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Overlord-class DropShip SLS Ascendant
New Silesia, Star’s End System 
Rim Worlds Republic
17 February 2751

First Lord Simon Cameron stood in the darkened wardroom, his 
left hand pressed against the cold ferroglass of the outboard bulk-
head. With the blast shield raised and the lights dimmed, he could 
see the cratered surface of New Silesia and the vast fleet in loose 
orbit about the asteroid. The fleet was the most powerful naval force 
in explored space, here to guarantee his safety. But all he could think 
about as he looked at it was how the vessels’ hulls caught the sun-
light, gleaming like a constellation of stars in the vacuum black sky.

It took him a moment to realize that he was grinning like an idiot.
Cameron plucked a drink bulb from the silver tray the steward 

had left on the side table. He would have preferred genuine crys-
tal, but it was damned a difficult thing to pour in microgravity. He 
squeezed the bulb, squirting a delicate thread of champagne into 
his mouth, just enough so he could feel the bite of it on his tongue 
and taste the undercurrent of truffles and caramel. 

“Surely you are not drinking at nine o’clock in the morning, 
Simon. You’re not turning into Ewan Marik, are you?”

He looked up and saw his chief of protocol, Lady Sally McKenna-
Croft, coming around the wardroom table. Her lustrous golden hair 
was cut in a pageboy that framed her lovely face. Sally was forty-two, 
but she looked ten years younger—fifteen on a good day. Today she 
had clothed her trim body in a charcoal pinstripe suit, the skirt cut 
above the knees, the jacket tailored so that it flattered her curves. 
Beneath the jacket she wore a shimmering silk blouse the color of 
emerald that brought out the green in her pale eyes.

My God, he thought, she’s more exquisite than the champagne.
Cameron grinned. “I think it will take considerably more than 

one bulb of wine to turn me into a lush like Ewan.”
Sally flashed him a cross look that somehow made her even more 

beautiful. “We have a meeting with the Silesians, remember? What will 
they think when they smell alcohol on the First Lord’s breath?”

He held his bulb out to her. “They will think we were celebrating.”
She scowled at him, but he did not lower his hand, and after 

a moment she sighed and took the bulb. She tasted it and raised a 
blond eyebrow. “2647 Perrier-Jouët,” she said. “You are celebrating.”

“We are celebrating,” he said, gently correcting her. “The peace 
tour is working. It’s knitting the Star League back together. Making 
us one people. It doesn’t matter what the lords of the member 
states believe. Their citizens are on our side.”

“It is a great triumph, My Lord,” she said, her voice husky, her 
eyes shining. She really believed.

“How long have you been my mistress?” Cameron asked.
Her face tightened. “I am not your mistress.”
“Really? I must have been fooled by all the great sex and the 

sneaking around.”
“Technically, I haven’t been your mistress, since—” She sud-

denly stopped. Beneath her tough exterior, Sally was kindhearted, 
unwilling to mention the name of Cameron’s late wife for fear of 
hurting him.

Simon gently took the bulb from her and set it back down on 
the tray. Then he took her hands in his. For a moment he studied 
her beautiful face. She looked back intently, those pale green eyes 
locked on his.

“It’s been a year since Jessica died, and now that the crisis in 
the realm is passing…”

He paused as he saw that her eyes were incredibly wide. 
“It is time,” he whispered.
He heard her breath catch.
“Sally McKenna-Croft, will you be my wife?”
Suddenly tears were welling in her eyes, and he could feel her 

trembling. She leaned in and kissed him fiercely. Then she pulled away. 
“Yes, you old fool,” she whispered, smiling through her tears. “Yes!”

She kissed him again.
When she finally pulled back she shook her head. “Now look 

what you’ve done. I must look a fright.”
Cameron flashed her a lopsided grin. “Well, at least the 

Silesians will have something to talk about other than the alcohol 
they smell on my breath.”

Sally laughed and slugged him in the arm.
There was a rap on the hatch and she instantly stepped away 

from him.
Major Carolina Devalis poked her head into the wardroom. 

The major was a short woman in a blue dress uniform, a blood-red 
stripe running down the sides of her trousers, her raven hair tucked 
beneath a blue field cap. Her skin was a warm bronze and her eyes 
dark. Cameron doubted those sharp eyes ever missed anything. 
“My apologies, Lord, but the security sweep is taking longer than 
we planned.”

“Problem?” Cameron asked.
Devalis shook her head. “It’s the low gravity. Nothing to worry 

about. Anyway, sorry for the delay.”
“Not at all, Major,” said Cameron waving her in. “Ms. 

McKenna-Croft and I were just celebrating. Would you care for 
some champagne?”

