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TO: Devlin Stone
FROM: David Lear
Date: 30 December 3079

Knowing that the Capellan Confederation is likely to be the biggest outside opponent and obstacle, I have commissioned a series of supple-
ments starting with House Liao to detail its Commonalities manufacturing and logistical capability. Briefly discussed  in my Field Report, there 
is much more to go over than just the size of and skill of its military formations that was detailed in my previous document. An Army lives on its 
“stomach”, and if you take away its ability to resupply and replace its losses, you take away its capability to fight. 

Knowing that we will likely be the primary target for the Confederation in the coming years, it seems prudent to assemble the systems that 
would be the most viable targets for retaliatory action. Not limiting this report to simply Industrial targets, I have expanded it to list major acad-
emies and logistical and command centers so should we be forced to a fight, we can thoroughly plan our objectives to hit whatever we need to 
to achieve our desired effect.

Though small compared to the other Inner Sphere powers, the Confederation remains in a strong place. It’s neighboring rival, the Federated 
Suns is spread thin across multiple borders. The Free Worlds League is one in name only, splintering into over half a dozen provinces, none of 
which can do more than mount some probing raids on it. With is rimward border covered by a loyal Magistracy of Canopus, it leaves only their 
border with us a perceived significant threat to them. 

HOw TO USE THIS BOOk
Objectives: Capellan Confederation is a BattleTech companion to the Field Report PDF-exclusive series that is designed to provide 

campaign players and gamemasters with information about the state of the Capellan Confederation’s Military-Industrial complex 
immediately following the liberation of Terra during the Jihad (and before the eventual formation of the Republic of the Sphere).

This first section of this book—the Confederation Overview—is a brief update on the history of the systems within the Confed-
eration. Split up into two groups, the first is Industrial Update and the second is Strategic Integrity detailing what happened to them 
as a whole during the Jihad 

The next chapter, Industrial State, covers the state of all the military industrial companies still functioning and producing war 
material for its various provinces and what defending units are stationed within the system. Listing the systems by Commonalities, 
the subsections are broken up into Industrial systems that have war material and components being produced in that system, and 
Strategic Systems that are Commonality capitals and other systems containing logistical targets such as refit centers, Academies, 
and non-production dry docks. 

Upcoming Projects covers new facilities and lines currently being built or being converted to in efforts to rebuild from the losses 
suffered during the Jihad. 

Finally, Rules Annex provides a index for where to find advanced game rules referenced in the planetary statistic boxes, loose 
guidelines for creating corporate security and local militia, as well as several record sheets for generic fixed emplacements that 
may be surrounding the target sites.
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INDUSTRIAl STATE
For the sake of clarity, I am organizing the detail reports of the 

various key worlds, industries, and other potential objective targets 
by the various sub-states (Commonalities) of the Capellan Confeder-
ation, with a separate section for similar targets in nonaligned and/
or disputed territories. Though I was tempted to include the Capel-
lans’ Canopian allies in this report, I have decided to maintain treat-
ing these as separate entities, as was done with the Field Reports.

For brevity, only basic statistics and bare bones summaries of 
the various systems are included here. Additional details can be 
obtained and verified through research that is beyond the scope 
of this report, and may require active surveillance to confirm to ad-
equate degree. Last-known defending forces stationed in each per-
tinent objective’s system are given, where possible, as well as why 
the system is considered important, and even dominant terrain and 
climate conditions that can be expected around the potential target 
sites. For more information about local military formations, refer to 
the faction’s specific Field Report. 

Not listed are the inherent paramilitary forces that never stray 
too far from their respective facilities, the relatively minor—but of-
ten hard to quantify—base or corporate security troops. Such forces 
can vary wildly in size and experience, with the best-equipped typi-
cally fielding products of local manufacture (such as ’Mech factories 
fielding a lance or two of their own designs) or assets typically em-
ployed for other routine missions (such as transport DropShips and 
support craft at command centers or orbital stations). 

The Importance category for each objective identifies all of these 
sites by three broad classifications: Industrial, Command, and Logis-
tical. Industrial objectives produce war goods, either as components 
or finished units, from personal arms to vehicles or even WarShips. 
Command objectives note targets that often base high-ranking of-
ficers, provincial or even realm leadership, and have the permanent 
facilities to co-ordinate multi-planet campaigns. Logistical objec-
tives are those that play a key role in maintaining materiel for the 
realm’s defense, be they advanced training centers (beyond the 
basic boot camps all systems can boast), or dry-docks and refit sta-
tions used to repair or refit combat units (but which are unable to 
manufacture new products). It is common to see many important 
systems possess two, or even all three classifications, depending on 
the local facilities. 

