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THE ONLY ONE THAT MATTERS ..
Lakefront North, Harlech
Outreach, Chaos March
11 October 3067

Two men were waiting for me by the time I took my familiar 
seat by the window. One ugly, one handsome. And old.

We hadn’t met before, but they knew who I was—and that 
meant they knew what I could do for them. There’s a trick to 
negotiation my old commander used to go on about: first one to 
speak, loses. I sat in silence and waited for them to start talking. 

My mind wandered to another of my former commander’s 
axioms while we stared around the table. The only time the truth 
comes out of a normal person’s mouth is when they’re face-to-face 
with their Maker or what-have-you waiting on the other side. I fig-
ured their talk would clock in around sixty percent on the bullshit 
meter. Thanks to my former mentor-turned-traitor, I’ve got a nose 
for such quadruped-pockey.

The clock over the bar clicked ahead another digit. I didn’t 
mind; I’d already determined I wasn’t breaking out the ‘I haven’t 
got all day’ speech. 

I waited for them to become uncomfortable enough to break 
the silence. The way I see it, everyone’s got a built-in discomfort 
meter and when it hits seven, most start babbling. These guys—
these guys were good. They made it to nine.

“We are aware of your reputation,” Ugly said. He had a face 
even his mother couldn’t love. “And your price.”

“Everyone is,” I replied. “That and the fact that paying it gets 
the job done.” I paused for effect. “If I decide to take it.”

The pretty one raised an eyebrow at that. He leaned forward 
a little. His voice was little more than a whisper. “If you decide to 
take it? There is no if. Not if you want to stay here.”

“Tut-tut. You haven’t even bought me a drink yet. Let’s save 
the threats until after the foreplay.”

“Mr. Wooden does not like to mix business with pleasure,” said 
Ugly. Now, I’m a big believer in first impressions. With this guy, 
I wouldn’t take the old hose out to urinate on him if he was on 
fire. I suspect it was mutual. I’m a pro, though, and keep personal 
prejudices out of business. I don’t need to want to urinate on you 
to work with you. Still, I’ve got a problem with idiots who make 
like they’re the Big Cheese. They always get up my nose.

“I can see why he’d want to do that. Pleasure’s overrated.” I saw 
the hint of anger rising in the pretty one’s eyes. Wooden. His mug 
didn’t exactly match the file photo I’d snagged earlier. Caution 
signs lit up in my brain.

Wooden raised a hand, silencing Ugly.  
“I see Mister Askai is dry and would appreciate a refill. Why 

don’t you go see to it?” 
“Coffee’s fine,” I said. I didn’t feel like being sociable. I had a 

job to do—or at least consider. Ugly raised a hand to flag down a 
server, but Wooden stopped him.

“What part of ‘go see to it’ did you not understand?”
I let the flicker of a smirk flit my face. I was beginning to appre-

ciate Wooden—or whatever his name was. Names really aren’t 
that important these days, not in my line of work. 

When Ugly moved on, I looked Wooden in the eye and sized 
him up. That’s why I like face-to-face meetings, no electronics to 
filter tone and expression. He, in turn, was doing his own bit of 
weighing; I added another respect point to his meter.

“So, Mister Askai,” he began.
“Just Askai,” I said, keeping eye contact.
“First name or last name?”
“The only one that matters.”
“I like you, Askai.”
“You don’t know me.”
“I know enough. You’re a straight talker.”
“Straight talking doesn’t cost anything and gets you to the 

point where money changes hands quicker.”
The man laughed, an easy sound but one I suspected didn’t 

spring to his lips that often. “You’ve heard of Interstellar Expedi-
tions I take it?”

I nodded. It was a ridiculous question. Anyone who’d been on 
Outreach for more than a day couldn’t not have heard of them. 
Sure, the actual whys and wherefores of their business might be a 
bit vague for the average civvie, but it was enough to know they 
had their sticky fingers on anything related to history, artifacts, 
and interstellar mysteries.

“Well, let’s just say I have a somewhat influential role within 
the company.”

“Why not just say you pretty much run the show,” I replied. I 
recalled another tidbit from the file. “Actually, let’s go one further 
and say you and that fat Kurita have full control over the day-to-
day business.”

“You’ve done your homework. Good.”
“Knowledge is power, right? I take it tea boy over there isn’t 

one of Kurita’s?” I nodded back towards Ugly at the bar.
Wooden barked out a short sharp laugh. “No. That is Hon. He is 

not as important as he thinks.”
Ugly returned bearing coffee. Hon tried valiantly to join in the 

conversation, but unlike my bed, there was no room for three. He 
sat in silence, scowling.

The coffee was good, the best I had tasted for a while.
“As I was saying, I have a job for someone like you, a man with 

your very special talents.”
“You can say what you like,” I said. I didn’t ask what he 

thought my special talents were. I needed a job if I was going to 
build my life yet again. Right now, it was all about keeping two 
steps ahead of my former employers. Beggars not being choos-
ers and all that. 

“I need a negotiator. A man capable of using his initiative while 
working within a very strict remit.”

I smirked. “You need a yes-man.”
“No, I need someone capable of following orders. There’s a 

difference.”
“And you think I’m your man? I’m beginning to think I should 

have had something stiffer to drink.”
Ugly Hon wriggled beside Wooden. Body language again. I 

bet he had wanted the job and been passed over. 
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It took all of about two seconds to work out we were in the 

presence of a bona fide miracle because, despite the press of 
bodies in the bar, the gunman wasn’t hitting anyone. He was 
missing because he meant to. Why? 

My brain worried over the situation even as my reflexes took 
over. That’s how my mind works—it digs in and worries at stuff 
until it makes sense. Sometimes, I don’t like the sense it makes of 
the senseless.

I risked a glance over the top of the table. 
Three gunmen framed in the broken window, guns spitting 

bullets.
Three of them missing the mass of flesh again and again. 
I could have jumped up and down waving my arms and they 

wouldn’t have hit me.
Scratch that—they might have hit me.
Only because they’d come looking for me.
No one else.
Funny, I didn’t feel special.
This had Word of Blake written all over it.
I risked a second glance as another volley tore into the back 

wall.
I had to factor a few things into my next move—the odds of a 

police response, likelihood of medical help getting through, how 
fast the Home Guard might show up. Such considerations would 
affect what happened next. 

I opted for telepathy with Wooden. I looked back at him, put-
ting it all into my eyes: run when I give you the signal. He looked at 
me and nodded. Maybe he understood? 

I was counting on the fact they wanted me alive. If they hadn’t, 
the table would have been riddled with bullets and I’d have been 
decorating the mirror behind the bar like a Starling painting.

I fully intended to use their orders to my advantage.
Before the first gunman could step through the window, I 

pressed the muzzle of my Eagle to the table and pumped a full 
clip through the flimsy wood. Cheap furniture for a classy eatery. I 
shook my head as I pulled the trigger. 

Despite the chaos, I heard the loveliest sound in the world: 
bullets hitting flesh. Assuming they didn’t have reinforcements 
outside, I’d just significantly evened the odds. The problem would 
be if they got close enough to trade punches. 

I counted to five in my head—a good round number. Long 
enough for them to react. Or not. The silence meant they were 
hanging back in case I opened fire again. I liked that—it was dull 
and unimaginative tactics. I could work with that.

I scrambled across the floor. Slivers of broken glass cut into my 
empty hand and knees. I needed distance between me and my 
new employer. It was the best shot I had at keeping him breathing. 