“No, thank you, Lord,” said Devalis. “I am on duty, sir.”
“Oh, nonsense. I’m sure we can bend the rules this one time.”
Sally shook her head. “Lord Cameron, you know that Major 

Devalis would rather extract her own liver with a soup spoon than 
drink while she is on watch.”

“Come now,” said Cameron.
“Thank you, Lord,” said Devalis, “but I will forego the drink. 

However, if you have the soup spoon I’ll get to work right away.”
Cameron barked out a startled laugh. “All right, I know when 

I’m beaten.”
“May I ask what you were toasting?” said Devalis.
“The success of the peace tour,” said Sally.
“And all the changes that success will bring,” said Cameron, 

glancing at Sally.
“It will be good to leave the pirate wars behind us,” said Devalis 

gravely.
Sally had stepped away to fix her makeup, but she turned 

back and peered at the marine officer. “What will you do, Carolina, 
if peace really is about to break out. Will you settle down and raise 
a family?”

“Not Major Devalis,” said Cameron confidently. “She’s a lifer.”
“I always liked the name Isabella for a little girl,” said Devalis 

thoughtfully, “after my mother.”
“Isabella Devalis,” said Sally. “That’s nice.”
Devalis nodded. Then she looked away, touching the bud in her 

right ear. She listened for a moment and then met Simon’s eyes. “Lord, 
I have confirmation that the way is clear. What is your pleasure?”

“Let’s go,” said Cameron.
“Aye, aye, sir.” She raised her wrist to her mouth and murmured, 

“GALAHAD is moving.” Then she opened the haze gray spacetight 
hatch and stepped to one side.
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“I get the metaphor, Major,” said Cameron kindly. “But I assure 
you the Star League is safe. The peace tour is working. The tension, 
the low-level warfare, it’s easing. We’re going to be okay. It’s all 
going to be okay.”

“But—”
Sally knelt beside Cameron. She reached out and took the offi-

cer’s hand. “Carolina, what did you study at the University of Hawaii?”
Devalis turned to looks at her. “Astrophysics, but—”
“Now Carolina,” said Sally, “isn’t it possible that you’ve been 

pushing yourself too hard? Running security for the tour has to be 
a nightmare. You’re exhausted and you fainted. As you passed out 
your mind reached for a familiar symbol of distress and came away 
with the supernova. Isn’t that possible?”

“It’s real,” said Devalis fervently, her eyes wide, her voice filled 
with panic. “Don’t go on the visit, Lord, please don’t—”

The corpsman was suddenly standing over Cameron’s shoul-
der. The First Lord squeezed Devalis’s arm, and then stood, making 
way for the medical technician. 

The corpsman took her wrist. “Her pulse seems to be steady 
and she’s breathing fine.”

“She wasn’t so good a minute ago,” said Cameron.
“It’s probably nothing, Lord,” said the corpsman, “just stress 

and overwork. But we’re going to get her into sickbay to make sure.”
“That’s good,” said Cameron, clapping the man on the shoul-

der. He reached down and helped Sally to her feet.
“Don’t go, Lord,” Devalis whispered, looking up at him. “Please 

don’t go.”
“It’s okay, Major,” Cameron promised gently. “The Cameron Star isn’t 

going to explode. It will burn bright and steady for a thousand years.”



Consolidated Titanium New Silesia Site, Tunnel 5T, Level 42
New Silesia, Star’s End System
Rim Worlds Republic
17 February 2751

It took a good hour, but Cameron finally managed to enjoy 
the tour. It helped when Sally leaned over and whispered, “Just got 
word from the ship. Carolina’s fine. They’re putting it down to a 
panic attack, you old slave driver.”

Despite himself, Cameron burst out laughing. Somehow Sally 
always knew just what to say. How did she do that?

She patted him on the arm and said: “She’s fine. Now have a 
little fun. You deserve it.”

Their guide, a Consolidated director named Leonard Pullman, 
glanced back at them. “Excuse me, Lord Cameron, would you like to 
get a better look at the works?”

The works. Cameron smiled and nodded. “You bet.” 
The First Lord instinctively liked the man. Pullman was tall and 

thin, wiry. He moved with the easy grace of a tunnel monkey. His dark 
gray suit was impeccably tailored, but his hardhat was dented, the 
white paint chipped and faded. Pullman was a director, but he looked 
more like a foreman. He’d obviously come up through the ranks.

Cameron had learned long ago to trust men and women in 
well-used hardhats.

Their party turned left, moving down one of the tunnels that 
snaked through the asteroid’s body like wormholes through a piece 
of rotten wood. The tunnel was a vast, circular bore eight meters in 
diameter. Cameron reached out and touched the rock. The passage 

Cameron stepped out into the brightly lit passageway. The 
blue tile deck beneath his boots gleamed and someone had 
painted a large, silver Cameron Star on the snow-white bulkheads. 
A pair of marines was stationed ahead of them in the corridor and 
another pair behind.

