regiment 
–1 (max –3) 
Equipment D-F* 
+2

AMW
17†
Unit Smaller than Regiment 
+3 
Era: 2866-3067 
+2

Elias
19

*Only for units that track loyalty and/or equipment ratings

**Only available to pre-Age of War Factions

†Only available to Inner Sphere House units, 2790+

standard nuclear weaponry table






Airborne


Base Standard
Capital
Degradation
Secondary
Effects


Damage at
Damage
By Hex
Radius
(Destroyed/
PSR
Crater

Weapon

Weapon (Nuclear Yield)
Ground Zero
(Crit. Chance)
(Ground/Air)
(Ground/Air)
Damaged)
Mod
Depth
Range (Ground/Aero) 
Mass

Elias (0.05 Kiloton)
10
0.1^ (NA)
1 / 10*
18 / 1*
1 / 2
+0
0
0 / 0
5 kg

Type Ia (0.5 Kiloton) 
100 
1 (11+) 
5 / 50* 
40 / 4* 
2 / 7 
+0 
0 
2* / NA 
3 tons

Type Ib (0.5 Kiloton) 
100 
1 (11+) 
5 / 50* 
40 / 4* 
2 / 7 
+0 
0 
As Launcher** / NA 
1 ton

Type II (5 Kilotons) 
1,000 
10 (10+) 
23 / 290* 
86 / 6* 
5 / 9 
+1 
1 
20* / Medium† 
5 tons

Type III (50 Kilotons) 
10,000 
100 (9+) 
109 / 1400* 
184 / 14* 
9 / 10 
+4 
3 
10,000* / As White Shark† 
40 tons

Ahab (150 Kilotons)
30,000
300 (8+)
226 / 2,900*
266 / 21*
9 / Row 1‡
+7
4
NA / As Barracuda
30 tons

Type IV (500 Kilotons) 
100,000 
1,000 (8+) 
505 / 6,400* 
396 / 30* 
9 / Row 1‡ 
+10 
5 
20,000* / As Killer Whale† 
50 tons

AMW (3,000 Kilotons)
600,000
6,000 (6+)
1,662 / 21,000
722 / 57*
Row 1‡ / Row 2‡
+12
9
NA / As Barracuda
30 tons

*In ground mapsheets/low-altitude map hexes (1 mapsheet = 17 ground hexes)

**Type Ib weapons are launched only by Long Tom or Arrow IV artillery units; use the base range as indicated by the launcher

†Range in aerospace game play (Type II uses Detailed Weapon Range as AC/10; Type III, Ahab, Type IV, and AMW as indicated capital missile)

‡ Effects extend into Row 1 or 2 on the High Altitude Map, as indicated

nuclear weapons construction data table

Item 
Base 
Rating 
Date 
Cost (C-Bills) 
(Tons) 
M 
P 
CV 
SV 
F 
SC
 DS 
JS 
WS 
SS 
MS

Elias
IS
C/F-F-F
2077
1,000,000
NA
NA
NA
NA
NA
NA
NA
NA
NA
NA
NA
NA

Type Ia 
IS 
E/F-F-F 
2412 
1,000,000 /
+3* 
NA 
NA 
NA 
NA 
NA 
NA 
NA 
NA 
NA 
NA 
NA





500,000 

Type Ib 
IS 
E/F-F-F 
2480** 
† /
† 
† 
† 
† 
† 
† 
† 
† 
NA
 NA 
NA 
†





500,000 

Type II 
IS 
E/F-F-F 
2200 
‡ /
‡ 
‡ 
‡ 
‡ 
‡ 
‡ 
‡ 
‡ 
‡ 
‡ 
‡ 
‡





1,000,000 

Type III Launcher†† 
IS 
E/F-F-F 
2300 
250,000 /
160 
NA 
NA 
NA 
15 
NA 
NA 
NA 
NA 
NA 
NA 
1





15,000,000 

Ahab
IS
E/X-F-F
2220-2320
† /
† 
† 
† 
† 
† 
† 
† 
† 
†
 † 
† 
†





20,000,000

Type IV Launcher†† 
IS 
E/F-F-F 
2300 
500,000 /
210 
NA 
NA 
NA 
20 
NA 
NA 
NA 
NA 
NA 
NA 
1





40,000,000 

AMW
IS
E/F-F-F
2790
† /
† 
† 
† 
† 
† 
† 
† 
† 
†
 † 
† 
†





1,000,000

*Mass includes that for the launch equipment and weapon, and must be added to the mass of the infantry unit that operates the weapon.
**Intro date for Long Tom warhead; a prototype Arrow IV warhead becomes available in 2595 for use with Star League Arrow IV-P launchers.
†As per the launcher (Long Tom, Arrow IV, or Barracuda).
††Stats for ground-based launcher only; White Shark/Killer Whale/AR10 launchers may be mounted per those rules. 
^ This is treated as 10 points of standard weapon damage, converted to capital damage normally. Critical hits (per Internal Detonations, above) make this 1 capital point of damage, but the Elias cannot generate an extra critical hit chance on its own.

secondary nuclear effects table

Roll* Results

2–4 
Unit is Destroyed (crew/pilot/troopers all killed; engines shut down; all applicable unit types suffer 1D6 critical hits**)

5–6
Unarmored infantry outside buildings are killed; armored infantry/infantry within buildings suffer 50% casualties (round up);

Conventional and support vehicles suffer two critical hits, plus one automatic Crew Killed critical hit; ’Mech and fighter units

suffer two critical hits and must make a Shutdown Avoid Check at 10+ (Pilots of these machines suffer four hits).**

7–10
Unarmored infantry outside buildings suffer 50% casualties (round up); armored infantry and infantry within buildings suffer 25% casualties (round up); conventional and support vehicles suffer one critical hit, plus one automatic Crew Stunned critical hit; ’Mech and fighter units suffer one critical hit and must make a Shutdown Avoid Check at 6+ (Pilots of these machines suffer two hits).**

11+ 
Unit sustains no damage

*Add +2 to the roll for combat vehicles, ’Mechs, battle armor and aerospace craft, as well as an additional +2 for any unit within a hardened structure.

