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INTRODUCTION

Introduction

Lord Brewer,

As per your request, I have completed a basic survey and comparative analysis on the current state of military research and 
development across the Alliance and abroad. I have included with this a gamut of similar reports by non-Defiance sources for you to 
review at your leisure, my duke, though the document immediately attached to this message reflects the highlights of our own in-
house survey. As ever, of course, this should not be regarded as a full and complete analysis, if only because there can be hundreds 
of prototype projects underway across the realm by our own facilities and those of our competitors.

With the above in mind, I submit a total of thirteen unique new military unit designs that are currently being tested by our 
own engineers, and those of several close competitors. It is interesting, of course, to see how—even as we all recover from the 
horrific damage of the Jihad—the arms race that has raged since the tech renaissance of the 3030s and 3040s continues to play 
itself out. The Jihad has only exacerbated this, in fact, since the salvage from various Word of Blake assaults and occupations has 
actually served to spread otherwise proprietary technologies across the Inner Sphere and Periphery. (Worth noting, by the way, 
even “boondock worlds” and the Periphery have seen tech surges of late, a trend we simply cannot ignore.)

Although the war still rages on our borders, and the political machines of Devlin Stone and the other state leaders are in 
overdrive about the post-Blake Protectorate, I know you would agree that Defiance will remain the dominant player in heavy 
military technology for the Lyran state. There can be no doubt that further exploring the cutting edge of the new and recovered 
weapons and defensive systems of today can only improve our standing with the Archon and his efforts to rebuild the armed forces.

Ever at your service,
—Asst. Director Edgar McKinnley, Defiance Industries, 18 November 3080
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HOW TO USE THIS BOOK
The ’Mechs, combat vehicles, and fighters described in Experimental Technical Readout: Steiner provide players with a sampling of the various 

custom designs that have arisen in the technical divisions of the military manufacturers of the Lyran Alliance. The designs featured in this book 
reflect limited-run prototypes and “one-offs” that have yet to reach full factory production—and most likely never will.

The rules for using ’Mechs, vehicles and fighters in BattleTech game play can be found in Total Warfare, while the rules for their construction 
can be found in TechManual. However, the experimental nature of these designs also draws upon the Experimental-level rules presented in Tactical 
Operations. Thus, none of the units featured in this volume are considered tournament legal, and their use in introductory games is discouraged. 
Furthermore, the extreme rarity of these machines is such that none of them should occur in a BattleTech campaign as a chance encounter, but 
the capture or destruction of any one of these prototypes could be potential objective for BattleTech scenarios, tracks and role-playing adventures.
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Field Testing Summation: Custom STH Hybrid Refit
Producer/Site: Blue Shot Weapons, Loxley
Supervising Technician: Dr. Heinrich Schultz
Project Start Date: 3076
Non-Production Equipment Analysis: 
 Composite Structure 
 Chameleon Light Polarization System
 Clan Streak SRM-6s
 Clan ER Medium Lasers
 Clan Active Probe
 Clan ECM Suite

Overview
The experimental refit of the Stealth BattleMech produced by Blue 

Shot Weapons of Loxley is clearly not a native-born design. The two chasses 
spotted to date appear instead to be battlefield salvage that has been 
extensively refit in order to serve as a test bed for hybrid technologies, 
including a new composite-structure frame, Clan-spec weaponry, and a 
functional copy of one of the most impressive stealth equipment of the 
first Star League: the Chameleon Light Polarization Shield.

The prevailing theory holds that the Lyrans captured enough 
components of the light-bending Chameleon system from the wreckage 
of Blakist ’Mechs left behind on key worlds like Tharkad and Hesperus II, 
enabling their engineers to piece together working samples adapted for 
new machines. But while this technology proved devastatingly effective in 
the Star League era, the Null-Signature system that added electronic stealth 
to the unit was not duplicated here. Instead, a Clan-spec ECM suite was 
installed. The result amounts to providing the Stealth-5X with a large-scale 
version of the Word of Blake’s mimetic battle armor system, backed up by 
a straightforward countermeasures suite to defeat advanced electronics. 
While not quite as effective as the lostech Null-Signature system or the 
Void-Signature system the CCAF has been experimenting with, this 
prototype nevertheless has a distinct ability to avoid enemy detection 
when properly deployed.