“Let’s move,” said Devalis.
The party swept forward, two marines in front, two in back, 

Devalis by Cameron’s side.
Cameron was still humming with joy from his conversation 

with Sally. She said yes.
So he wasn’t really paying attention when Devalis reached out 

and trailed her hand along the bulkhead, her fingertips brushing 
against the Cameron Star.

Bam! Suddenly Devalis was down.
Cameron knelt by her side, a hand on her arm.
He felt one of the marines grab his shoulder. “Lord, we have to 

get you clear!”
Simon shrugged off the man’s hand without turning to look 

back at him. “Get Medical, now!” he roared.
Devalis’s eyes rolled up into the back of her head. Her breath 

was a harsh rasp. He reached for her wrist. Her pulse was racing 
triphammer fast.

“Major!” Cameron snapped. “Carolina!”
Somewhere behind him, a marine was speaking in a low, 

even voice.
“Please, my Lord,” he said, “she could have been poisoned. This 

could be an attempt on your—”
“Duty corpsman and your personal physician are both en 

route,” said Sally.
“We’ll hold here,” said Cameron, thinking quickly.
“But, Lord—”
Cameron turned to look up at the young marine standing over 

him, a junior sergeant. “I am on my DropShip surrounded by guards 
and we have doctors coming. Where would I be safer?”

The marine opened his mouth and then shut it again. “Yes, 
Lord.”

“Lord Cameron,” Devalis croaked and Cameron’s head whipped 
around.

“Don’t try to talk, Major,” he said gently. “Just relax. Help is 
coming.”

“Vision,” said Devalis hoarsely. “Had a vision. Happens some-
times. Had a vision.”

“She’s delirious,” said Sally.
“No,” said the major, her raw voice desperate. “No, is real. 

Happens to Devalis women sometimes. Is real!”
“I believe you, Major,” said Cameron soothingly, trying to 

calm her. He had to keep her from stroking out right there on 
the deck.

The major brought her arms back, pushed herself into a sitting 
position.

“My Lord,” she said, her voice freighted with urgency, “Saw 
Cameron Star. Went supernova. An explosion of light. Bright as 
a galaxy.”

“Quiet, Major,” said Cameron softly. “You need to lay back.”
“No, Lord,” she insisted, “listen! It left behind a pulsar. Rapidly 

spinning neutron star, degenerate matter, screaming out its rage 
and pain at the universe.”

“Okay,” said Cameron, placing a hand on Devalis’s shoulder and 
gently pushing her down. “Okay.”

“My Lord, please.”
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The operator rose, bowing deeply to the First Lord.
Cameron spent the next ten minutes conferring with Operator 

Li as the man explained various controls, gauges, and switches. 
At last the little rotund man stepped back from the panel and 
Cameron drew a deep breath.

All at once, a wave of warmth washed over him. He had 
brought peace back to humanity. The woman he loved had agreed 
to share her life with him. Together they would raise Richard and 
his sisters and make a real family, the first real family Cameron had 
enjoyed since Jessica had died. And there would be time to build 
the future, just as these miners were doing in a remote corner of 
the Periphery.

He pushed the paired sticks forward and the robot shuffled 
down the tunnel. A light flashed blue on the panel and Li, who was 
standing over him, said, “You have magnetic detection, Lord. Stop 
the ’bot and rotate the machine until you see max signal strength.”

Cameron nodded and brought the machine to a halt. He 
pulled his right hand from the control stick and wiped his forehead 
with the back of his hand.

“You’re doing fine, Lord,” said Li, “now just spin her.”
Cameron reached down and touched the stick—
The robot suddenly wheeled about and raced toward them, its 

legs moving impossibly fast.
“What are you doing?” Li shouted. “Stop it, STOP IT!”
Cameron was already pulling the sticks backwards, trying to 

force the robot to reverse direction.
The mechanism continued its reckless charge.
He jerked one stick forward and one back to make it stop and spin.
Nothing.
Panicked, Cameron glanced around the panel, desperately 

looking for—
There.
A quarter-sized plunger painted bright red and protected by 

a clear plastic box.
The emergency stop. No matter what else he had done wrong, 

the e-stop would shut the robot down, would drop it like an 
unstrung puppet. Cameron lunged across the panel. He flicked up 
the spring-loaded box and smashed his fist down on the plunger.