**Critical hits are resolved randomly, the locations determined for each by rolling on whichever side of the unit faces the Ground Zero Hex.
<<<end TABLE>>>

<<<begin TABLE>>>

alTernaTive environmenTs Table 

Defending Unit is underwater and within the blast radius of…* 


(Nuclear Airburst) 
Divide damage to submerged targets by their current depth x 10 (based on pre-blast depth levels)* 


(Nuclear Ground Burst) 
Divide Damage Degradation Rate by 2**

Nuclear Explosion is Subterranean…* 


(At/Within Max. Crater Depth)† 
Use standard rules for ground-burst attack, centered over ground zero. 


(Over 1x to 2x Max. Crater Depth)† 
Treat blast as standard ground-burst attack, using only 10% of base damage at ground zero (damage 



degrades normally, centered over ground zero). 


(Over 2x to 5x Max. Crater Depth)† 
Treat area above the weapon’s normal cratering area (radius of 2x crater depth, centered over ground 



zero) as a severe earthquake, imposing a +5 penalty on all rolls for the turn of detonation. (


Over 5x Max. Crater Depth)† 
No effect. 

Atmospheric Pressure‡ 


Vacuum 
Multiply Damage Degradation Rate by 10 


Trace 
Multiply Damage Degradation Rate by 3 


Thin 
Multiply Damage Degradation Rate by 1.5 


Standard 
Multiply Damage Degradation Rate by 1 


High 
Multiply Damage Degradation Rate by 0.67 


Very High 
Multiply Damage Degradation Rate by 0.5 

*Units underwater and units subjected to the effect of subterranean explosions at deeper than 1x the weapon’s maximum crater depth do not suffer secondary effects. 

**Underwater units add 1 hex of distance from ground zero count for each full 5 levels of depth. A “ground burst” is considered to be any nuclear attack that occurs at or near the water’s surface. 

†Crater depth for Type I weapons is considered 1. 

‡Relative to Terran standard; round up fractions.

<<<end TABLE>>>

biologiCal and CHemiCal weaPons


Biological and chemical weapons encompass a wide array of different agents, delivered through a variety of means, designed to impair, injure or kill opponents without the accompanying mass devastation caused by heavy weapons fire. Throughout recorded history, combatants have employed poisons and disease against their enemies in an attempt to reduce their ability to attack or defend without risking their own soldiers in combat, though the use of these special weapons did not begin to mature until the early decades of the 20th century, when the first truly effective chemical weapons were deployed on the battlefield. In the centuries since, biological and chemical weapon technologies—as well as those designed to defeat the effects of these weapons—have advanced even further.


Of course, so too have the rules and conventions on the use of biological and chemical weapons advanced. By the end of the 20th century, research and development efforts had split down two very different paths: development of non-lethal weapons meant to subdue (especially unruly populations) and development of highly lethal weapons designed solely to kill and inflict suffering. The former became accepted tools that could be used by military and civil authorities alike throughout the centuries and across the starts, and could even be utilized by civilians in limited fashions (the same technologies that brought about “tear gas” also produced the non-lethal personal defense spray weapons, like “mace”, for the civilian markets). The latter soon became classified as weapons of mass destruction, the use of which would bring the enmity of every “civilized” nation— despite the fact that each one of these so-called civilized nations developed and deployed their own versions of these weapons.


The Age of War saw widespread use of WMDs throughout the Inner Sphere, prompting the adoption of the Ares Conventions. But like so many similar treaties in the past, the Ares Conventions only made the use of these weapons a crime; every nation continued the development and construction of biological and chemical weapons (just as they did with nuclear weapons)—both as a deterrent against their future use as well as to give them the ability to retaliate in kind, if necessary.


Biological and chemical weapons come in many different types, and many cause similar effects upon their targets, though the treatment and/or response to each will vary widely. In general, biological weapons include viruses, germs, pathogens and other living organisms (some naturally occurring, and some genetically engineered in a laboratory) that attack humans (among other animals), compromising and destroying their immune systems and/ or damaging vital organs; biological agents are typically slow to act, but require a specific vaccine to be generated (often only after closely observing the effects of the weapon upon several hapless test subjects—few of whom survive the ordeal). Chemical weapons, on the other hand, are non-living compounds, often non-organically synthesized, that are designed to induce one or more physiological responses in victims (including such traditional weapons as “tear gas” and mustard gas, as well as sedatives and nerve gasses); chemical agents can be fast- or slow-acting, and it is often necessary to formulate counter-agents only after observing their effects upon victims, though the more generalized nature of chemical weapons means that some simple counters may be read-ily available based on the effects induced by the weapon.


Detailed descriptions of the many different types of biological and chemical weapons employed during the Reunification War, and their individual game effects, is beyond the scope of this chapter. Instead, we will provide a simple framework that will allow gamemasters and players to incorporate the limited use of various biological and chemical weapons in their games. The weapons themselves are grouped into five broad classes described below, each with different characteristics, delivery methods, availabilities and even legalities.

General Rules


Gamemasters and players should use the following rules if they wish to incorporate the use of biological and chemical weapons into their Reunification War games. These rules are primarily meant to simulate their use in standard BattleTech games, though some basic information is provided that may be applied also to A Time of War role-playing game campaigns.


Before using biological or chemical weapons, all players involved must agree to their use. Further, each player must deter-mine if any such weapons are even available for use (see Acquisition, below), and then ensure that he or she has an appropriate delivery method available.


Note: The rules below refer to individuals. For ease of gameplay, players may roll for saves and apply effects to entire crews/infantry platoons rather than determine the results for each individual member of each. Additionally, in the case of the most potent weapons, the effects may potentially impact massive populations in the millions, which is out of the scope of the rules as outlined over the next several pages; gamemasters and players are thus cautioned when choosing to employ these weapons within their games.