The remainder of the Stealth-5X’s capabilities are made possible 
through the miracle of Clan technology (either procured from salvage or 
perhaps even reverse-engineered by Alliance engineers). Including a Clan 
Active Probe for spotting hidden units, and Clan-tech medium lasers and 
a Streak-6 for hard-hitting and ammunition-efficient firepower, the new 
extended-range flamers intended for anti-infantry work are almost an 
afterthought.

Still, given the non-proprietary make of this machine, coupled with 
the scarcity of Clan-spec equipment and the extreme sophistication of the 
Chameleon system, it remains wholly unlikely that a production-grade 
version of the Stealth-5X is in Blue Shot Weapons’ future. In all probability, 
the two machines observed to date are merely test beds for these hard-to-
acquire technologies, to gauge future marketability, and whether it is worth 
the company’s efforts to replicate on their own designs.

Type: Stealth
Technology Base: Inner Sphere – Mixed (Experimental)
Tonnage: 45
Battle Value: 2,222

Equipment   Mass
Internal Structure: Composite  2.5
Engine:  315 XL  11
 Walking MP:  7
 Running MP:  11 [14]
 Jumping MP:  7
Heat Sinks:  10 [20]  0
Gyro:    4
Cockpit:   3
Armor Factor (Ferro):  143  8
  Internal Armor
  Structure Value
 Head 3 9
 Center Torso 14 20
 Center Torso (rear)  6
 R/L Torso 11 17
 R/L Torso (rear)  5
 R/L Arm 7 12
 R/L Leg 11 20

Weapons and Ammo Location Critical Tonnage
Chameleon LPS * 6 0
ER Flamer RA 1 1
ER Flamer LA 1 1
Streak SRM-6 (C) RT 2 3
Ammo (Streak) 15 RT 1 1
Active Probe (C) RT 1 1
ECM Suite (C) RT 1 1
3 ER Medium Laser (C) LT 3 3
MASC LT 2 2
Jump Jets RT 3 1.5
Jump Jets RT 3 1.5
Jump Jet CT 1 .5

Notes: *Chameleon Light Polarization System occupies 1 
critical slot each in the LA, RA, LL, RL, LT, and CT locations.
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Field Testing Summation: Prototype Centipede Refit 
Producer/Site: ScolTek Associates R&D, Inarcs
Supervising Technician: Dr. Duran Muldon
Project Start Date: 3074
Non-Production Equipment Analysis: 
 Armored Motive System
 Laser Reflective Armor

Overview
Gienah Combat Vehicles’ popular Centipede scout car nearly met 

its end in the early years of the Jihad when Gienah Automotives’ combat 
vehicles division was flattened by Blakist-aligned mercenaries. And yet, 
six years later, ScolTech Associates R&D on Inarcs unveiled this promising 
development that actually stands a good chance of entering widespread 
deployment. Clearly based on Gienah’s Centipede, with the same base 
construction and frame, the ScolTek variant takes advantage of recent 
innovations in combat vehicle design, many of which merely await a more 
comprehensive factory retooling effort to make standardization and mass 
production possible. Curiously, we have not heard much complaint from 
Gienah’s legal department over this development, even though ScolTek’s 
facilities have churned out no less than two full companies’ worth of their 
so-called Centipede Commando hover-scout have rolled off the factory’s 
lines since 3074. We can thus only surmise that Gienah has willingly 
granted ScolTek a license to produce one of their signature hovercraft, 
either for the good of the state, or under a partnership agreement.

One of the most important changes to the Centipede’s design is 
the swapping of its classic VOX Type 75 internal combustion engine for 
a combat-grade Nissan Electric 95 fuel cell, which offers significantly 
more power for the same tonnage. This gives the Centipede Commando 
a top speed of 151 kilometers per hour—a sixteen percent increase over 
the original model. Reasoning that, at such speeds, the Centipede would 
most likely draw fire from energy-based weaponry, ScolTek’s engineers 
opted to provide their refit with a skin of laser-reflective armor, rather than 
the standard ProtecTech 6 found on the Gienah model. Adding further 
resiliency, the motive system has been further armored in an effort to 
protect the fragile airskirts and fans that give hovertanks their life-saving 
speed.