I raised myself into a crouch, broken glass skittering under 
my boots. Inhaled. Held it. Let that breath leak slowly out of my 
mouth. Head down, heavy pistol in a two-handed grip. Breathing.

A bullet slammed into the barricade I’d taken shelter behind. 
The bullet hole blossomed perilously close to my knee, but in 
close combat, a centimeter was as good as a kilometer. A size-
able chunk of timber splintered off and buried itself in my leg. I 
shrugged off the pain and put my hand to the wound. It came 
away sticky. It was big enough—and deep enough—that I didn’t 

“Any guns involved?” I asked. I’ve not got anything against 
them, but if Wooden had said no, I’d have known he was talking 
out of his rear area.

“I cannot rule it out.” 
I nodded. “I like your honesty.”
“Then you’ll take the job?”
I paused. “There’s one more if.”
“And that is?”
“If the money is right,” I said. Was there really no one else on 

Outreach capable of doing whatever he needed? What kind of job 
needed someone with the baggage I had? And guns? A dirty one. 
Down-in-the-muck-smelling-like-sewage-and-death kind of job. 

In other words, my kind of job.
“I’m sure you’ll be happy with the money. What about your 

previous employers?”
“I don’t intend on paying them a commission, if that’s what 

you are worried about.”
“I am more interested in making sure your previous ties have 

been severed.”
“Like a bloody stump.”
“And there’s nothing you feel you need to tell me?”
“Nope,” I lied. I could have told him that my former employers 

wanted me back, which wasn’t stretching the truth too far. Why 
they wanted me back is where it got suspect. I had important 
stuff trapped inside my head and they wanted to get it out. I’m 
fairly sure they’d be happy just hacking my head off and scooping 
it out if they could, but that would irritate the others who would 
rather see me dead than have those secrets revealed. Damned if I 
do or don’t—or something like that. Maybe working for IE would 
offer enough money and protection to avoid picking up some-
thing terminal. 

“Then welcome aboard,” said Wooden. He extended a hand 
across the table.

Hon shifted uncomfortably in his seat. It was getting more dif-
ficult to ignore his ugly mug. He was nervous. I didn’t like that. A 
bead of sweat started to form on his forehead. Something was 
wrong. My self-preservation instinct kicked in right as the fine 
hairs on the back of my neck started to prickle. 

In the silence between heartbeats the window beside me 
shattered into a million pieces.

As my heart drummed out its next beat, the hubbub of voices 
around the bar turned to cries and screams. Panic. Violence. 
Chairs scraped back as people ducked and cowered and dived 
or ran for the door. There’s a difference between people like 
them and people like me who live in a world of violence. I was 
already on my feet, tipping the table on its end to act as a shield. 
I grabbed Wooden’s shoulder and drove him down beneath the 
line of the table. Dead guys don’t pay. Hon, on the other hand, 
could look after himself.

Bullets began slapping the floor, tables, walls. 
I pulled my trusted Hawk Eagle from inside my jacket. Another 

axiom from my dead mentor: Only draw if you intend to fire; only 
fire if you intend to drop the other guy. It had kept me alive this long; 
I wasn’t about to change the habit of a lifetime. 

Bottles behind the bar popped like firecrackers. 
The screaming around me got on my nerves.
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Suddenly Wooden leaned over me. He looked genuinely con-

cerned. It was almost touching. 
“Dead?” he asked.
“Not yet,” I said. 
“Funny.”
“Regular comedian,” I agreed, coughing. I realized the restau-

rant was empty.
“You are a lucky man.”
“No such thing,” I said. I don’t think he bought it.
Two were dead. The third would live. I rolled to my knee, winc-

ing again in pain. Wooden called for the medics.
I tried to thank him, but I was struggling to make my lips  

work properly.
“I take it they were looking for you?” He gestured towards the 

corpses. I nodded, reaching for my empty gun before I realized 
someone was standing over them. Hon. 

Something nagged the back of my mind like a fly in a jar bang-
ing up against the glass. It just wouldn’t come out. 

“Who knew that you were meeting me here today?” asked 
Wooden. It was a question I should have been asking.

“No one,” I said. A burst of clarity then; I could almost hear 
gears falling into place. 

I remembered how uncomfortable Hon had been just 
before the attack: sweating, nervous tension, how he’d aban-
doned Wooden and everyone else in his flight to the door. It 
all clicked.

“That’s what I suspected,” Wooden said, almost sadly. He 
looked at me, eyes trying to communicate.

I watched in slow motion as Hon turned his gun towards me. I 
knew he was the one who sold me out. It was cold comfort to be 
right. Again. I tried to move, but the pain was blinding. The world 
tunneled down to the barrel of his Nambu. I didn’t relish the idea 
of being killed by Hon—but it was better than a splinter. I closed 
my eyes and waited for the shot. 

When it came, I felt no pain. 
The universe, unfortunately, didn’t explode.
When I opened my eyes I didn’t see anything remotely heav-

enly. Instead, I saw Hon sprawled out like a whore on the ground, 
blood draining from a giant hole where his left eye used to be. 
Crouching beside me, Wooden held a gun in a trembling hand. 
Some sort of antique Magnum.

“I get the distinct impression you haven’t exactly been 
straight with me, Askai. Perhaps we should have a slightly more 
in-depth interview,” he said. “That is, if you still intend to work 
for me.” 

“Or maybe you should just be grateful I saved your life?” I 
retorted, forcing a laugh through the pain.

“I could say the same thing,” Wooden said, looking at the Mag-
num in his hand like it was suddenly going to turn around and put 
one right between his eyes. Yeah, definitely his first kill. It was a 
look I recognized.

“Wooden, what say you and I start this conversation over,” I 
replied. My eyes roved around the eatery and the remnants of 
violence. “Preferably somewhere with more polish, less noise.”

My new employer nodded. “I’ll buy.”
“I wouldn’t have it any other way.”

want to risk pulling the damned thing out without a medic. I 
didn’t feel like being killed by what was essentially a splinter; that 
kind of death never looked good on the tombstone.

The two remaining gunmen were on the move again; I could 
hear their heavy boots crunching on broken glass. 

The press of escaping bodies were caught in a bottleneck at 
the door. I saw the bulky figure of Hon drag someone away, forc-
ing his way through the press towards the exit. Charming soul. 
I almost put a bullet in his back for the sake of humanity. My 
telepathy must have been on fire—he cast a furtive glance back 
in my direction, rumbled. He paused for a split second and then 
surged forward.

More gunfire. More splinters of wood and shards of glass. 
Incredibly, my watch indicated less than two minutes had passed 
since the first shot.

I had no idea if my leg would support me if I tried to stand, but 
I had no choice. I was a sitting duck. It was one of those do or die 
moments. I’d find out soon enough if I was right about them hav-
ing orders to take me alive. My life was banking on it. Of course, 
they wouldn’t be too worried about injuries. Hell, I knew a few 
of their so-called specialists who savored the whole information-
gathering-through-agony thing. 

I adjusted my grip on the Eagle and eased myself into position 
before launching myself upright. I bit down on a shriek of pain as 
the muscle tightened around the wood embedded in it. 

I fired quickly, blindly, at the only other two men still standing.
The first shot caught the nearest target high in the shoulder. 

The impact spun him around. He stumbled and went sprawling, 
down but not out. That meant he still posed a threat. A clean kill 
would have been nice. The second man dropped to the ground 
and fired in response before I was able to get a shot off. 