He allowed himself to draw a relieved breath.
Then he looked up.
In time to see the massive robot throw itself into the window, 

shattering ferroglass.
Suddenly the control room was a hurricane. A horrible, howl-

ing wind jerked Cameron out of his chair and punched him through 
shards of broken glass. He smashed into the front of the now-still 
robot, pinned by the force of the angry wind. He couldn’t turn his 
head to look back into the control room, couldn’t move at all.

Out of the corner of his eye, he saw Sally lying motionless on 
the tunnel floor.

Cameron realized he could not breathe.
Darkness swept down on him, stealing his sight until he saw 

only a single, terrible image: a supernova exploding and then 
fading to black, leaving nothing behind but a pulsar. The child of 
disaster. He thought he had saved the Star League—but there was 
no one to shepherd humanity but his eight-year-old son.

And there was no one left to watch over the boy.
Devalis’ vision hadn’t been about him. It had been about 

Richard. The boy was the pulsar.
Richard, he thought. Richard.
He died with the boy’s name on his lips.

was pressurized, but nothing separated them from deadly vacuum 
but the tunnel’s walls.

“How do you know where to dig?” asked Sally.
Pullman glanced at her. “We start at the surface and map out 

potential veins of ilmenite using magnetic resonance and ground-
penetrating radar.”

“Ilmenite?” asked Cameron.
“It’s a titanium-iron oxide, Lord,” said Pullman. “Anyway, once 

we find a vein, we send the ’bots in after it. And once the vein’s 
played out, we send our detection equipment down the tunnel and 
start all over again, looking at the next level down.”

“Is this tunnel played out?” asked Sally.
Pullman smiled. “Not at all, my lady.” He stepped around a bend 

and held his hand up, indicating activity at the far end of the pas-
sage. “All kinds of interesting things are going on here.”

Cameron stopped walking and just stared.
The tunnel was blocked off by a thick plate of ferroglass sealed 

along the edges with some kind of quick-set polymer. A short, 
portly operator sat in a leather chair, a neurohelmet clamped to his 
head, his eyes darting between the window and a small console 
blinking with status lights.

It looked very much like a BattleMech cockpit.
Cameron stepped up to the window.
The tunnel reached a hundred meters into the rock. Little 

monkey-sized ‘bots sifted through a small mountain of tailings, 
dumping rocks into carts on a track system. But what really caught 
Cameron’s attention was the thirty-ton monster sixty meters down 
the tunnel. The great machine shuffled along on a pair of squat 
legs, its body a swiveling turret that sprouted a tangle of mechani-
cal limbs. As Cameron watched, the ’bot fired a beam of ruby light 
into the rock, extended one of its arms to chisel away at the rock 
face and used the other to scoop away the debris. .

A proud smile creased Pullman’s lined face. “What you’re look-
ing at, Lord, is a Wotan Digger 500. Right now it’s using a krypton 
laser to vaporize a sample of ferromagnetic rock. It’ll study the 
emission spectrum to determine if titanium is present. If it is—”

The Digger suddenly shifted left on its squat legs, moving a 
meter or two, then stopping. For a moment, the ’bot was as still 
as a statue. Then its mess of arms moved in a mechanical blur, too 
fast for the human eye to follow, diamond-tipped drills and blades 
carving apart rock and its massive scoop snatching up black shards 
of ilmenite and throwing them unerringly into a wheeled cart. 
Cameron felt the vibration of the mechanism’s work, but he didn’t 
hear the shriek or whine of the drills. Surrounded by vacuum, the 
’bot did its work in an eerie silence.

Extraordinary, he thought.
“Director Pullman,” said Cameron haltingly. He shook his head. 

“I do not wish to overstep my bounds.” He glanced at Sally, who 
flashed him an encouraging smile.

“My Lord, we are here to serve,” said Pullman. “Just name your 
desire.”

Cameron frowned, not wishing to force his will on these gra-
cious people.

Sally winked at him. “Did you know the First Lord is an accom-
plished MechWarrior?”

Pullman smiled. “No, I didn’t.”
“I was wondering if I could try my hand with the ’bot?” said 

Cameron.
A big grin split Pullman’s face. “I think that could be arranged. 

Li Yanhang?”
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For many, the year 2750 marked the height of mankind’s greatest golden age—the days when we all 
stood united as a people, under the banner of the Star League. For nearly two hundred years, the Cameron 
Star represented peace and order among the feuding realms of the Inner Sphere. A glorious age of com-
merce, technology, culture, and ideology reigned supreme. Humanity ruled the stars, settling wherever we 
willed, wanting for nothing. The Age of War was a distant memory. Prosperity was the order of the day.

It is no small shame that none of that was true. In fact, by 2750, the Camerons’ grand experiment was 
just about to unravel.