Acquisition: Each weapon has a different Target Number listed on the Biological and Chemical Weapons Table. Any player wishing to acquire a biological or chemical weapon must play the listed cost (this is in addition to the cost of any munitions) and then roll 2D6 against the TN, modified by the same affiliation and unit standing modifiers listed on the WMD Acquisition Modifiers table (see p. 194). Each success gains the player’s unit one “dose” of that weapon (enough to equip one ton of ammunition, fifty grenades (or other pieces of ordnance), or to make one non-weapon delivery (see Delivery Method, below); players acquiring Class I weapons will have access to up to 2D6 times this amount—the player may take less—but also must pay for each acquired “dose”). Players may only make one attempt to acquire a chemical or biological weapon per week.


The price listed on the Biological and Chemical Weapons Table is for chemical (or radiological) weapons; the cost for a biological weapon is ten times the listed price.


Description: Each of the general classes of weapons is described below. Time to Effect indicates how long it takes, in game terms, before individual crews and personnel exposed to the given weapon begins displaying the affects of the weapon.


Persistence indicates two different periods of time; the first number indicates how long each individual exposed to the weapon displays its affects. The second indicates how long the original agent remains dangerous (anyone coming into contact with the agent during this time must make an Effects Resist Roll; targets that suffer the full effects of the agent must wait the full persistence duration, after which they only suffer the partial effects; targets suffering the partial effects of the agent no longer suffer after the full persistence has expired (thus, targets suffering the full effects must recuperate for two complete persistence periods before recuperating).


TN is the Target Number of an Effects Resist Roll that each unprotected unit’s crew/unprotected personnel within the area of effect must succeed at or suffer the weapon’s effects (this number is modified as follows based on the experience of the crew: Green +1, Regular +0, Veteran –1, Elite –2; AToW characters should instead make a BOD + WIL double Attribute Check, with a penalty of the listed TN minus 4 to the roll or be affected). Two TNs are listed for each weapon. Any unit that rolls a modified Effects Resist Roll less than the first TN are subject to the full effects of the weapon; a unit whose roll is equal to or greater than the first TN, but less than the second TN, are subject only to the partial effects of the weapon. Any unit that rolls equal to or greater than the second TN avoid all effects of the weapon. (Thus if three regular-experience units are subject to a Class I agent and roll 11, 4 and 9 respectively, the first unit avoids all effects, the second unit is subject to the weapon’s full effects, and the third unit suffers only partial effects.)


Game Rules provide a detailed description of how the agent affects any individuals exposed to the weapon.


Countermeasures describe the specific measures that those potentially affected by the weapon can use to counter the weapon’s effects.


Delivery Method: Biological and chemical agents may be delivered in a variety of manners. Agents that will be utilized on a battlefield will typically be delivered via a missile or artillery shell that explodes over a target location and disperses a gas or a fine mist; agents that can be delivered in this way indicate a “yes” under “Weapon Delivery” on the Biological and Chemical Weapons Table. 


Any heavy weapon that can fire smoke munitions (including artillery, vehicular grenades, missiles, and mortars) can fire chemical munitions instead. Chemical munitions behave just like their smoke round equivalents, except for the following: 


All hexes affected by chemical munitions are treated as Light Smoke for the purposes of line of sight and targeting modifiers, even if the corresponding smoke munitions would deliver Heavy Smoke. Smoke delivered by chemical munitions is called Chem Smoke.


Chem Smoke is designed to disperse over a broader area and so will cover one more hex in radius than smoke munitions of equal size. Regardless of radius, Chem Smoke rises three levels above the underlying terrain.


All units entering or moving through a Chem Smoke hex must follow the rules appropriate to the chemical weapon’s type as described in the Chemical Weapons Effects Table.


These agents can also be delivered in the form of a grenade (or other AToW class A to E ordnance), though the area of effect is 1.5 times the normal area for that ordnance class (see AToW), while their “cloud” extends to twice the normal height.


Ranged weapons are not the only way to deliver some of these agents, and most biological agents in fact require that they not be delivered by a ranged weapon. Agents that can be delivered through different methods indicate a “yes” under “Non-Weapon Delivery.” These delivery methods can be as varied as poisoning a reservoir to infecting several individuals and setting them loose within a population in an attempt to infect a much larger group (the specific means are left up to the gamemaster or player consensus to determine).


Protective Gear: In general, the modern battlefield ensures that many of its combatants are protected against the most common biological and chemical weapons they might encounter. BattleMech and aerospace pilots, and crews of combat vehicles, all remain protected from the immediate effects of biological and chemical weapons—so long as they keep their cockpits and crew compartments sealed (for support vehicles, this requires Environmental Sealing). Likewise, regular infantry and other ground combat personnel all typically possess gear that can easily protect them against such attacks, though only given enough warning to don that gear (which is bulky—it takes 1D6 standard turns to don the gear; any personnel in protective gear suffer a +1 penalty to the target numbers of all skill rolls, including to-hit rolls; AToW characters in this gear are also Encumbered).


Breeches of vehicle armor (the destruction of all the armor on one or more vehicle locations) or ’Mech/aerospace cockpits (the destruction of all head/nose armor) while that unit is within an agent’s area of effect immediately expose that unit’s crew/pilot to the agent.


Decontamination: Even if a unit is unaffected by a biological or chemical attack because of protective gear, the pilot, crew or soldiers may yet be susceptible to the effects of these weapons unless they decontaminate their ’Mech, vehicle, aerospace craft or protective gear before exiting the unit or doffing their protective gear. Decontamination is performed by specialized Engineer (or Combat Engineer) squads in XCT protective gear (see p. 351, TO), and requires only a successful Maintenance Check appropriate to the unit type being treated (no check is required for treating buildings and terrain), with failure simply forcing the clean up process to take double the normal maintenance cycle.


Pilots, crews and infantry that exit contaminated units/doff contaminated protective gear (units that have not decontaminated) may potentially suffer the effects of the weapon if they do so within the Persistence (the number to the right of the slash) of the weapon. All pilots/crews/platoons must make an Effects Resist Roll, per the class of weapon that attacked the protected unit, at a –2 to the TN, or be affected by the weapon. 