I felt the air whisper as the bullet zipped past my face. I didn’t 
flinch. Flinching gets you killed. It didn’t matter that the bullet 
was already embedded in the wall. It was all about the next shot, 
not the last one. 

This guy seemed a lot less worried about keeping me alive 
than his companion’s health. That made things a little more 
complicated. 

I dropped to my knees. 
This time, the pain made me cry out and I rolled onto my side. 
A strange—lethal—blackness floated in front of my eyes. 

There was no way I could afford to give in. This wasn’t going to be 
easy. The pain was overwhelming. I pointed my gun in the gen-
eral vicinity of where I thought the target was hiding and fired 
again and again until my clip was empty. I was out—not ideal, 
with my spares currently between my thigh and the floor—but 
hopefully I wasn’t going to need another bullet. 

I suppose I could always try and bludgeon them to death with 
Hon’s personality. 

When the smoke settled there was silence.
I knew it was silence because all I could hear was the pounding 

of my heart. 
“Are you all right?” a voice called through the haze of gun-

smoke, glass, and blood. It might have been the second or third 
time the words were repeated. The world seemed to be on some 
kind of loop and I was having trouble breaking out of it.
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TOTAL CHAOS

INTRODUCTION ...................

The Total Chaos sourcebook is a resource for BattleTech players 
that details nearly forty campaigns of the fourteen-year Word of 
Blake Jihad, as well as collecting the entire Chaos Campaign tracks 
from the previously published Jihad Hot Spots plot books and 
several select tracks from the Jihad Turning Points e-publications. 
Included are more than thirty new tracks for the Chaos Campaign, 
three new mercenary units, and a completely updated Chaos 
Campaign ruleset.

Foundation Stone is a short story detailing the mysterious 
connection between Interstellar Expeditions and Mr. Askai. (The 
continuing serial of Askai’s journey will be published periodically 
at www.battlecorps.com.) Rules of Engagement is the updated 
version of the Chaos Campaign rules using the Warchest track 
system. Enter Stage Right details three new mercenary units that 
survived the trials of war provided by the Jihad; their stories are 

interwoven through the Assignment and Aftermaths of many of 
the Total Chaos tracks in this publication. 

The Missions section provides information on running generic 
missions that a player can use to “fill in the cracks” between 
tracks. The Total Chaos section is divided into each year of the 
Jihad—from 3067 through 3081—and lists all of the campaign 
tracks available during that year, in chronological order. Each of 
these sections also includes various sidebars providing detailed 
information on that location during the Jihad, including com-
batants, years of occupation, and information on how to run a 
mini-campaign set in that system.

The Rules Annex provides instructions on how to use the 
Warchest Worksheet, reprinted from Starterbook: Wolf and Blake, 
and includes Random Availability Tables for Mercenary, Militia, 
Word of Blake, and Shadow Division forces during the Jihad years.

Welcome to MILHIST 305-A: Campaigns of 3067 to 3081. This course is designed to provide you with a wide range of fac-
tual information regarding the Word of Blake’s Jihad against the Inner Sphere. The objective of this course is to not examine 
the political or societal upheavals of the Inner Sphere nations—a scope of study that is best pursued in MILHIST 305-B  
(Political Realities of the Jihad Era)—but to examine a range of key battlegrounds and campaigns during this fourteen-year conflict. 

Astute students will note that not all of the conflicts described herein are those of popular media focus. Missing are the 
sensationalized events on Canopus, the propaganda-influenced wars in the Taurian Concordat, and other skirmishes. These 
and other omitted battlegrounds are important in their own right, heavily entangled with the political firestorms that engulfed 
their parent houses or patronages, and best left to study in MILHIST 305-C: Political Wars of the Jihad. Additionally, your advi-
sors, instructors, and professors felt it best to focus more on the strategic conflicts that directly dealt with the Word of Blake 
within their short-lived Protectorate. With the opening of several archives on these worlds due to Exarch Stone’s own executive 
orders, analysts see previously hidden detail, often glossed over in local and regional media sources.

New to the MILHIST 300 series of courses are program downloads allowing cadets to program their simulators. These 
sim programs enhance a cadet’s study experience for future battlefield experience. Students are expected to use these and 
other auxiliary study materials in their coursework; the course’s final exam will include a multi-day simulation of a campaign 
detailed herein. 

Additional resources are available at the Thomas Hogarth Library of Conflict, located at Quadrangle Two. Students tak-
ing this course via TerraNet are encouraged to utilize the Geneva Jihad Era Records Archive, accessed through your local 
academy’s library server.

Students interested in group networking simulation experiences can access the TerraMilNet servers from 2100 to 0300 
hours UTC, using the 305ATCC server bed.

—Brigadier General Armond Heller
Sandhurst Military Academy

HOW TO USE THIS BOOK .....





10

TOTAL CHAOS

RULES OF ENGAGEMENT .....
The information presented in this section can be used to cre-

ate scenarios for BattleTech games set during the Jihad or any era.
Players will need the Total Warfare (TW) core rulebook pub-

lished by Catalyst Game Labs in order to play. Additionally, many 
of the optional rules use advanced rules from TechManual (TM), 
Tactical Operations (TO), and Strategic Operations (SO). Complete 
record sheets for all BattleMechs, vehicles, and aerospace craft 
that players can use to recreate scenarios appear in any of the 
pre-filled Record Sheet PDFs for purchase found at www.bat-
tlecorps.com/catalog, including BattleTech Record Sheets: 3039, 
3050U, 3075 and Project Phoenix: Upgrades (any of the previously 
published Record Sheet compilations by FASA and FanPro can 
be used). Illustrations and game statistics for most of these units 
appear in the various BattleTech Technical Readouts published by 
Catalyst Game Labs (or FASA/FanPro).

While not required to play Total Chaos, there are other Bat-
tleTech sourcebooks that can be used to add flavor and depth 
to a player’s campaign. These include: Technical Readouts 
3050U (TR50), 3057R (TR57), 3060U (TR60), 3067 (TR67), Jihad Hot 
Spots: 3072 (JH72), Jihad Hot Spots: 3076 (JH76), Jihad Hot Spots: 
Terra (JHT ), Jihad Hot Spots: Final Reckoning (JFR), Jihad Con-
spiracies: Blake Documents (BD), and the Jihad Turning Points: 
e-publication series Luthien (JTPLuthien), Tharkad (JTPTharkad), 
Atreus (JTPAtreus), Sian (JTPSian), New Avalon (JTPAvalon), and 
Dieron (JTPDieron).

Enterprising players can use the Total Chaos material to craft 
a roleplaying campaign using the A Time of War (AToW) ruleset. 
While providing details for such an endeavor is beyond the scope 
of this product, a gamemaster can use each track’s information as 
a framework to create their own adventures.

Players and gamemasters may use HeavyMetal Pro, HeavyMetal 
Vee, HeavyMetal Lite, and HeavyMetal Plus software packages 
(available from RCW Enterprises) to print their own BattleTech 
record sheets. The HeavyMetal Aero package allows players to 
print their own AeroTech record sheets, while the HeavyMetal 
Battle Armor package allows players to print battle armor record 
sheets. Gamemasters and players may also create their own maps 
using the HeavyMetal Map program.

As always, the following rules supplement existing rules. They 
add variety to and enhance game play but should not give unfair 
advantage, and so gamemasters and players should all agree on 
any supplemental rules before using them in play. Similarly, play-
ers should feel free to modify any rule that seems inappropriate 
for their campaign and/or for the era. All of these rules are consid-
ered Advanced and may not be used in tournament play.