Still, the twenty-eighth century remains broadly regarded as the zenith of human civilization, and there 
remains a kernel of truth to the fond—if overly-romanticized—images that we popularly conjure today when 
anyone mentions the first Star League. And the year 2750—the year First Lord Simon Cameron began his ill-

fated Peace Tour of the Star League member states—represents perhaps the age’s most defining moment 
before the League’s fall.

This volume represents one of many written in the centuries since the First League’s collapse, and 
draws on the combined efforts of historians and researchers from across the Inner Sphere. While revised 
for today’s audience, great care has been taken to draw upon firsthand sources, recovered not only from 
ComStar’s historical archives, but from sources throughout the former Terran Hegemony and beyond. 

The sum of this research we now present to you, the reader, without bias or commentary. For 
though it is often said that history will be the final judge of those who lived it, only those who lived 

through the rise—and the fall—of the First League will ever truly appreciate the trials 
and the triumphs of that long-lost age.

One can only hope that, at the end of all things, our own successors will look 
upon us as fondly.

—Bertram Habeas, Humanity’s Zenith: Remembering the First Star 
League, Republic Press, 3089

HOW TO USE THIS BOOK
Era Report: 2750 examines the overall state of the BattleTech universe in one of 

its most historic eras, and is designed to provide both sourcebook material and game 
rules to help run BattleTech and A Time of War campaigns set in this period. Unlike the 
Historical series, which delves into the details of a single conflict, Era Reports aim at a 

more generalized view of the period (though some focus may be spent on the military 
actions that dominated the day’s events).

This sourcebook begins with Humanity’s Zenith, an overview chapter that discusses the general 
setting of the Inner Sphere as it stood in the mid-twenty-eighth century, and provides a basic timeline of 

events that occurred during the heyday of the Star League era. A 2750 Faction Rundown is then provided 
that describes the major players of the late Star League, including their basic history and goals, as well as a 
selection of iconic military commands they fielded in this time. Major Personas follows, describing the major 
figures of the late Star League era, individuals whose actions helped shape history. The Museum Technica 
chapter then describes the technological state of the 2750 period as the Inner Sphere reached its pinnacle of 
military and industrial development.

Following these sourcebook chapters are the Era Tracks, which provide the seeds for military scenarios 
set in this era of play. These Tracks use the same Chaos Campaign gameplay system featured in other source-
books, including the Jihad Hot Spots series and BattleTech’s PDF-exclusive Turning Points series, but with modi-
fications that will reinforce the setting’s impact on BattleTech campaigns. Additional non-Track specific rules 
for campaigns set within the late Star League years will be found in the following chapter, Playing in the Late 
Star League Era. These rules will include modifications to existing rules found in the core rulebooks, including 
the Total Warfare basic war game rules and the role-playing rules described in A Time of War.
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BEGINNINGS
It was the best of times, it was the worst of times, it was the age of wisdom, it 

was the age of foolishness, it was the epoch of belief, it was the epoch of incredulity, 
it was the season of Light, it was the season of Darkness, it was the spring of hope, 
it was the winter of despair, we had everything before us, we had nothing before 
us, we were all going direct to Heaven, we were all going direct the other way—in 
short, the period was so far like the present period, that some of its noisiest authori-
ties insisted on its being received, for good or for evil, in the superlative degree of 
comparison only.

—Charles Dickens, A Tale of Two Cities, 1859

“History is the version of past events that people have decided to agree upon.”
—Emperor Napoleon Bonaparte, Nineteenth-century military leader
 
When Ian Cameron took the reins of the Terran Hegemony in 2549, he 

inherited a realm in the grip of a military coup. It took more than twenty years to 
unite the six Great Houses and another quarter century of war to  bring the rest 
of humanity under the Star League banner. The rise of the Star League is a tale of 
great personal sacrifice, incredible perseverance, dashing heroism, and deplorable 
depravity, culminating in the largest, and most prosperous, civilization humanity 
has ever known.

The political climate in the mid-twenty-sixth century was one of hope and 
despair. The Age of War was already a century and a half old. Although the Ares 
Conventions had eliminated the use of weapons of mass destruction, the resulting 
culture embraced limited warfare as a way of life. The common citizens of many 
realms lived in fear of near-constant skirmishing and many pined for a decisive 
engagement to settle things once and for all—regardless of the outcome. 

In this tumultuous age, the Terran Hegemony emerged as a leader in media-
tion, and spent fifty years marginalizing its military. Subversive elements within 
the Hegemony Armed Forces feared the Hegemony would become vulnerable to 
predation from the other major powers and quietly campaigned for a military man 
as chief of state. They got their wish in 2542, when Joseph Cameron, a marine with 
combat experience, was appointed director-general. Joseph, however, embraced 
the aggressive peacemaking policies of his predecessor, and within seven years 
the HAF had shrunk by twenty percent. 