For equipment, the Centipede Commando drops the scout car’s 
fixed-mount medium laser and flamer for a pair of MagShots in a dorsal 
turret. Though this now renders the vehicle’s firepower ammo-dependent, 
the choice of ballistic weaponry reduces the need for power amplifiers 
and heat sinks. Besides which, the Centipede Commando is not intended 
for line combat, but as a stealthy eyes-on recon unit and spotter. This is 
particularly apparent in the exchange of its Beagle Active Probe for a 
sensor-defeating Guardian ECM suite. This combination of equipment 
gives the Centipede Commando the ability to approach by stealth or lie in 
ambush, then make quick and survivable departures to report its findings 
to allied forces—all for a fairly low price tag.

Type: Centipede Commando
Technology Base: Inner Sphere (Experimental)
Movement Type: Hover
Tonnage: 20
Battle Value: 455

Equipment  Mass
Internal Structure:  2
Engine:  95 4
 Type: Fuel Cell 
 Cruising MP:  9
 Flank MP:  14
Heat Sinks:  1 0
Control Equipment:  1
Lift Equipment:  2
Power Amplifier:  0

Equipment  Mass
Turret:  .5
Armor Factor (Glazed):  64 4
  Armor
  Value
 Front 14
 R/L Side 14/14
 Rear 14
 Turret 8

Weapons and Ammo Location Tonnage
2 MagShot Gauss Rifles Turret 1
Ammo (MagShot) 50 Body 1
Guardian ECM Suite Front 1.5
Armored Motive System Body 3
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Field Testing Summation: Experimental RPR  
 Aeroframe Refit 
Producer/Site: Bauer Flight Range November, Tharkad
Supervising Technician: Adept Karl Grayson
Project Start Date: 3070
Non-Production Equipment Analysis: 
 Hyper-Velocity AC/10s
 Extended LRM 10

Overview
Not all of the experimental refits we’ve been seeing in the Jihad were developed by Lyran engineers. Such 

is the case of the RPR-300X Rapier prototypes currently flying out of the still-recovering aerospace factories of 
Lockheed/CBM on Tharkad. Initiated by a Blakist engineering team during the Word of Blake’s occupation of 
House Steiner’s capitol world, the appearance of new Rapiers initially led many observers to surmise that the Word 
had somehow resurrected the destroyed Bauer Enterprises factories that produced the original fighters during 
the Star League era. In actuality, however, the Word of Blake had managed to capture Lockheed/CBM’s production 
lines in the city of Cold Creek and—armed with a number of vintage Star League specifications—decided to 
resurrect the venerable heavy fighter for the modern age. Having destroyed the original factory during the 
occupation—it was either as an act of snide defiance to enemy spies, or as a sign of reverence to the original 
creators, that the Blakists dubbed the newest wing of Lockheed’s Tharkan operations the Bauer Flight Range.

Recognizing the original Rapier’s lack of staying power—a consequence of the limited ammunition devoted 
to its single LRM 10 and superheavy autocannon—the Blakists reduced the fighter’s engine weight by installing 
an extra-light plant of equal rating, resulting in a craft that could maintain the same flight characteristics, but 
which had more room for payload. Trading in the old, short-ranged autocannon for a pair of prototype hyper-
velocity heavy autocannons, and then swapping the conventional LRM for an experimental extended-range 
version, the Word’s designers instantly vastly improved the fighter’s offensive reach, while sacrificing almost none 
of the damage potential. Larger magazines even enabled this refit to stay in the fight longer, a fact further aided 
by the use of heavier ferro-aluminum armor, which increases the fighter’s protection by almost forty percent.

Even with all these improvements, the Blakists made certain to retain the strafing capability of the Rapier’s 
energy weapons. Dropping the twin nose-mounted particle cannons of the original design, the new Rapier-
300X now sports wing-mounted extended-range medium lasers that can deliver the same damage at the same 
distances, for a fraction of the tonnage. To be sure, the new Rapier can hardly fire all of its weapons at once in a 
single strike, but wise use of this firepower can make the 300X a deadly contender, should Lockheed find a way to 
make their unexpected windfall from the Word of Blake into a bona fide production model.