Class I


Class I weapons are legal, non-lethal chemical weapons that are commonly used by police and other security forces when dealing with disruptive groups, and when those persons must be dispersed or subdued without injuring or killing them. The two most common Class I agents include “tear gas” and “knock-out gas”, each of which has different effects—“tear gas” causes affected targets to begin coughing and vomiting uncontrollably and all exposed skin (as well as the eyes, nose, mouth and lungs) to feel as if they are burning and itching intensely; “knock-out gas” causes targets to lose consciousness temporarily.


Time to Effect: Immediate (start of next turn)


Persistence: 1D6+2 turns / 3D6+6 turns 


TN: 7 / 10


Game Rules: Full “tear gas” effects include a +4 penalty to all skill check TNs, the target is blinded and unable to speak or hear clearly, and targets without military (or other suitable) training must immediately make a morale check at a +4 to the TN or panic and move as fast as possible in a random direction out of the area of effect; partial “tear gas” effects include a +2 penalty to all skill check TNs, and targets without military (or other suitable) training must make a morale check at +2 or panic and move as fast as possible in a random direction out of the area of effect.


Full “knock-out gas” effects include all so-affected targets to immediately lose consciousness for the duration of the persistence, and targets immediately fail any PSRs, Control Rolls or active Skill/ Attribute Checks; partial effects include a +2 penalty to all skill check TNs, and targets that can suffer pilot/crew hits temporarily act as if they have suffered two such hits (for the persistence of the effects; a “Crew Killed” result because of these temporary hits simply result in unconsciousness until the effects wear off).


Countermeasures: Personnel must don protective gear or be within a sealed environment to completely avoid the effects of Class I agents. A simple “gas mask”/filter mask will not be sufficient, as the agent is also able to enter the body through pores in the skin; wearing a filter mask without a complete environment suit or environmental sealing will grant a –1 bonus to the TN.

Class II


Class II agents are the lowest level of agents classified as WMDs. They are typically fast-acting chemical agents designed to injure or otherwise incapacitate their targets, and leave their targets with either horrible external injuries or widespread internal damage. Those that survive Class II attacks are rarely ever the same again physically. 


Time to Effect: Immediate (start of next turn)


Persistence: 1D6 days / 3D6+6 turns 


TN: 9 / 11


Game Rules: Full Class II effects leave targets completely incapacitated within 1D6 turns, and subject to a +4 penalty to all skill check TNs before incapacitation (treat incapacitated targets as killed), and any targets that can suffer pilot/crew hits immediately four such hits; after the battle, targets so affected must make a second roll against the partial Effects Resist Roll with a –4 bonus to the TN or are killed.


Targets affected by partial Class II effects are subject to a +2 penalty to all skill check TNs, and any targets that can suffer pilot/ crew hits immediately suffer two such hits.


Any targets that survived and suffered any effects of the agent must make one final Effects Resist Roll, against either the full or the partial TN (depending on whether they suffered full or partial effects), at a –4 to the TN. If they succeed, they suffer no further effects, but if they fail they suffer an immediate and permanent –1 to all skill levels and Initiative rolls.


Countermeasures: Personnel must don protective gear or be within a sealed environment to avoid the effects of Class II agents.

Class III


Class III agents are fast-acting and designed to kill their targets immediately. Such agents include “nerve gas” and other highly toxic poisons. Those that survive Class III attacks are often left with severe physical impairments and other lasting health problems.


Time to Effect: 1D6 turns


Persistence: 4D6 days / 2D6+3 turns 


TN: 8 / 10


Game Rules: Any personnel exposed to a Class III agent must immediately make an Effects Resist Roll. Any targets subject to the full Class III effects will die within 1D6 turns (the Time to Effect) unless administered a counter-agent within that time; between the time of exposure and death, targets suffer partial Class III effects.


Targets affected by partial Class III effects are subject to a +3 penalty to all skill check TNs, –2 to all Initiative rolls, and any targets that can suffer pilot/crew hits immediately suffer three such hits.


Any targets that survived and suffered any effects of the agent must make one final Effects Resist Roll, against the partial TN, at a –2 to the TN; if they succeed, they suffer no further effects, but if they fail they suffer an immediate and permanent –1 to all skill levels and Initiative rolls.


Countermeasures: Personnel must don protective gear or be within a sealed environment to avoid the effects of Class III agents. The effects of Class III agents can potentially be countered through the immediate injection of a counter-agent; these counter agents are typically a mixed “drug cocktail” designed to counteract the worst effects of Class III weapons, but are not issued to troops in the field unless a WMD attack is expected as they have limited “shelf lives” and, if injected in a person not affected by a Class III agent, could in fact cause serious medical problems above and beyond any inflicted by WMD use. One Class III counter-agent dose (enough for one person) costs 100 C-bills, and if not continuously stored in a controlled environment, is only good for seven days. If a person exposed to a Class III agent is injected with a Class III counter-agent between exposure and the randomly rolled Time to Effect, that individual immediately makes a second Effects Resist Roll at a –3 modifier to the TN, applying the effects of the second roll (regard-less of the first result).


An individual administered a counter-agent without first being exposed to the agent suffers the partial effects of a Class II agent.

Class IV


Class IV agents are slow-acting and either biological agents (typically a specially engineered virus) or chemical poisons that are ingested over a relatively lengthy period. They cause illness in almost anyone that comes into contact with them, but do not break down quickly, which means they are very difficult to direct against specific targets. They are most commonly delivered through covert operations—tainting a city’s drinking water or infecting a small group of prisoners and then releasing them into a population. Delivery though a weapon strike is possible, but such an attack without immediate results often gives the supposed targets the time to deploy countermeasures before the weapon takes effect.


Time to Effect: 1D6 + 2 days


Persistence: 1D6 days / 2D6 days


TN: 7 / 10


Game Rules: Prior to deploying the Class IV agent, the control-ling player must determine if this is a poison attack or a biological (virus or germ) attack. Poison agent attacks follow all standard rules listed here. Biological agent attacks are made at a –1 to the listed TNs, but any unprotected individual that comes into contact with someone infected by the agent after the first 1D6 x 8 hours must make an Effects Resist Roll at a total of a –2 to the TNs (including the –1 because it is a virus); unprotected individuals must make this roll every time they come into contact with an infected target (rolling for each target they come into contact with); once infected, the target cannot be subject to more serious effects.