On 20 September 2549, HAF Captain Henry Wilson Green, armed with his 
HAF-issued laser rifle, shot Joseph Cameron who then died the next day. Eight 
days later his younger brother Ian appointed himself director-general without 
a public confirmation vote. In response, the Fifty-first Dragoon Regiment seized 
control of the Hegemony Congress and other key government buildings in 
the Hegemony capital of Geneva, Terra. Safe at his home in Mexico City, Ian 
Cameron showed his acumen as a negotiator and ended the siege of Geneva with  
minimal bloodshed. 

He cemented support within the HAF by devoting significant resources 
to reestablishing the Hegemony’s technological edge over the other realms. 
Cameron spent the next two years purging the HAF of antiestablishment cabals 
and sympathizers, revitalizing the struggling Hegemony economy, and expanding 
the Department of Foreign Relations. He overcame many significant obstacles dur-
ing this time, but Cameron’s true challenges were just beginning. 

 TIMELINE OF EVENTS: 2556-2750

2556
[21 Mar] Meeting with Ian Cameron, on Terra, 
Terrence Laio and Albert Marik sign the Clasped 
Hands Agreement; a secret treaty ending the Third 
Andurien War.
[3 Jun] The Treaty of Geneva begins the Star League’s cre-
ation with the Terran Hegemony, Capellan Confederation, 
and Free Worlds League as founding members. 

2558
[1 Jan] Signing of the Tharkad Accords. The Lyran 
Commonwealth joins the Star League as its fourth 
member.

2567
[27 Oct] With the signing of the New Avalon Accords, 
the Federated Suns joins the Star League.

2569
[15 Aug] Treaty of Vega is signed. The Draconis 
Combine becomes the last major power to join the 
Star League.

2571
[9 Jul] The Star League Accords are signed.
[22 Aug] Cameron’s wife, Shandra Noruff-Cameron, 
appointed Commander in Chief of the as-yet-unre-
alized Star League Defense Force. The Star League 
Defense Force is created by drawing soldiers from 
all six realms. Hegemony units, known “Royal” units, 
form the core of the newly created SLDF.
[13 Sep] Cameron sends the Star League Accords to 
all Periphery states with an invitation to join the Star 
League. All will reject this offer within a year.

2572
[11 Jul] The Star League holds the first Galactic 
Summit on Terra. Of the Periphery nations, only the 
Rim Worlds Republic attends. 
[17 Oct] The Border Guards agreement allows SLDF to 
establish bases throughout the Inner Sphere. Special 
attention is given to Periphery borders. 
[18 Oct] Cameron issues controversial Directive 21. 
It states the Outworlds Alliance must accept SLDF 
occupation. 
[14 Dec] The Santiago Massacre occurs.

HISTORY AND REVIEW
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ANDURIEN
“If not for Andurien, there may never have been a Star League.”
— Magner Budziszewski, Duke of Andurien, 2568

Ian Cameron’s quest for a united humanity began with a rocky start. In 
2551, Hegemony emissaries met secretly with Archon Craig Steiner of the 
Lyran Commonwealth, but failed to enlist his support for the Star League. 
In November of that year, Cameron met secretly with Albert Marik, the 
captain-general of the Free Worlds League. Marik expressed his enthusiasm 
and support, but stopped short of making any public endorsements. In 
May 2555, Cameron attempted again to enlist the Commonwealth’s sup-
port by meeting with its new archon, Tracial Steiner. Tracial was not as 
enthusiastic as Marik, but she was cooperative when it came to resolving 
a dispute over the stewardship of Alchiba. It was the twenty-ninth world 
jointly administered by the Hegemony and another realm, and a boon for the 
resource-strapped Hegemony, but to Cameron this political victory was not  
nearly enough.

The Age of War originally began in 2398 when the Capellan Confederation 
and Free Worlds League went to war over the Andurien system. In Ian’s day, one 
hundred fifty-three years later, Capellan Confederation Chancellor Terrence Liao 
brought war back to Andurien. After five years of conflict, the Confederation was 
no closer to reclaiming these worlds, and had tens of thousands of casualties to 
show for their effort.

It was an overcast and blustery February day in 2556 when Terrence Liao and 
Albert Marik came to Terra. This would be Cameron’s first real effort at interstellar 
peacemaking, and it almost never happened. A dispute with Liao over the seat-
ing arrangement of dignitaries threatened to end the summit before it started. 
Cameron persevered, but Liao seemed determined to play the spoiler. 