If there is no rule for a particular situation, players should feel 
free to come up with their own; all players must agree to its use. 
As a last resort, players can roll a D6 to resolve any issues.

Mapsheet Terrain: When a terrain type such as Urban, 
Wooded, or Mountain is mentioned in these rules, the refer-
ence is to the Terrain-Specific Mapsheet Tables in Total Warfare. 
If a rule specifies Light Urban Terrain, for example, it specifi-
cally means the maps in Table 7: Light Urban Terrain Table on 
p. 263, TW. Unless specifically stated otherwise in a track, the 

number of maps used in play is up to the players involved. 
However, in general it is recommended that players use a ratio 
of 1 map per 4 units.

Total Chaos also introduces several new terrain type tables: 
Ruins, Dense Urban, Industrial Zone, Training Grounds, and 
Prairie. These tables can be found on page 11.

Miniatures Rules: While BattleTech is a board game that utilizes 
mapsheets, it is possible to play the game as a 3-D miniatures game 
with miniatures mounted on hex bases from Iron Wind Metals. Use 
the Miniatures Rules found on p. 386 of SO as appropriate, with all 
of the players consenting. The gamemaster and players will have 
to make accommodations to set up the terrain similar to what is 
found on the mapsheets mentioned in the track. Accommodations 
should also be made to define and declare how any special rules 
mentioned in the track will be handled before the game.

Terminology: The following rules use the term unit as it is 
used in Total Warfare, referring to a single battlefield unit such 
as a ’Mech or vehicle. Force denotes a large combat formation 
such as a regiment. A player’s total force refers to all of the units 
(’Mechs, vehicles, infantry, aerospace fighters, etc.) that the player 
brings to the whole campaign. A player’s deployed force refers to 
all of the units that a player brings to use in a track. 

HOW TO USE  
THE TOTAL CHAOS CAMPAIGN

Total Chaos Campaign rules provides an open-ended campaign 
framework that easily allows gamemasters and players to use a 
variety of published tracks to create their own unique gaming expe-
riences using forces of their own creation. Each track is set up as a 
general framework to assist players and gamemasters in creating 
the opposing forces and adding other battlefield effects specific to 
that track. In addition, using the Warchest Point System (WP), player 
groups may choose what direction the campaign takes.

Because the player decides which route to take between 
tracks, this campaign can be replayed often with different tracks, 
forces, and even outcomes. Gamemasters and players decide how 
much detail they wish to go into and may create further scenarios 
to create sub-campaigns within the track framework. Ultimately, 
the route, gameplay, and depth of detail are up to the player.

TRACKS
Each track centers on a plot line focused on a single event. Many 

of these tracks can be found in previously published sourcebooks, 
including Blake Ascending (BA), JH72, JH76, JHT, JFR, JTPLuthien, JTP-
Tharkad, JTPAvalon, JTPSian, JTPAtreus, and JTPDieron.. These tracks 
have been updated to include the Total Warfare ruleset as well as 
correct any prior errors or imbalance. Note that tracks can be used 
with the Quickstrike rules (see p. 400, SO) with minor adjustments.

There are also many new tracks included in this publication, 
giving players even more options and directions to take their 
campaign, including several planetary mini-campaigns. 

Each track is broken into several sections: Situation, Game Setup, 
Warchest, Objectives, Special Rules, Aftermath, and Next Track. 
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TERRAIN TABLE

2D6 Result Map

D
EN

SE
 U

R
BA

N

2 Military Base #1 (MS7)
3 Drop Port #1 (MS7)
4 City, Skyscraper (MS6, MC2)
5 City, Downtown (MS6, MC2)
6 City, Residential (MS6, MC2)
7 Seaport (MS7)
8 City, Suburbs (MS6, MC2)
9 Lake Area (MS2, MC1)
10 Heavy Forest #1 (MS4, MC1)
11 Drop Port #2 (MS7)
12 Military Base #2 (MS7)

2D6 Result Map

IN
D

U
ST

R
IA

L 
ZO

N
E

2 City (Hills/Residential)* #1 (MS3, MSC1)
3 City Street Grid/Park* #1 (MS4, MSC1)
4 City, Downtown (MS6, MC2)
5 Military Base #1 (MS7)
6 Drop Port #1 (MS7)
7 City, Suburbs (MS6, MC2)
8 Drop Port #2 (MS7)
9 Military Base #2 (MS7)
10 City Street Grid/Park* #2 (MS4, MSC1)
11 City (Hills/Residential)* #2 (MS3, MSC1)
12 Seaport (MS7)

*Place Heavy and Hardened buildings of varying heights in each non-
paved hex

2D6 Result Map

PR
A

IR
IE

2 City Street Grid/Park* #2 (MS4, MSC1)
3 Open Terrain #2 (MS5, MC2)
4 Scattered Woods (MS2, MSC2)
5 Rolling Hills #1 (MS3, MSC1)
6 Open Terrain #1 (MS5, MC2)
7 BattleTech (MS2, MC1)
8 Open Terrain #2 (MS5, MC2)
9 Rolling Hills #2 (MS3, MSC1)
10 Battleforce 2 (MS6, MC2)
11 Open Terrain #1 (MS5, MC2)
12 Desert Hills (MS2, MC1)

*Place Light buildings of 1D6–2 (minimum 1) heights in each non-paved hex.

2D6 Result Map

RU
IN

S

2 Military Base* #1 (MS7)
3 City Street Grid/Park* #1 (MS4, MSC1)
4 City, Downtown (MS6, MSC2)
5 City, Residential (MS6, MSC2)
6 City (Hills/Residential)* #1 (MS3, MSC1)
7 CityTech Map* (MS2, MSC1)
8 City (Hills/Residential)* #2 (MS3, MSC1)
9 City, Suburbs (MS6, MSC2)
10 City, Skyscraper* (MS6, MSC2)
11 City Street Grid/Park* #2 (MS4, MSC1)
12 Military Base* #2 (MS7)

*Place Medium and Heavy buildings of varying heights in each non-paved 
hex. Roll 2D6 for every hex containing a building. On a result of 6+, that 
hex is reduced to Rubble.

2D6 Result Map
TR

A
IN

IN
G

 G
RO

U
N

D
S

2 BattleTech (MS2, MC1)
3 Open Terrain #2 (MS5, MC2)
4 Desert Hills (MS2, MC1)
5 Rolling Hills #1 (MS3, MSC1)
6 Scattered Woods (MS2, MSC2)
7 Open Terrain #1 (MS5, MC2)
8 Open Terrain #2 (MS5, MC2)
9 Rolling Hills #2 (MS3, MSC1)
10 BattleTech (MS2, MC1)
11 Open Terrain #1 (MS5, MC2)
12 Desert Hills (MS2, MC1)
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For forces that are not specific to the player, roll the Tech 

level bonus to use when rolling on the appropriate RAT by 
referring to the Tech Level Table, below. Alternatively, a player 
may simply choose their Tech level, provided all players are  
in agreement.

Player Force Size
Though this campaign is designed primarily with company-

sized or smaller forces in mind, any size and composition should 
find it equally challenging. The Total Chaos Campaign rules are 
scalable for a total force of any size. Any type of force—be it 
House, Clan, pirate, corporate, or customized player unit—can 
participate in track campaigns.