Targets affected by the full effects of a Class IV agent suffer a cumulative +1 penalty to all skill check TNs, –1 to all Initiative rolls, and one pilot/crew hit (if they can suffer such hits) for each 24-hour day of Persistence (the cumulative effects at the start of the first day are –1 & 1 hit, on the second day –2 & 2 hits, on the third day –3 & 3 hits, etc.); on the sixth day, the target must succeed at one final Effects Resist Roll, with a TN of 10 (modified as normal) or die.


Targets affected by the partial effects of a Class IV agent suffer a cumulative +1 penalty to all skill check TNs, –1 to all Initiative rolls, and one pilot/crew hit (if they can suffer such hits) for each 48 hours of Persistence (at the start of the first, third and fifth days).


Any targets that survived and suffered any effects of the agent immediately begin to recover; for every full 24-hour day after the agent’s Persistence expires, that target reduces the penalty to all skill checks and Initiative rolls by one and recovers one pilot/crew hit.


Countermeasures: Personnel must don protective gear or be within a sealed environment to avoid the effects of Class IV agents.


There are no “generic” counter-agents capable of counter-acting the effects of a Class IV agent. Each individual Class IV agent has its own unique counter-agent that must be researched, developed, synthesized and then distributed, which typically takes weeks of time—or longer—if the agent has never been encountered before, though every major nation maintains some stockpiles of counter-agents that can fight the effects of the most common weapons its enemies might use. It is beyond the scope of these rules to provide guidelines on researching and develop-ing counter-agents. For simplicity’s sake, roll 2D6; on a result of 2-10, the Class IV agent is “known” and has an already-researched counter-agent; on an 11 or 12, the agent is “unknown” and a counter-agent must be created.


It will take 1D6 days after exposure to determine whether a Class IV agent is “known” or “unknown.” Counter-agents for “known” weapons can be synthesized and/or shipped to the battlefield within 1D6 days and costs 500 C-bills per dose; counter- agents for “unknown” weapons require 5D6 days for R&D and then synthesis, and costs 1,000 C-bills per dose (thereafter the Class IV agent is “known”).


A counter-agent can only be administered in a medical set-ting (first aid station, MASH, hospital, etc.). A person exposed to a Class IV agent and injected with its counter-agent between expo-sure and the randomly rolled Time to Effect immediately makes a second Effects Resist Roll at a –3 modifier to the TN, applying the effects of the second roll (regardless of the first result). If the counter-agent is administered after the effects set in, the target makes a second Effects Resist Roll, this time at a –1 modifier to the TN, applying the effects of the second roll (regardless of the first result).

Class V


Class V agents are slow-acting but extremely vicious weapons. They include bio-engineered viruses designed to kill their targets, as well as makeshift radiological weapons that spread radioactive debris over a wide area. Areas affected by Class V weapons are often made uninhabitable by the weapon, at least until significant cleanup efforts are expended. Worse, those affected by Class V agents—at least those that survive their immediate effects—live out their shortened lifespans with serious health problems.


Time to Effect: 2D6 x 12 hours


Persistence: 2D6 days / 4D6 months


TN: 8 / 11


Game Rules: Prior to deploying the Class V agent, the con-trolling player must determine if this is a radiological attack or a biological attack. Radiological agent attacks follow all standard rules listed here. Biological agent attacks are made at a –1 to the listed TNs, but any unprotected individual that comes into contact with someone infected by the agent after the first 1D6 x 8 hours must make an Effects Resist Roll at a total of a –1 to the TNs; unprotected individuals must make this roll every time they come into contact with an infected target (rolling for each target they come into contact with); once infected, the target cannot be subject to more serious effects.


Targets affected by the full effects of a Class V agent will die within 1D6 days of the onset of effects; before then, they suffer a cumulative +1 penalty to all skill check TNs, –1 to all Initiative rolls, and one pilot/crew hit (if they can suffer such hits) for each 24 full hours until they die.


Targets affected by the partial effects of a Class V agent suffer a cumulative +1 penalty to all skill check TNs, –1 to all Initiative rolls, and one pilot/crew hit (if they can suffer such hits) for each 48 hours of Persistence (at the start of the first, third, fifth, etc. days). On the eleventh day, the target must succeed at one final Effects Resist Roll, with a TN of 10 (modified as normal) or die.


Any targets that survived and suffered any effects of the agent may begin to recover. 48 hours after the agent’s Persistence expires, the target must make an Effects Resist Roll against a TN of 10. If this roll fails, the target does not improve and may make another Effects Resist Roll in 48 hours against a TN of 9; if that one fails, the target may make one final Effects Resist Roll against a TN of 8; if that one fails, the target dies. A success means recovery; for every full 48 hours after recovery begins, that target reduces the penalty to all skill checks and Initiative rolls by one and recovers one pilot/ crew hit.


Countermeasures: Personnel must don protective gear or be within a sealed environment to avoid the effects of Class V agents. Decontamination requires a standard maintenance check by a decontamination squad with a +2 modifier to the TN.


There are no Class V counter-agents.


Note: The Class V weapon’s Area of Effect is three times the normal. All terrain affected by a Class V weapon is considered either Tainted or Toxic Radiological/Poisonous (see p. 56, TO). Roll 1D6: on a result of 1-4 that area is Tainted; on 5-6 it is Toxic.

<<<being table>>>

biologiCal and CHemiCal weaPons Table 


Weapon
Non-Weapon 
Effects 

Acquisition 


Delivery
Delivery
TN
C-Bill Cost
TN

Class I 
Y 
N 
7 / 10 
1,000 
4 

Class II 
Y 
N 
9 / 11 
10,000 
9 

Class III 
Y 
N 
8 / 10 
250,000 
16 

Class IV 
Y 
Y 
7 / 10 
1,000,000* 
18 

Class V 
Y 
Y 
8 / 11 
5,000,000* 
20 

*Cost indicated is for a chemical (or radiological) weapon; cost for a biological weapon is 10x greater

<<<end table>>>

 

<<<art note: if possible, start new page>>>

costs and availability


The following covers the costs and availability for the equipment/rules found in this section.

belters


???

castle brian


???

centurion weapon system


???

improved weapons and equipment (early clans)


The costs and available for the Improved Weapons and Equipment (Early Clan) are found on p. XX.

land-air BattleMechs


???