After two weeks of talks, the principal details had been identified, but 
Liao remained intractable. While showering after his morning run, the puzzle 
pieces suddenly fit together for Cameron. He cancelled the planned after-
noon session and arranged a private meeting with the chancellor. Cutting 
through the obligatory small talk, Cameron dangled a carrot: Hegemony 
technology. The next day, a preliminary treaty was ratified. It would take 
almost a month to hammer out all the details, but the Third Andurien War 
was finally over. On 21 March, Marik, Liao, and Cameron signed the Clasped 
Hands Agreement. In exchange for a cessation of hostilities, Marik ceded 
the Andurien system to the Capellan Confederation. The Confederation also 
received favored-nation trade status with the Terran Hegemony, financial 
assistance, and access to some of the Hegemony’s advanced technology. 
In return, Cameron received a receptive audience for his dream of a Star 
League. Over the next two months, they discussed Cameron’s plans at length 
and reached an accord.

Signed on 3 June 2556, the Treaty of Geneva formally established plans to cre-
ate the Star League with the Terran Hegemony, Capellan Confederation, and Free 
Worlds League as founding members. Each state would retain autonomy regard-
ing internal affairs, and would appoint one representative to the Star League 
High Council to deliberate interstellar matters. The treaty formally recognized Ian 
Cameron, Terrence Liao and Albert Marik, and their successors, as hereditary rulers 
for their realms ad infinitum.

 TIMELINE OF EVENTS (CONT.)

2573
[14 Feb] The Malagrotta Crisis occurs. 
[Mar-Apr] Rim Worlds Republic dissidents demand all 
foreign forces depart Apollo. Gregory Amaris deploys 
soldiers to deal with the uprising. There are no dis-
sident survivors. Violent anti-government protests 
engulf the Rim Worlds Republic.
[12 May] Gregory Amaris issues the Universal Act of 
Loyalty. 

2574
[28 Feb] The Star League Council passes a series of 
harsh trade restrictions, import tariffs, and taxes 
designed to bring the recalcitrant Periphery states to 
heel. These measures only embolden the Periphery’s 
resistance to the Star League.

2575
[2 Jan] The Pollux Proclamation is issued. 
[1 Mar] The Periphery realms (except the RWR) reject 
the terms of the Pollux Proclamation and all but dare 
the Star League to invade. 
[Apr] Striking workers on Apollo declare themselves 
the Rim Provisional Government. 
[26 Apr] Directive 22 orders the Star League mem-
ber states to contribute soldiers from their standing 
armies to the SLDF thereby creating the Star League 
Expeditionary Force (SLEF). Four Regional Operations 
Commands (corresponding to each Periphery realm) 
are created to prosecute war. 
[Jul] Civil War grips the Rim Worlds. Amaris and his 
loyal forces flee to the Amaris Island Estates.
[14 Nov] Shandra Noruff-Cameron steps down fol-
lowing a heart attack. She is replaced by General 
Carlos Lee.

2576
[10 Sep] Taurians develop Case AMBER. 

2577
[17 Mar] Taurian fleet masses in an unnamed system 
near Tentativa.
[14 May] Duke Brion Marik lands on Canopus 
and delivers the Star League’s declaration of war, 
announcing also that the Star League will abide by 
the Ares Conventions.
[Sep-Oct] The Taurian Concordat launches Case 
AMBER, a stunning success. Nearly seventy-five per-
cent of the Davion fleet is lost, crippled, or captured; 
the Taurians lose three WarShips.
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MUDDY WATERS
“The Treaty of Geneva was a wake-up call to the other House Lords. That they never 

seriously considered uniting in opposition to the Star League is a testament to the eco-
nomic might of the Terran Hegemony, and the devious manipulations of Albert Marik.”

—Phillip Sada, Professor Emeritus, Sandhurst War College, Lectures on 
Diplomacy, Sandhurst Press, Sandhurst, 3043 

Inevitably, word of the Treaty of Geneva spread to the general public. 
Cameron’s biggest fear was that the lords of Davion, Kurita, and Steiner would 
align themselves against his Star League. Although the combined economies of 
the Hegemony and Free Worlds League overmatched the other major powers, a 
combination of those powers with Periphery states like the Taurian Concordat and 
Rim Worlds Republic would have placed all of them on nearly equal footing. Once 
the story broke, Cameron and Marik went to work on Tracial Steiner. Cameron 
proffered the olive branch, talking at length about partnerships and prosperity, 
and offering many lucrative contracts. Meanwhile, Marik put clandestine pressure 
on Lyran nobles who, in turn, championed the Star League’s cause to their lord. 