For example, if the player chooses to use a House force, 
it might be detached from its parent command to serve as 
a ready reaction group. Clan players can detach forces from 
standard commands to assist the Clan Watch in intelligence-
gathering efforts. Ultimately, gamemasters and players decide 
the details. Once the player has determined their force’s ori-
gins, the gamemaster needs only spend a little time adjusting 
various elements to tailor each track to the player’s campaign, 
such as the setting, the identity of the opposing forces, and 
even the time frame.

Opposing Forces
Most tracks list the player’s force and the opposition in terms 

of percentages of the player’s deployed force, as opposed to a 
specific roster. This allows individual campaign flexibility and 
keeps each track fair and balanced within the storyline.

The player’s total force encompasses all units at the player’s 
disposal, whether ’Mechs, vehicles, aircraft, battle armor, or infan-

try platoons; supplemental forces assigned 
by an employer or granted in the track rules 
do not count towards this number unless 
specifically stated otherwise.

The player’s deployed force represents 
the percentage of their total force that will 
be used in the current track. The percent-
age listed in a given track is the maximum 
percentage of the player’s total force that 
can be used in that track. A player may 
elect to take fewer forces at their own dis-
cretion, however.

Opponents should always calculate the 
size of opposing forces using the player’s 
deployed force, never the total force the 
players have at hand.

SITUATION AND GAME SETUP
Situation provides the where and when of the track, including a 

short fiction entry to provide some context. Many entries detail the 
fortunes of one of three mercenary commands navigating the Jihad.

Game Setup indicates what Terrain Tables should be used in 
selecting mapsheets for the track. If Miniatures Rules and terrain 
are being used instead, the player should still roll on these tables 
and use the results to craft a battlefield that gives the same sense 
of terrain as those detailed on the maps.

 
Maps

Unless otherwise described in a track, it is suggested to use 
1 mapsheet for every 4 units used in the track, though this can 
be adjusted to better suit the track’s needs or to better fit with 
whatever size playing field is normal for the players involved. 
Some tracks may need bigger maps so that players can go around 
objectives or opposing units for a better approach while some 
tracks would be better served with the opposing forces within 
LRM range of the players. Careful consideration regarding num-
ber of maps could help make the game enhanced or different 
from previous games.

Total Chaos also introduces several new terrain type tables: 
Dense Urban, Industrial Zone, Prairie, Ruins and Training Grounds.

Each track defines the force opposing the player based on a 
percentage of the player’s force. This percentage must be applied 
to whatever system is used to balance the forces. Players should 
feel free to use any system they prefer, such as Battle Value (see p. 
302, TM), total tonnage, C-bill cost, and so on. 

The specific makes and models of most units a given force may 
field—whether supplemental forces provided by the scenario or 
the opposing force—may be determined using the appropriate 
Random Assignment Tables (RAT) published 
in various sourcebooks to assist in designat-
ing forces, though no player should feel 
restricted to that medium. More detailed 
recommendations and guidelines on force 
selection may be included in each track. 
RATs for Mercenaries and Militia appear on 
pp. 250-253. Other RATs that appear in cur-
rent and older publications are also valid as 
long as all players agree to their use.

Players lacking access to these sources 
may alternatively use the standard RATs on 
pages 267–271 of Total Warfare. Gamemas-
ters and players may use any RAT as long 
as everyone playing agrees to the RATs 
being used.

TECH LEVEL  
TABLE

2D6 Tech Level

2 Player’s choice
3 F
4 A
5 B
6 D
7 C
8 C
9 D
10 B
11 A
12 Player’s choice
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SPECIAL RULES

The Special Rules section indicates which special rules, if any, 
apply in that track. The gamemaster may use any of the following 
rules in addition to those given for a track if they believe will add  
flavor and depth to the campaign. Here are the more commonly 
used campaign special rules in alphabetical order:

Command-level (Tactical) Comms
While not directly addressed in any of the track special rules, a 

player may use the Command-level (Tactical) Comms rules (see pp. 
191-196, TO) for additional texture and detail. As with all Advanced 
rules, all players must agree to their use before they can be used 
in a track.

Commander
Secretly designate one unit on each side as the Commander; 

roll for their skills on the Random Skills Table (Expanded) (see p. 
273, TW) on appropriate skill column with a +2 bonus to the result. 
[Example: A player designates a unit in his Wolf’s Dragoons force as 
the Commander. The force is listed as having Veteran skills, so the 
player rolls on the Veteran column and adds +2 to the rolled result.] If 
the unit containing the Commander is destroyed, apply a –2 mod-
ifier to all subsequent Initiative rolls. Additionally, all units on that 
side must operate under Forced Withdrawal (see below) and begin 
their retreat unless any other rule would negate withdrawal.

Force Special Abilities
If a player opts to use an existing force previously published, 

they may use that force’s special abilities (if any) throughout the 
campaign if all players agree.

Forced Withdrawal
 Forces indicated will operate under the Forced Withdrawal 

rules (see p. 258, TW). Unless noted otherwise, the player’s unit is 
not obligated to follow these rules.

Salvage
Salvage is the taking of destroyed or crippled equipment 

remaining on the battlefield at the end of a track. In linked sce-
narios (such as Grim Death, p. 95), salvage may not occur until the 
end of the mini-campaign unless the player’s total force includes 
units noted for salvage operations and/or has lift hoists, at the 
agreement of all players involved.

In general, and unless a track’s special rules state otherwise, 
players who achieve at least one Objective in a track may claim all 
battlefield salvage in any area where their units participated. Players 
may not claim salvage after battles in which they did not participate.

Salvage may be sold at half the unit’s normal list price (see 
Warchest Points Between Tracks, p. 15). Alternatively, vehicles, 
’Mechs, and other salvaged units may be repaired either by using 
the Warchest system or by converting Support Points to C-bills 
and using an appropriate rule set to spend C-bills for repairing or 
replacing equipment.

Players interested in more detailed Salvage rules can find them 
beginning on page 191 of Strategic Operations.

In setting up forces for the track Another Day, 
Another C-Bill (p. 41), the player determines their 
total force comprises 12 ’Mechs totaling 20,000 BV2 
(not counting Gunnery/Piloting skills) and worth 10 
million C-bills. All participants decide to use BV2 as 
the standard for building all forces. This means the 
player’s deployed force (25 percent) may not exceed 
5,000 BV2 in selecting units. Alternatively, if the group 
had decided to use a numerical standard, then the 
player would select up to 3 units from their total force. 
If the group instead used C-bills as the standard, then 
the total value of the player’s deployed force cannot 
exceed 2.5 million C-bills.

Once the player’s deployed force is determined, the 
opponent figures out the attacking force’s composition. 
The track states that the Attacker must not exceed 75 
percent of the Defender (player’s deployed force), and so 
the Attacker’s deployed force cannot exceed 3,750 BV2 (or 
as close as can be made). Because the group opted to not 
account for Gunnery/Piloting skills, those skills do not factor 
into the composition of either force. The opponent sees that 
the Fifty-first Panzers are a Veteran unit and so assigns each 
attacking unit a Veteran skill set using the Average Skills 
Table found on p. 271, TW.

WARCHEST AND OBJECTIVES
The Warchest section of a track describes in detail how many 

Warchest Points (WP) a track costs and additional bonus options 
that may be used to add difficulty, and as a result, earn the player 
more WP upon track completion. The track cost is an abstract 
number that reflects the combination of travel, distance, time, 
reputation, and other intangibles considered at the time of the 
track’s occurrence. The player must have enough WP to pay the 
cost at the beginning of the track. If the player does not have 
enough WP, they may either go into Warchest Debt (p. 14) or select 
a different track.