“Machina Domini” Interface

Calculate the C-bill costs of a “Machina Domini” unit—PA(L) or BattleMech—as normal, but consult the Special Technologies Costs Table for those components specifically unique to the “Machina Domini” interface system.

<<<begin table>>>

Special Technologies Costs Table

Item 
Cost (in C-bills) 
Tech Rating 
Availability
“Machina Domini” Technology 

BattleMech Neural Interface Unit 
650,000 
E 
X-X-F 


BattleMech Interface Cockpit 
1,500,000 
E 
X-X-F

<<<end table>>>

Manei Domini


???

Primitive construction rules 


With the exceptions listed on the Primitive Component Cost Table, all costs are calculated as normal. Battle Values are also calculated in the same manner as laid out in TechManual and Strategic Operations.
<<<begin table>>>

primitive component cost table

Component Type
Cost

Armor


Primitive/Industrial*
5,000

Cockpit


Primitive, BattleMech/Fighter*
100,000


Primitive, IndustrialMech*
50,000

Musculature


Primitive* 
Unit Tonnage x 1,000

*Multiply equipment cost by 2 for designs prior to 2450
<<<end table>>>

Primitive weapons and equipment


???

PROTOMECH RULES ADDENDUM


???

prototype systems (age of war)


???

protoype clan systems (early clans)


???

prototype inner sphere systems (war of 3039)


???

QuadVees


???

robotic Control Systems

Calculate the C-bill costs of a Robotic Drone unit as normal for its type, then consult the Special Technologies Costs Table  (see p. XX) to find the cost of the Smart Robotic Control System that replaces the unit’s normal cockpit/crew systems.

Advanced Robotic TBS

Consult the Special Technologies Costs Table (see p. XX) to find the cost modifier of the ARTS and apply this to the base cost of the bay being modified.

Advanced Smart RCS

Calculate the C-bill costs of a Caspar II as normal for its type, then consult the Special Technologies Costs Table  (see p. XX) to find the cost of the Shielded Aerospace Smart Robotic Control System that replaces the unit’s normal cockpit/crew systems.

Autonomous TACS


Consult the Special Technologies Costs Table (see p. XX) to find the cost of the ATAC System and add this to the units equipment cost.

Caspar II Advanced Smart RCS


???

Caspar III Command Automated System

Calculate the C-bill costs of a Caspar III as normal for its type, then consult the Special Technologies Costs Table  (see p. XX) to find the cost of the CASPAR III Command Automated System that replaces the unit’s normal cockpit/crew systems.
Direct TACS


Consult the Special Technologies Costs Table (see p. XX) to find the cost of the DTAC System and add this to the units equipment cost.
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???

Robotic Drone BattleMechs


Calculate the C-bill costs of a Robotic Drone unit as normal for its type, but consult the Special Technologies Costs Table to find the cost of the Smart Robotic Control System that replaces the unit’s normal cockpit/crew systems.

<<<begin table>>>

Special Technologies Costs Table

Item 
Cost (in C-bills) 
Tech Rating 
Availability
Smart Robotic Control System 
5,000 + (10,000 x Item Tonnage)* 
C 
E-X-F

*Refers to the full weight of the standard Cockpit, plus any additional tonnage applied by the drone system.

<<<end table>>>

SDS Drone Control System
Calculate the C-bill costs of an SDS Drone as normal for its type, then consult the Special Technologies Costs Table  (see p. XX) to find the cost of the SDS Drone Control System that replaces the unit’s normal cockpit/crew systems.
SDS Drone Assist System

Calculate the C-bill costs of an SDS Assist System as normal for its type, then consult the Special Technologies Costs Table  (see p. XX) to find the cost of the SDS Drone Assist System that replaces the unit’s normal cockpit/crew systems.

SDS Self-Destruct System
Consult the Special Technologies Costs Table (see p. XX) to find the cost of the SDS Self-Destruct System and add this to the unit’s equipment cost.

Shielded Aerospace Smart RCS

Calculate the C-bill costs of a Shielded Robotic Aerospace unit as normal for its type, then consult the Special Technologies Costs Table  (see p. XX) to find the cost of the Shielded Aerospace Smart Robotic Control System that replaces the unit’s normal cockpit/crew systems.

SLDF SDS Jammer


Consult the Special Technologies Costs Table (see p. XX) to find the cost of the SDS Jammer System and add this to the units equipment cost.

Smart RCS
Calculate the C-bill costs of a Shielded Robotic Aerospace unit as normal for its type, then consult the Special Technologies Costs Table  (see p. XX) to find the cost of the Shielded Aerospace Smart Robotic Control System that replaces the unit’s normal cockpit/crew systems.

Thuggee-Manei Domini (Phansigar) Hybrids


???

Superheavy ’Mechs


Calculate the C-bill costs of a Superheavy ’Mech as normal, but consult the Superheavy ’Mech Component Costs Table for those components specifically unique to Superheavy ’Mechs.

<<<begin table>>>

Superheavy ’Mech Component Costs Table

Component 
Cost (in C-bills) 
Tech Rating 
Availability
Superheavy Cockpit 

BattleMech 
300,000 
E 
X-X-F 


IndustrialMech 
200,000 
D 
X-X-F

Superheavy Musculature 
12,000 x Unit Tonnage 
E 
X-X-F

Superheavy Structure 

Standard 
4,000 x Unit Tonnage 
E 
X-X-F 


Endo-Steel 
16,000 x Unit Tonnage 
E 
X-X-F 


Industrial 
3,000 x Unit Tonnage 
D 
X-X-F

Superheavy Actuators 
2x Standard Actuator Cost 
D 
X-X-F

<<<end table>>>

<<<begin table>>>

Superheavy Engine type bv modifier Table

Engine Type 
Modifier
Standard 
1.0

Light 
0.825

Compact 
1.0

XL (Inner Sphere) 
0.75

XL (Clan) 
0.825

Large 
1.0

XXL (Inner Sphere) 
0.5

XXL (Clan) 
0.75

Large XXL (Inner Sphere) 
0.5

Large XXL (Clan) 
0.75

<<<end table>>>

Tripod ’Mechs


???

super-jump drive


???

weapons of mass destruction


The c-bill cost involved in purchasing Weapons of Mass Destruction (WMDs) are found on the tables within their rules set (see pp. XX and XX, respectively).