CApEllA 
COmmONAlITY

For almost thirty years, the Capella Commonality was the last 
significant buffer between Sian and a final assault by the Federated 
Commonwealth. The Sarna March, once a large swath of territory that 
belonged to House Liao, was transformed for a generation into the 
front line between the Capellan capital and Steiner-Davion troops. 

As a result, the Commonality evolved a mass of fortifications and 
staging grounds. Static defenses were prepared, and home guard 
and militia regiments entrenched—only to instead be unleashed 
against their would-be attackers during Operation Guerrero.

Though these defenders prided themselves on their vigilance, 
the advances of Xin Sheng and the creation of the Liao Common-
ality has done much to demilitarize the region. Many fortifications 
were temporarily abandoned, and home guard forces were moved 
off to assist in the defense of the Liao and St. Ives Commonalities 
instead. Steps were taken, however, to ensure that the shut down 
fortifications can be reactivated in record time (a fact that aided the 
Commonality in resisting Blakist raids), so attacks in this Common-
ality may find more resistance than originally expected should any 
operation last more than a couple days. 

INDUSTRIAl SYSTEmS

ARES
Star Type (Recharge Time): M1IV (202 hours)
Position in System: 8
Time to Jump Point: 2.96 days
Number of Satellites: 1 (Aphrodite)
Surface Gravity: 0.98
Atmospheric Pressure: Standard (Breathable)
Equatorial Temperature: 42°C (Temperate)
Surface Water: 36 percent
Recharging Station: Zenith
HPG Class Type: B
Highest Native Life: Reptile
Population: 4,520,000,000
Socio-Industrial Levels: A-A-C-A-D
Defending Forces: The Green Machine, elements of the 

Third Confederation Reserve Cavalry
Landmasses (Capital City): Harmonia (New Olympia), Anteros 
Importance: Industrial, Logistical

Important both symbolically and strategically to the Con-
federation, Ares has always maintained prominent front-line de-
fenses that proved themselves several times over the centuries.

BERGAN INDUSTRIES
Main Products: Locust and Stinger BattleMechs
Location: Ausapolis (Anteros)
Local Terrain: Light Urban
Local Climate: Mild
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BITHINIA 
Star Type (Recharge Time): F7V (178 hours)
Position in System: 2
Time to Jump Point: 12.89 days
Number of Satellites: Paludina, Valvata, Littorina
Surface Gravity: .9
Atmospheric Pressure: Standard (Breathable)
Equatorial Temperature: 30° C (Warm-Temperate)
Surface Water: 55 percent
Recharging Station: Nadir
HPG Class Type: B
Highest Native Life: Reptile
Population: 3,710,700,000
Socio-Industrial Levels: B-B-B-B-B
Defending Forces: Elements of Laurel’s Legion
Landmasses (Capital City): Chalcedon, Cius, Nicomdeia 

(Bithinia)
Importance: Industrial, Logistical

BITHINIAN BAllISTICS
Main Products: BattleMech and Vehicle Autocannons, Artillery.
Location: Hera (Cius)
Local Terrain: Heavy Urban (Heavy Industrial Zone)
Local Climate: Mild

Located right next to a complex refinery, defense of the factory 
has been forced to expand around the refinery facilities, which in-
creases the manpower needed for security, and often involves what-
ever front-line garrison is stationed on-planet at the time. 

DUCHY RTC
Main Programs: Vehicle, Unarmored Infantry
Location: Cius
Local Terrain: Badlands
Local Climate: Stormy

EARTHwERkS lImITED
Main Products: Danais, Kuan Ti, Overlord, and Union-class Dropships 
Location: Ausapolis (Anteros)
Local Terrain: Light Urban 
Local Climate: Mild

QUIkSCEll COmpANY
Main Products: AC Carrier, Arrow IV Carrier, Bulldog Medium Tank, 

Heavy Tracked APC, LRM Carrier, Manticore Tank, SRM Carrier, 
Scorpion Light Tank, Tracked APC

Location: Ausapolis (Anteros)
Local Terrain: Light Urban 
Local Climate: Mild

DUCHY RTC
Main Programs: Vehicle, Unarmored Infantry
Location: Anteros
Local Terrain: Hills 
Local Climate: Windy
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The following section is designed to assist both players and 
gamemasters with guidelines and reference tables for using Objec-
tives to create games and/or campaign based on the target systems, 
factories, or cities described herein. The following rules primarily rely 
on the players’ understanding of the core game rules found in Total 
Warfare (TW) and Tactical Operations (TO), but additional references 
may be made to Strategic Operations (SO).