Marik’s methods produced results. Through a combination of trade agreements, 
partnerships, backroom deals, blackmail, coercion, and other less-than-noble means, 
he persuaded the entire Federation of Skye to support the Star League by the winter 
months of 2557. Many nobles in the Furillo and Alarion Provinces similarly supported 
membership, and on New Year’s Day 2258 Cameron and Steiner signed the Tharkad 
Accords, formally proclaiming the Commonwealth’s intention to join the Star League.

With four of the six major powers now aligned, the reality of the Star League 
was a matter of when, not if. Tariffs enacted in the promissory realms eased trade 
barriers within the proto-League and imposed steep penalties for the holdouts. 

Prince Alexander Davion saw the inevitable, but his Federated Suns had been 
ravaged during the Age of War and was slowly rebuilding. Davion felt it was impor-
tant to join the League from a position of strength, rather than need, and thus con-
tinued to hesitate. Conversely, Coordinator Hehiro Kurita of the Draconis Combine 
was primarily concerned with holding the gains achieved during decades of con-
flict and bringing glory to New Samarkand. Cameron appealed to Kurita’s ego, but 
the coordinator insisted on reaping the prestige of being the last state to join the 
Star League. The deadlock continued until Albert Marik intervened. 

In 2565, using a complex web of shell corporations and other financial 
schemes, Marik helped invigorate the fragile Davion economy, producing rapid 
growth and lining the pockets of Capellan March nobles. When this artificial 
growth finally collapsed in mid-2566, the economic crisis forced Prince Davion’s 
hand. The Federated Suns needed trade with the Star League realms to recover. 
Although negotiating from a position of weakness, Alexander Davion still man-
aged to obtain Hegemony contracts and reconstruction assistance. The coup de 
grace was a mutual defense pact that guaranteed Hegemony intervention should 
the Combine once again declare war against the Federated Suns. On 27 October 
2567, Alexander Davion signed the New Avalon Accords. 

The Treaty of Vega, signed on 15 August 2569, finally established the Draconis 
Combine’s intent to join the Star League. Coordinator Hehiro Kurita had held out 
for two more years than his Davion counterpart, ensuring that the Inner Sphere 
knew the Combine was joining the League at its own pleasure, rather than 
Cameron’s (although Cameron had offered a similar promise of military assistance 
against Davion aggression to the Combine as a final incentive). On 9 July 2571, 
the leaders of all six realms met on Terra to sign the Star League Accords, formally 
making Cameron’s dream a reality.

 TIMELINE OF EVENTS (CONT.)

2578
[Jan] The MAF launches multiple attacks against SLEF 
and FWL depots. 
[30 Apr] The Star League formally declares war on the 
Taurian Concordat and suspends the Ares Conventions 
for the duration of the conflict. The Taurians reciprocate.
[May] The SLEF, commanded by General Charles 
Wexworth, invades the Taurian Concordat.

2581
[20 Mar-30 Aug] III Corps conquers the Robsart sys-
tem. The campaign is one of the largest (and bloodi-
est) naval battles of the Reunification War. Thirty SLEF 
WarShips are destroyed and fifty heavily damaged. 
The campaign marks the end of limited warfare by 
the Taurians and begins an era of resistance by any 
available means, including WMDs.
[5 Jun] The Tancredi Accord pledges twelve Outworlds 
Alliance worlds to the Federated Suns in exchange for 
covert military aid and supporting a fair peace solu-
tion in the Star League Council.
[28 Oct-23 Nov] General Forlough orders SLEF units 
in the Outworlds ROC to execute one in ten citizens as 
punishment for defying the Star League. 
[17 Nov] SLDF High Command orders General 
Forlough to halt his advance in the Outworlds Alliance 
and redeploy one-third of his naval assets to support 
the war against the Taurians. 
[19 Dec] The Fourth Amaris Fusiliers strike Alarion, 
significantly damaging DropPort facilities before 
retreating offworld. 

2582
[17 Jan] General Amalthia Kincaid replaces General 
Wexworth as commander of the SLEF forces in the 
Taurian ROC. 
[3 Sep-10 Sep] The First Marik Militia captures Tetski; 
a major BattleMech manufacturing center. 
 
2583
[3 Mar-24 Jan 2584] The Sixteenth Mechanized Infantry 
and First Amaris Dragoons battle on Kikuyu. SLDF casu-
alties are around 8,000, while Rim Worlds losses exceed 
30,000; more than two-thirds are irregulars.
[3 Jun] Taurian commandos assassinate General 
Kincaid on Firgrove.
[17 Sep] The Day of Vengeance; Pitcairn’s Legion—
redeployed from Lushann—attacks SLDF V Corps 
elements at their LZ on Tellman IV. The V Corps suffer 
the loss of over two hundred ’Mechs, an equal number 
of vehicles, and about two thousand soldiers. 
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