<<<art note: if possible, start new page>>>

battle value


The following covers the Battle Values for the equipment/rules found in this section.

belters


???

castle brian


???

centurion weapon system


The Battle Value of the Centurion Weapon System is 190 (see p. XX)

improved weapons and equipment (early clan)


The Battle Values for these weapons and equipment (see p. XX) are found on the Improved Weapons and Equipment (Early Clan) Battle Value Table.

<<<Begin Table>>>

improved Weapons and Equipment (early clan) Battle Value table

Item
Item BV
Ammo BV

Autocannons

Improved Autocannon/2
37
5

Improved Autocannon/5
70
9

Improved Autocannon/10
123
15

Improved Autocannon/20
178
22

Gauss Rifles

Improved Gauss Rifle
320
40§

Lasers

Improved Large Laser
123
—

Improved Large Pulse Laser
119
—

PPCs

Improved PPC
176
—

Enhanced PPC
329
—

Missiles

Improved LRM 5
45/9
6

Improved LRM 10
90/18
11

Improved LRM 15
136/27
17

Improved LRM 20
181/36
23

Improved SRM 2
28/5
4

Improved SRM 4
52/10
7

Improved SRM 6
79/16
10

§ Gauss weapon ammunition is not counted as explosive.

<<<END Table>>>

Land-Air BattleMechs

Calculate the base battle value for a LAM (see p. XX) as a BattleMech with the following modifications.

1. For Standard LAMs, use the LAM’s AirMech flank speed when calculating its target movement modifier and include the additional +1 for an airborne target. For Bi-Modal LAMs, calculate target movement modifier as a normal ’Mech.

2. When calculating the defensive battle rating treat each slot of fuel and each bomb bay slot as explosive ammunition (i.e. subtract 15 points for each).

3. When calculating the base weapon battle rating, add 9 to the LAM’s heat sink capacity (this replaces the 6 points that are added to a ’Mech’s heat sink capacity), and subtract movement heat for AirMech flank speed. 

4. Use the LAM’s ’Mech mode to determine whether or not a weapon is rear firing.

5. To determine the LAM’s speed factor, add its ’Mech mode running MP and half (rounded normally) its AirMech Flank MP.


To calculate the battle value for a LAM with variable skill ratings (see p. 314, TM) use the average of the pilot’s ’Mech and aerospace piloting for piloting skill and the average of ’Mech and aerospace gunnery skill. Round normally when determining the average scores.

<<<begin example text>>>

Calculating the battle value for a Phoenix Hawk LAM

Defensive Battle Rating

128 points of standard armor (1.0 multiplier) 


128 x 2.5 x 1.0
320

83 points of standard internal structure (1.0 multiplier)

With standard fusion engine (1.0 multiplier)


83 x 1.5 x 1 x 1
124.5

Standard gyro (.5 multiplier)


55 x 0.5
27.5

Total BV of all defensive equipment
472
AirMech Flank Speed: 23 (+5) plus airborne modifier (+1)

Target Movement Modifier: +6 (1.6 defensive factor)
457



x 1.6


731.2

Offensive Battle Rating

LAM heat efficiency (9 + 12 – 8)
13

Total heat generated (8 + 3 + 3)
14

Large Laser
123

Medium Laser
46

Medium Laser
46

Medium Laser
46

Medium Laser
46

LAM Tonnage
50


271

Speed Factor (8 + 12 = 20, speed factor 3.00)


Final Offensive Battle Rating (271 x 3.00)
651

Final Battle Value (731.2 + 651, rounded normally)
1382

<<<begin example text>>>

Manei Domini


???

“Machina Domini” Interface

Calculate the Battle Value of a “Machina Domini” unit—PA(L) or BattleMech—as normal, with the following additions:


The BattleMech Neural Interface Unit alone has a Battle Value of 0.


A BattleMech equipped with a BattleMech Interface Cockpit multiplies its Final BV by 1.30.

Primitive construction rules 


???

Primitive weapons and equipment


???

prototype systems (Age of war)


???

protoype clan systems (early clans)


???

prototype inner sphere systems (war of 3039)


???

QuadVees


???

Robotic Control Systems
Calculate the Battle Value of any unit equipped with a Smart Robotic Control System as normal, but when finished, multiply the unit’s final BV by 0.95 to reflect the robotic controls. 

Advanced Robotic TBS

The ARTS has no effect on Battle Value.
Advanced Smart RCS

Calculate the Battle Value of any unit equipped with a Advanced Smart Robotic Control System as normal, and when finished, multiply the unit’s final BV by 0.90 to reflect the robotic controls. 

Autonomous TACS


If two or more units in a battle force are linked by an ATAC system they are treated as if part of a C3 network (see p. 131, TW). Add 7 percent to the total BV of all units in the ATAC network to each of the units linked by each network.
Caspar II Advanced Smart RCS


???
Caspar III Command Automated system

Calculate the Battle Value of any unit equipped with a CASPAR III Command Automated System as normal, and when finished, multiply the unit’s final BV by 0.95 to reflect the robotic controls. 

Direct TACS


If two or more units in a battle force are linked by an DTAC system they are treated as if part of a C3 network (see p. 131, TW). Add 5 percent to the total BV of all units in the DTAC network to each of the units linked by each network.
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???

Robotic Drone BattleMechs


???

SDS Drone Control System

Calculate the Battle Value of any unit equipped with an SDS Drone Control System as normal. 