The player is not required to use the Option(s) listed and 
may run the track as normal. However, if a player chooses to 
use an Option in order to achieve a greater WP payout, that 
Option’s effects are applied to the track. Multiple Options may 
be in effect during a track, and all payouts for chosen Options 
are cumulative.

Option bonuses are applied at the end of the track after 
Objectives are calculated. The player receives the listed WP 
payout if at least one Objective is reached, unless otherwise 
noted. If a player chooses multiple Options for a track, only one 
Objective needs to be achieved in order to receive all Option WP 
payouts in play.

Objectives indicate the track goals the player must achieve. The 
player receives the listed WP for each Objective reached. These 
rewards are cumulative unless otherwise indicated. Note that 
some Objectives have a negative reward, indicating that it is in 
the player’s best interest to avoid “achieving” that objective.
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GANNON’S CANNONS 
In 3064, Captain Gannon “Cannon” Derer was just another 

Dispossessed MechWarrior. A member of the Grave Walkers, he 
numbered among the few survivors from the Falcons’ incursion 
to reach Arc-Royal. 

Derer resigned from the Grave Walkers and worked as a 
mechanic and bartender, using the money earned to attend 
classes at the Arc-Royal Combat Training Program (ARCTP) while 
staying in shape and keeping his ears open.

He met Captain Philo Carlton, commander of Carlton’s Cava-
liers, while tending bar. After several informal discussions, Derer’s 
knowledge and experience so impressed Carlton that he offered 
the Dispossessed MechWarrior a support position with the Cava-
liers. The Cavaliers’ business manager was retiring, and Carlton 
needed a replacement. Derer took the offer.

Derer worked the business side of the 
Cavaliers’ operation for two years. During 
that time he handled all logistical, 
financial, and personnel matters and 
ensured the command stayed 
solvent. Within short order he 
gained a reputation as a shrewd 
negotiator and administrator.

After two years, Carlton 
presented Derer with a BLR-
1G BattleMaster, the rank of 
lieutenant, and a slot in the 
Cavaliers’ command lance. 

Trial by Fire
Early in 3067, Duke Mor-

gan Kell hired several small 
mercenary units to keep 
the Loyalist Third Donegal 
Guards on Cumbres. The Third’s 
movement to Tharkad could have 
tipped the battle in General Nondi 
Steiner’s favor; Kell’s  mission was for 
the hired guns to tie up the Guards and 
keep them in place.

On 3 February, the mercenaries struck Cumbres, seizing vital 
resources and supplies from key locations. The Third reacted 
quickly and were soon chasing their quarry all over the planet. 
Kell’s plan was working.

Things went sour when one of the units, Dortman’s Devils, 
decided to take advantage of the situation and line their own 
pockets. They raided towns and crushed any resistance. To hide 
their actions the Devils pretended to be other mercenary units 
stationed on Cumbres. When the Third discovered the raids, they 
began treating all the mercenaries as pirates.

On 8 February, the Devils attacked Westfield. The Cavaliers 
were near the town and picked up the civilian distress signals. 
They responded and found the Devils sacking the town. The Dev-
ils immediately attacked the Cavaliers and turned Westfield into 

a battleground. The Cavaliers’ XO was killed early in the fight, 
and after Carlton was severely wounded, Lieuten-

ant Derer found himself in command. He 
immediately ordered a counterattack and 

pushed the Devils out of Westfield. 
Without their civilian shields, most 

of the Devils fell under Cavalier 
guns. A few escaped only to be 

destroyed by the Guards a few 
days later. 

A Third Donegal patrol 
found the Cavaliers in 
the ruin of West f ield 
and assumed they were 
another pirate band. The 
Third killed or wounded 
s e v e r a l  m o r e  C a v a -

liers before Derer could 
convince the patrol’s com-

mander that the Cavaliers 
were surrendering.

Death and Rebirth
The Cumbres raid was ultimately 

successful, leaving the Third unable to 
aid Tharkad. The surviving Cavaliers were 

The Jihad was not just a time of intense violence and interstellar war. It was also a breeding ground for the rise (and fall) 
of the mercenary trade. Some experts postulate that one in every five mercenary commands survived the fourteen years of 
incessant war. Looking back through the carnage, one can trace the success and failures of many of these groups through 
the recent conflicts; I’ve opted to focus on three different commands for this project. Each one began with dissimilar origins 
and followed a divergent path through the Jihad. While their success is relative to their own goals and vision, these men and 
women possess a rare common bond. 

They survived the Jihad.
—Belle Lee, A Treatise of Jihad-era War; Fortymile Standard Press, 3095
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The Cannons specialize in small raiding actions. Derer tries 

to keep his plans flexible and has several backup options at the 
ready. On defense, Beta lance can be effective ambushers, using 
its hovers or Alpha lance to lure the enemy into the trap.

Special Combat Abilities
When choosing maps for a track, the Cannons player selects 

half of the maps used, rather than rolling. As a unit, the Cannons 
can use Overrun Combat (see p. 193, TO) once per track. In addi-
tion, Alpha lance ignores Forced Withdrawal rules (see p. 258, TW) 
if Gannon is still active on the map. Beta lance may deploy as Hid-
den Units (see p. 256, TW) if they are the defenders in a track and 
no other units on their side are used in that capacity.

Because of Gannon Derer’s administrative skills, if a track offers 
three or more options in the Next Track section, reduce the Track 
Cost of the Cannons’ next track selection by ten percent. 

CAPTAIN GANNON “CANNON” DERER, 
COMMANDING OFFICER 

Gannon “Cannon” Derer is the adopted son of his uncle Kyle, 
a Lyran baronet. Derer’s father William, a Word of Blake adept, 
left his son in the care of his brother after being assigned as a 

charged with the crimes committed by Dortman’s Devils and 
placed on trial on 9 March 3067. With Carlton still in the hospital, 
Derer was the highest-ranking Cavaliers officer in the courtroom. 
The prosecutor attempted to blame the Cavaliers, but Derer and 
the Cavaliers’ counsel put up a shrewd defense that shredded the 
prosecution’s case. 

The trial was still going when Peter Steiner-Davion claimed 
the Archon’s throne and declared a general amnesty throughout 
the Lyran Alliance. The prosecutor reluctantly dropped the case 
against the Cavaliers and released them, but the press coverage 
had already devastated the Cavaliers’ public image. 

Upon their return to Arc-Royal, the Cavaliers found themselves 
blacklisted. The unit was at the point of dissolving when the badly 
injured Carlton came to a decision. He announced his retirement 
and asked Derer to take command of what remained the Cavaliers. 
Derer then chose to rename the unit and relocate to Outreach. 

Carlton’s Cavaliers left Arc-Royal on 30 March 3067. Gannon’s 
Cannons landed on Outreach on 12 August 3067. 

First Mission
It didn’t take long for the Cannons—down to a lance each 

of ’Mechs and vehicles—to attract the attention of employers 
looking for small, cheap mercenary forces. The mercenaries were 
approached by both Colonel Wayne Waco, offering top wages for 
an unknown mission, and Interstellar Expeditions, willing to pay 
a hefty contract for troubleshooters. After careful consideration, 
Derer chose the IE contract.

The Cannons’ first mission occurred on the Word of Blake-
controlled Keid, two jumps away from Outreach. The mission 
was a retaliation strike against several Kallon Industries-owned 
warehouses in the capital’s DropPort. After scouting the area, 
the Cannons moved in, brushed aside a small security force, and 
destroyed the warehouses.  