Players and gamemasters alike should realize that these rules are 
substantially less rigid than core rules. Players creating tracks and 
scenarios using the material in this annex are encouraged to accept, 
modify, or even completely ignore these guidelines if they prove too 
cumbersome.

USING plANETARY 
INFORmATION

Each of the objective systems in this book was presented with 
a block of basic planetary data. This data provides key details that 
players can use to further tailor their game play, reflecting the 
unique features of the target world and the objective(s) located 
there. The following rules identify the core rules that apply, based 
on the indicated world data.

STAR TYpE, pOSITION IN SYSTEm, 
TImE TO jUmp pOINT

These lines are most pertinent to the advanced aerospace as-
pects of gameplay defined in Strategic Operations, and will generally 
have no impact on games that focus entirely on ground combat.

Star Type identifies the color, size, and stability of the world’s 
primary star, as well as how long an arriving JumpShip requires to 
charge its K-F drive while in system (using only its jump sail). Par-
ticularly large and/or unstable stars can be prone to odd lighting 
effects that can affect combat, such as glares and solar flares. Rules 
for Glare and Solar Flare effects may be found in Tactical Operations 
(see p. 58, TO).

Position in System indicates how many orbital positions away 
from the star the world orbits; an “orbital position” may be held by 
other planets or asteroid belts.

The Time to Jump Point indicates how many days’ worth of travel 
DropShips accelerating (at 1 G, the same acceleration produced by 
gravity on Terra) would take to travel from the system’s standard ze-
nith or nadir jump points to the target world. This transit time in-
cludes a mid-point turnover and 1-G deceleration rate as well, which 
are standard transit rates to and from most worlds. Longer distances 
between the world and its local jump point mean longer transit 
times for incoming vessels and thus more time for local defenders 
to arrange defenses once they realize there are inbound attackers.

NUmBER OF SATEllITES
This line indicates how many natural satellites (moons) the tar-

get world has (and their names, if applicable). Many orbital facili-
ties may be found in the LaGrange Points (regions where the gravi-
tational forces between the planet and its moon or moons cancel 
each other out), and some of these same points (specifically, places 
near the L-1 points) are occasionally used as “pirate points” by dar-
ing raiders who wish to radically cut down transit times and local 
defense preparations. In night combat situations, worlds with one 
or more moons or rings may produce lighting effects caused by 
solar reflections off the lunar surfaces (depending, of course, on 
lunar phases), while worlds without any moons at all may present 
equally distracting effects. To reflect these possible effects as ap-
plicable, see the Full Moon Night, Moonless Night, or Pitch Black 
rules, on p. 58 of Tactical Operations.

SURFACE GRAvITY
Surface Gravity has a distinct affect on the performance of virtu-

ally all combat units in game play. Values higher than 1.00 reflect 
worlds where units are significantly heavier than they are under nor-
mal Terran gravity, while values lower than 1.00 reflect worlds where 
units are significantly lighter. The full effects of gravity on combat 
may be found on p. 55 of Tactical Operations.

ATmOSpHERIC pRESSURE
This detail describes the relative density and breathability of 

the local atmosphere, and can have a profound impact on game 
play if the atmosphere is anything but “Standard (Breathable)”. 
Thinner or Thicker atmospheres can affect the use of several unit 
types in gameplay and may even have an impact on weather con-
ditions (see Local Weather Rules, later in this section). Likewise, 
atmospheres classified as Tainted or Toxic can affect how various 
combat units function and suffer damage in game play. For rules 
covering Atmospheric Pressure, see pp. 54-55 of Tactical Opera-
tions for pressure variations, and p. 56 of Tactical Operations for 
Tainted and Toxic Atmosphere effects.

EQUATORIAl TEmpERATURE  
AND SURFACE wATER

A world’s Equatorial Temperature helps define whether the world 
can be broadly classified as hot, warm, or cold by indicating the 
temperate (in degrees Celsius) it averages at the equator—typically 
the warmest region on the planet’s surface. Temperatures at the 
north and south pole of most worlds may average as much as 30 
degrees colder than at the world’s equator, but it is always important 
to know that local conditions such as weather and terrain can vary 
these averages somewhat. Nevertheless, the equatorial tempera-
ture helps players gauge whether much of the world will likely be 

RUlES ANNEx
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Finally, a world’s Importance defines its main role(s) in the infra-
structure of its parent realm. Worlds with Industrial importance re-
flect those where factory development is significant and vital to the 
military capabilities of the parent state. Logistical worlds are those 
that play a key role in raising or training military forces and/or sup-
plying basic war materials not covered by heavy industrial output. 
Command worlds are those with significant interstellar government 
functions, such as regional capitals and military command centers. 
Raiders tend to favor Industrial worlds for their resources and fin-
ished products, while invasion forces tend to favor targeting Com-
mand and Logistical centers to cripple the enemy’s leadership and 
supply lines pending (if possible) the conquest of Industrial worlds.