SDS Drone Assist System

Calculate the Battle Value of any unit equipped with an SDS Drone Assist System as normal. 

SDS Self-Destruct System

The SDS Self-Destruct System has no effect on Battle Value.
Shielded Aerospace Smart RCS

Calculate the Battle Value of any unit equipped with a Shielded Robotic Aerospace Smart Robotic Control System as normal, and when finished, multiply the unit’s final BV by 0.90 to reflect the robotic controls. 

SLDF SDS Jammer


The SDS Jammer System has no effect on Battle Value.
Smart RCS

Calculate the Battle Value of any unit equipped with a Smart Robotic Control System as normal, and when finished, multiply the unit’s final BV by 0.85 to reflect the robotic controls. 

PROTOMECH RULES ADDENDUM


The following additional Battle Value rules cover the new ProtoMech equipment (see p. XX).

Advanced ProtoMech Battle Value Rules


The Battle Values for Advanced ProtoMechs may be computed using the same rules as established for standard ProtoMechs in TechManual, with the following exceptions:

Glider ProtoMechs: When calculating the defensive factor and the speed factor for a Glider ProtoMech, use the unit’s WiGE Flanking MP. Glider ProtoMechs are considered airborne.
Additional Weapon and Equipment Battle Values


Consult the New Weapon and Equipment Battle Values Table to find the Battle Value effects for the various new equipment items in this book. Battle Values for the new ammunition types offered in this book appear in the Alternative Munitions Table.

<<<begin table>>>

New Weapon and Equipment Battle Values Table

Equipment/Item 
Battle Value 
Ammo BV

Armor 


Electric Discharge ProtoMech Armor*
32
—

Weapons


ProtoMech Quad Melee Weapon System
(Dmg x 1.25)
—


Fusillade 
11 
—


Improved ATM 3
83
21


Improved ATM 6
164
39


Improved ATM 9
231
54


Improved ATM 12
333
78

Other Equipment 


NOVA CEWS§
68**
—


Magnetic Clamp System
1
—


Extended Jump Jets
†
—

*EDP Armor does not apply an armor type modifier; instead, count armor points per standard armor, and add the listed 32 BV as a weapon. 

**Defensive BV

†Compute ProtoMech BV as normal for its respective Running and Jumping MP. 

§In addition to their defensive battle rating, Nova CEWS’ add 5 percent of the total BV of all friendly units equipped with the system on the battlefield to each of the units equipped with it. This effect applies regardless if the units are linked at the beginning of the game or not. There must be at least two friendly units equipped with Nova CEWS for this rule to apply.

Alternative Munitions Table

Ammunition Type
BV Modifier


Improved ATM Munitions




Improved Magnetic Pulse (IMP)
x2.0



Improved Inferno Warheads (IIW)
x1.3

<<<end table>>>

Superheavy ’Mechs


Calculate the Battle Value of Superheavy ’Mechs as normal, with the following exceptions:


Gyro: For BV purposes, treat a Superheavy ’Mech’s Heavy-Duty Gyro as a standard Gyro. 


Engines: For BV purposes, replace the normal Engine Type Modifier with the appropriate Superheavy Engine Type Modifier value shown in the Superheavy Engine Type BV Modifier Table.


Explosive Components: When assessing the BV of a Superheavy ’Mech that carries explosive ammunition or components, treat the Superheavy ’Mech as a Clan ’Mech if the explosive components are in a location protected by any form of CASE (if the location is protected by CASE II and the explosive component is any type of Gauss weapon, subtract nothing). If the Superheavy ’Mech makes use of explosive components not protected by CASE systems, treat it as a standard Inner Sphere ’Mech. Remember, however, that these rules apply per slot, regardless of how many tons of explosive components occupy said slot.

<<<begin table>>>

Superheavy Engine type bv modifier Table

Engine Type 
Modifier
Standard 
1.0

Light 
0.825

Compact 
1.0

XL (Inner Sphere) 
0.75

XL (Clan) 
0.825

Large 
1.0

XXL (Inner Sphere) 
0.5

XXL (Clan) 
0.75

Large XXL (Inner Sphere) 
0.5

Large XXL (Clan) 
0.75

<<<end table>>>

Tripod ’Mechs


???

super-jump drive


???

Thuggee-Manei Domini (Phansigar) Hybrids


???

weapons of mass destruction


Weapons of Mass Destruction (WMD) are simply beyond the scope of the Battle Value system, and so no such values exist.

<<<art note: if possible, start new page>>>

BATTLEFORCE


The following provides BattleForce-scale rules for the material in this section.

general


???

castles brian 


???

centurion weapon systems


???
improved weapons and equipment (Early Clans)


???

Land-Air BattleMechs (LAMs)


LAMs automatically get the LAM special ability, which denotes this chassis type. Convert LAMs to BattleForce as BattleMechs (see p. 355, SO) that also have WiGE movement. Use the LAM’s BattleMech stats for all conversion steps, except for calculating WiGE movement. 


When determining whether or not a LAM will overheat or have heat-modified damage, calculate its maximum heat buildup and then subtract 7 from that number. If the result is greater than its heat dissipation, then the LAM’s damage may be heat modified. The heat modified damage formula for a LAM is:

Heat-modified damage = (Base damage for range bracket x total heat dissipation) ÷ (maximum heat output – 7)

A LAM follows all the rules as presented previously in this section with the following changes: 


First, LAMs may convert from any mode to any other mode during the BattleForce Movement Phase. A LAM that converts gets its full move in the chosen form that turn and makes attacks normally permitted that mode following this conversion (with no penalties for having converted). 


Second, Piloting Skill Rolls and Control Rolls are never made for LAMs. Finally, they do not have a structural integrity or armor thresholds, and damage never impairs their conversion. 

<<<begin example text>>>




Damage
Over-
Wt.
Armor/
Point



MV
S/M/L/E
heat
Class
Structure
Value


PHX-HK1 Phoenix Hawk LAM
5j/15g
3/2/—/—
— 
2
4/4
14


Specials: LAM
<<<end example text>>>
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