The Cannons had reached Liberty’s zenith point when news 
of Waco’s war against the Dragoons on Outreach reached them. 
Derer’s IE contract liaison informed him that any attempt at 
returning to Outreach would be tantamount to suicide. With-
out Outreach as a base, the Cannons found themselves with an 
uncertain future. 

Composition
The Cannons consist of two lances, Alpha and Beta. Alpha 

comprises heavy and assault ’Mechs, anchored by Derer’s 
upgraded BattleMaster. Beta fields two heavy tanks and two 
hovertanks, typically used in defensive maneuvers. The Cannons 
favor a tiger-style paint scheme, using black striping over a red-
dish background. The unit’s insignia, a black G and C flanking 
the silhouette of an ancient Terran field cannon on a red circle, is 
placed anywhere visible on the unit. Fortunately for the Cannons, 
they currently have enough technical staff to meet their monthly 
maintenance requirements.
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after brutally injuring a pair of Waco Rangers in a Temptown 
bar. Without a job and no place to go, she was on her way 
to picking another fight with a room full of Rangers when 
Gannon Derer stepped in and defused the situation. After lis-
tening to her story over several beers, he offered her a job with  
the Cannons. 

She was shocked when Derer named her the Cannons’ new 
executive officer after only a month with the unit. Her sudden 
appointment has created an air of tension within the rest of the 
unit, a situation she is trying to overcome. The rest of the Cannons 
have taken a “wait and watch” approach with her, trusting their 
captain’s judgment for the moment.

Special Abilities: Amanda is a Veteran-level Clan MechWarrior 
with both the Marksman (see p. 220, AToW) and the Demoralizer 
(see p. 225, AToW) special abilities.

liaison to Tortuga Prime. Because young Derer suffered from 
leukemia, William knew Gannon would find better medical 
care through the Lyran Alliance’s nobility than in the primitive 
reaches of the Periphery. Gannon’s condition, which entered 
remission in his early teenage years, infused him with a deter-
mination to overcome all obstacles. He left the Alliance with 
his grandmother’s Warhammer and spent several years as a 
mercenary before joining the Grave Walkers and rising to the 
rank of captain. The later loss of the Warhammer was a major 
blow, but Derer took advantage of the Arc-Royal Combat Train-
ing Program, applied himself, and eventually earned a slot in 
the Cavaliers.

On the surface, Derer is a quiet person whose only hobbies are 
reading and building ’Mech models. Under that demeanor lies a 
sharp mind and a determination to become the best. Derer eschews 
alcohol and other vices, choosing to stay clear-minded and physi-
cally fit. He commands respect from the people under his command 
and regularly talks with every member of the unit, including their 
dependents. His recent appointment of newcomer Amanda Wolf as 
the unit’s executive officer raised a few eyebrows and fed the gossip 
mill, but there have been no complaints as of yet.

In the field, Derer studies all he can about the target zone 
and chooses the best ground for his unit’s operations. He is a 
better-than-average MechWarrior, thanks to his ARCTP train-
ing, and his ability to take the right shot at the right time is 
well known.

Special Abilities: Derer is a Veteran-level MechWarrior and 
should be the last Cannon unit to move in a turn. He has the 
Marksman (see p. 220, AToW), Sharpshooter (see p. 221, AToW) and 
Tactical Genius (see p. 225, AToW) special abilities. All Administra-
tion and Negotiation rolls, when done on behalf of the unit, are 
at a +5 modifier.

LIEUTENANT AMANDA WOLF, EXECUTIVE OFFICER
Amanda’s freeborn parentage comes from two Clan Wolf-

in-Exile technicians. Through rigorous physical discipline 
and sheer will, she rose to the rank of Star Commander in the 
Second Wolf Guards Cluster. After several months she found 
herself on the losing end of a Trial of Position. A month later, 
after an exemplary showing during a joint exercise, she was 
transferred to the prestigious Wolf’s Dragoons under an officer  
exchange program.

Within a year, Amanda was assigned to the Home Guard. 
During one night on leave, she was released from the Dragoons 
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MISSIONS

The following Mission tracks can be used at any time during 
the Total Chaos campaign. There are no restrictions for using these 
tracks, as they are designed to provide quick battles that can help 
a player rebuild their force, acquire more Warchest Points, and 
occupy stretches of game time between tracks. A player can opt 
to do a Mission instead of one of the listed tracks in the Next Track 
section. When a player is ready to rejoin the Total Chaos campaign, 
they can either select one of the tracks listed in the last campaign 
track completed, or, if all players agree, select a new track that 
occurs in game time after the last campaign track completed.

MISSION: ASSAULT
GAME SETUP

Use the Selecting Mapsheets rules (see p. 262, TW). The Defender 
designates one edge as their home edge. The Attacker then chooses 
two edges to enter from, designating one as their home edge.

Attacker (Player)
The Attacker may use up to 75% of the player’s total force. 
The Attacker selects 75% of its deployed force to enter from 

one of the two selected edges at the beginning of the game. 
The remaining portion of the Attacker’s force enters from the 
other edge between turns 4 and 12, as long as one Attacking unit 
remains operational on the battlefield. 

Defender
The Defender is a portion of the planetary defender’s force. 

To determine the Defender’s Force Composition, roll 1D6 for each 
column on the following table. Add a +2 modifier to the roll if the 
Attacker failed to complete a successful Recon, Recon-In-Force, or 
Beachhead Mission immediately prior to this track.

The Defender begins the track with all units in the playing 
area. No unit may be within 8 hexes of either of the Attacker’s 
chosen edges.

WARCHEST
Track Cost: 400 
Option
+100 Complicated Weather: Roll once on the General Weather 

Table (see p. 69, TO) and apply the result to the battlefield.

OBJECTIVES
Hammer. Cripple/Destroy at least 65% of the Defender’s force. 

[400]
Cut off the head. Cripple/Destroy the enemy commander’s 

unit. [150]

SPECIAL RULES
The following rules are in effect for this track:

Commander
Use the Commander rules for the Defender (p. 13).

Salvage
The Salvage rule (p. 13) applies only if the Hammer objective 

is achieved. 

MISSION: BEACHHEAD
GAME SETUP

Use the Selecting Mapsheets rules (see p. 262, TW ). The 
Defender designates one edge as the Defender’s home edge; the 
Attacker’s home edge is the opposite side. 

The player chooses whether to be the Attacker or Defender 
and may use up to 50% of their total force. The opposition is 150% 
of the player’s deployed force. To determine the opponent’s force 
composition, roll 1D6 on each column of the following table. Add 
a +1 modifier if the player failed to successfully complete a Recon-
in-Force or Probe Mission immediately prior to this track.

Attacker 
The Attacker divides its force in half. One portion enters the 

track from the designated home edge at the start of the battle. The 
remaining portion enters from the same edge at the beginning of 

1D6 Tech Force* Unit Type Composition RAT Skill

1 D 75% 50% Light,  
25% Medium, 25% Assault Militia Green

2 D 75% 25% Light,  
50% Medium, 25% Assault Faction Regular

3 C 75% 60% Medium,  
20% Heavy, 20% Assault Faction Green

4 C 75% 30% Medium,  
50% Heavy, 20% Assault Faction Veteran

5 C 90% 50% Heavy, 50% Assault Mercenary Regular
6 B 90% 25% Heavy, 75% Assault Mercenary Veteran

(7) B 100% 20% Medium,  
40% Heavy, 40% Assault Faction Elite

(8) B 100% 50% Heavy, 50% Assault Mercenary Elite

* Force represents strength of Defender’s force as a percentage of the Attacker’s force.