Type: Rapier
Technology Base: Inner Sphere (Experimental)
Tonnage: 85
Battle Value: 2,007

Equipment  Mass
Engine:  340 XL 13.5
 Safe Thrust:  6
 Maximum Thrust:  9
Structural Integrity: 8
Heat Sinks:  15 [30] 5
Fuel:  400 5
Cockpit:  3
Armor Factor (Heavy Ferro):  267 13.5
  Armor
  Value
 Nose 80
 Wings 66/66
 Aft 65

Weapons and Ammo Location Tonnage Heat SRV MRV LRV ERV
Hyper-Velocity AC/10 Nose 14 7 10 10 10 —
Hyper-Velocity AC/10 Nose 14 7 10 10 10 —
Ammo (HVAC) 24 — 3
Extended LRM 10 Nose 8 6 6 6 6 6
Ammo (ELRM) 18 — 2
2 ER Medium Lasers Left Wing 2 10 10 10 — —
2 ER Medium Lasers Right Wing 2 10 10 10 — —
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Field Testing Summation: Custom Fenrir Standard Hybrid Refit 
Producer/Site: TharHes Industries, Tharkad
Supervising Technician: Dr. Norman Mundayne
Project Start Date: 3076
Non-Production Equipment Analysis: 
 Battle Armor C3 System
 Clan LRM 5 Launchers

Overview
TharHes Industries of Tharkad unveiled their experimental refit of the 

Fenrir battlesuit in 3076, introducing the LAAF to a design that offered its 
operator a much greater attack range and even a forty percent increase 
in armor protection, plus the benefit of unprecedented lance-level 
battlefield coordination.

Based on specifications uncovered after the liberation of Tharkad 
from Blakist occupation forces, TharHes’ resident battle armor technologies 
experts reverse engineered a working example of battle armor C3 
gear which was quickly adapted to the Fenrir’s assault-size frame. This 
equipment, which makes it possible for a battlesuit squad so equipped 
to act as its own element in a C3 network, worked well in aiding friendly 
’Mech forces through numerous tactical simulations.

In addition, TharHes engineers removed the Fenrir’s trademark 
configurable dorsal turret, and replaced it with a fixed mount for a pair 
of Clan-spec five-tube LRM launchers. These weapons enable the Fenrirs 
to engage targets at distances greater than most opponents expect from 
armored infantry, while also allowing the suits to deliver accurate fire at 
point-blank range. This last feature is what gives these Fenrir prototypes 
their “Longshot” designation, and makes a well-coordinated squad of 
these suits as dangerous as many fire support vehicles.

Not surprisingly, TharHes has been hard-pressed to manufacture 
even a full platoon of their prototype Fenrir Longshot suits, thanks to 
the technological sophistication of the Clan-spec launchers and the 
resource-expensive, distributed-node battlesuit C3 gear. Indeed, given the 
company’s ongoing focus on post-occupation recovery, it may be some 
time before we see full scale production of anything approximating the 
Longshots’ capabilities.

Type: Fenrir “Longshot”
Manufacturer: TharHes Industries
 Primary Factory: Tharkad

Tech Base: Inner Sphere (Experimental)
Chassis Type: Quad
Weight Class: Assault
Maximum Weight: 2,000 kg
Battle Value: 120
Swarm/Leg Attack/Mechanized/AP: No/No/No/No
Notes: None

Equipment   Slots  Mass
Chassis:    550 kg
Motive System:
 Ground MP:  4   320 kg
 Jump MP:  0  0 kg
Manipulators:
 Right Arm:  N/A  0 kg
 Left Arm:  N/A  0 kg
Armor:  Standard  350 kg
 Armor Value: 7 + 1 (Trooper)

   Slots
Weapons and Equipment  Location  (Capacity)  Mass
2 LRM 5s (C) (2 shots each) Body 10 516 kg
Battle Armor C3 System Body 1 250 kg
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