USING  
TARGET SITE DATA

In addition to planetary data, each entry listed in this book 
also includes brief data on the various factories and facilities that 
make critical objectives for BattleTech campaigns. These objectives 
come in two broad classes: production sites and training sites. Pro-
duction sites (factories and such) will be identified by listing what 
their main products are, while training sites are identified by listing 
what their main programs are. In both cases, an attacker may expect 
some of the site’s “products” scrambled to defend the target sites. 
For example, a factory that produces Pegasus hovertanks will likely 
field a home defense force that includes Pegasus hovertanks, while 
a training academy that includes BattleMech programs will have a 
home defense force that includes cadets (and instructors) piloting 
BattleMechs.

The locations of these sites (by city/county, and landmass) will 
then be listed. These tie into the planet’s local geography, as defined 
under the planet’s Landmasses data.

 
LocaL Terrain AND ClImATE

Finally, the local terrain and climate around the target site is 
identified. These factors help players set up the battlefield by help-
ing to identify what mapsheets and/or terrain dominates the lands 
around the target site. For the local terrain, this most directly defines 
the specific Random Mapsheet Table (see p. 263, TW) that applies 
to the region around the target site. If a site indicates Orbital ter-
rain, it is a space station, and thus all action would take space on 
a space mapsheet. If additional advanced terrain features apply—
most often the Heavy Industrial Zone feature—they will be noted 
in parentheses beside the local terrain listing, and can be found by 
referencing the terrain tables on p. 69 of Tactical Operations.

Local climate then defines the dominant weather “type” that 
forces may encounter in the vicinity of the objective (Mild, Windy, 
Rainy, Snowy, or Stormy). This is a broad classification of weather 
conditions that are common to that site, but the actual nature of any 
weather at the time forces land and do battle in the area can vary 

lOCAl wEATHER TABlES

Roll Mild Windy Rainy Stormy
1 No Weather No Weather No Weather *

2 No Weather Table 1 (–1) Table 2 (–1) Table 4 (–1)

3 Table 1 (–1) Table 1 (+0) Table 2 (+0) Table 4 (+0)

4 Table 2 (–1) Table 1 (+1) Table 2 (+1) Table 4 (+1)

5 Table 3 (–1) Table 2 (–1) Table 3 (–2) Table 3 (+2)

6 Table 4 (–2) Table 4 (–2) Table 4 (–2) Table 2 (+2)

*Roll 1D6 Again; On 1-3 No Weather; On 4, Table 1 (–1); on 5, Ta-
ble 2 (–1); on 6, table 3 (–1)
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1D6 Result Weather Conditions
0 or less No Weather

1 Light Gale (see p. 61, TO)

2 Moderate Gale (see p. 61, TO)

3 Strong Gale (see p. 61, TO)

4 Storm (see p. 61, TO)

5 Tornado F1-F3 (see p. 61, TO)

6+ Tornado F4+ (see p. 62, TO)
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1D6 Result Weather Conditions
0 or less No Weather

1 Light Fog (see p. 57, TO)

2 Heavy Fog (see p. 57, TO)

3 Light Rainfall (see p. 59, TO)

4 Moderate Rainfall (see p. 59, TO)

5 Heavy Rainfall (see p. 59, TO)

6+ Torrential Downpour (see p. 59, TO)
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1D6 Result Weather Conditions
0 or less No Weather

1 Sleet (see p. 60, TO)

2 Light Hail (see p. 57, TO)

3 Heavy Hail (see p. 58, TO)

4 Light Snowfall (see p. 60, TO)

5 Moderate Snowfall (see p. 60, TO)

6+ Heavy Snowfall (see p. 60, TO)
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1D6 Result Weather Conditions
0 or less No Weather

1 Gusting Rain (see p. 59, TO)

2 Snow Flurries (see p. 60, TO)

3 Blizzard (see p. 60, TO)

4 Blowing Sand (see p. 62, TO)

5 Ice Storm (see p. 62, TO)

6+ Lightning Storm (see p. 59, TO)
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