1D6 Tech Unit Type Composition RAT Skill
1 D 75% Light, 25% Medium Militia Green
2 C 25% Light, 50% Medium, 25% Assault Faction Regular
3 C 60% Medium, 20% Heavy, 20% Assault Faction Green
4 B 30% Medium, 50% Heavy, 20% Assault Faction Veteran
5 B 50% Heavy, 50% Assault Mercenary Regular
6 B 25% Heavy, 75% Assault Mercenary Veteran

(7) A 20% Medium, 40% Heavy, 40% Assault Faction Elite
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WARCHEST
Track Cost: 400 
Options 
+150 Under a Full Moon: Use the Full Moon rules (see p. 58, TO).
+100 Surprised!: The Defender rolls Initiative with a –4 modi-

fier for the first 5 turns.

OBJECTIVES
Turn the tide. Destroy/Cripple at least 75% of the Attacker’s 

force. [400]
Cut off the head. Destroy/Cripple the enemy commander’s 

unit. [150]

SPECIAL RULES
The following rules are in effect for this track:

Commander
Use the Commander rules for the Attacker (p. 13).

Forced Withdrawal
Both sides operate under Forced Withdrawal rules (see p. 258, TW). 

Salvage
The Salvage rule (p. 13) applies only if the Turn the tide objec-

tive is achieved. 

any turn between turns 5 and 10, as long as at least one operational 
Attacker unit remains on the battlefield. The Attacker must declare 
when their remaining force is entering during an End Phase. The 
force arrives in the Initiative Phase of the following turn (i.e., one full 
turn must pass between the declaration and the arrival).

Defender
The Defender begins the game with all units on the playing 

area and can be no farther than 4 hexes from their home edge.

WARCHEST
Track Cost: 400 
Options
+100 Complicated Weather: Roll once on the General Weather 

Table (see p. 69, TO) and apply the result to the battlefield.
+100 Sensor Interference: Use the Electromagnetic Interfer-

ence rules (see p. 55, TO).

OBJECTIVES
Hammer. Cripple/Destroy at least 50% of the opponent’s 

force. [300]
Breakthrough. The player exits at least 25% of their force off 

the opponent’s home edge [200]

SPECIAL RULES
The following rules are in effect for this track:

Forced Withdrawal
The Defender follows the Forced Withdrawal rules (see p. 258, TW).

Salvage
The Salvage rule (p. 13) applies only if the Hammer objective 

is achieved.

MISSION: DEFEND
GAME SETUP

Use the Selecting Mapsheets rules (see p. 262, TW). The Defender 
designates two edges for their home edge. The Attacker selects 
one of the remaining edges as their home edge.

Attacker 
To determine the Attacker’s force composition, roll 1D6 for 

each column on the table below. Add a +2 modifier to the roll if 
the Defender failed to complete a successful Recon, Probe, or Stal-
wart Mission immediately prior to this track.

Defender (Player)
The Defender may use up to 75% of the player’s total force. 
The Defender sets up 75% of its deployed force on the battle-

field. The remaining portion of the Defender’s force sets up using 
the Hidden Unit rules (see p. 259, TW). 

1D6 Tech Force* Unit Type Composition RAT Skill

1 F 75% 50% Light,  
25% Medium, 25% Heavy Mercenary Green

2 D 75% 25% Light, 75% Medium Mercenary Regular

3 D 75% 50% Medium,  
35% Heavy, 15% Assault Faction Green

4 C 100% 50% Medium, 50% Heavy Faction Regular

5 C 100% 25% Light,  
25% Heavy, 50% Assault Faction Veteran

6 B 125% 25% Heavy, 75% Assault Mercenary Veteran

(7) B 125% 20% Light,  
40% Heavy, 40% Assault Faction Elite

(8) A 150% 50% Heavy, 50% Assault Faction Elite

* Force represents strength of Defender’s force as a percentage of the Attacker’s force.
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OUTREACH

INVADED DECEMBER 3067
LIBERATED NOVEMBER 3077

COMBATANTS  
Allied Coalition

Twelfth Atrean Dragoons, Eleventh Mechanized 
Cavalry, Seventh Donegal Guards
Wolf’s Dragoons

Alpha Regiment, Beta Regiment, Epsilon 
Regiment, Gamma Regiment, Zeta Battalion, Wolf 
Spider Battalion, Home Guard

Mercenary forces Broadsword Legion (later 
Word of Blake), Battle Magic, Second Dismal Disin-
herited, Devil’s Brigade
Word of Blake

First Division, Fourth Division
Mercenary forces Broadsword Legion, 

Wannamaker’s Widowmakers, Waco’s Rangers, 
Smithson’s Chinese Bandits, Tiger Sharks, Fifty-
first Dark Panzer Jaegers

OUTREACH MINI-CAMPAIGN
To accomplish a mini-campaign for Outreach, 

the following missions and tracks should be com-
pleted. If at least one objective is achieved in each, 
the player receives +1,000 WP at the conclusion of 
the mini-campaign.

Missions (any order): Assault, Pursuit, Recon, 
Strike, Supply Run 

Chaos Tracks: Another Day, Another C-Bill; 
Liberation

Few worlds could claim to have suffered worse in the 
Jihad than Outreach. The Blakists hired a number of unsa-
vory mercenary units to serve their interests on Outreach. 
These mercenaries were to bide their time and launch a 
surprise attack on Wolf’s Dragoons at the command of the 
Blakists. Ready to “take it to the ‘Goons,” the hired soldiers 
couldn’t wait and jumped the gun.

With the roots of his hatred for Wolf’s Dragoons lying five 
decades past, Colonel Wayne Waco could not restrain him-
self. As the de facto commander of the four groups under 
Blakist contract on Outreach, he ordered the strike when his 
rage got the better of him. His own Waco’s Rangers, along 
with the Smithson’s Chinese Bandits, the Fifty-first Dark Pan-
zer Jaegers, and the Tiger Sharks, attacked Harlech City on 15 
October 3067. With some lesser commands attached to their 
force, they numbered better than four regiments. The Wolf’s 
Dragoons did not meet the unprovoked assault meekly.

3067
LOOK WHO’S COMING TO DINNER

SITUATION
KEID INTERPLANETARY DROPPORT
KEID, CHAOS MARCH
29 SEPTEMBER 3067

Journal Entry #76
The Cannons’ first mission and my first as the commanding officer.
When we signed with IE as troubleshooters, I thought we’d be 

pirate-hunting and guarding their digs. Instead, we’re on Keid, two 
jumps from Outreach. Our targets are several Kallon Industries Drop-
Port warehouses. Johnston didn’t give us any details except that IE 
wants to send Kallon a message about interfering with IE operations.

We were told that as long as we don’t take the battle outside the 
target area, the Blakies will look the other way. That’s fine by me, as 
long as the Blakies know that. Still, I’m going to leave most of the 
Cannons to guard Old Smokey. There shouldn’t be any opposing 
force, but I’m not betting on that. Gannon’s Law #3 applies here: 
Expect problems and complications at all times.

In ten minutes, we’re heading out.
—Gannon Derer

GAME SETUP
Use Urban terrain (see p. 263, TW). Place ten medium Level 1 

buildings (CF 25) across the battlefield, with the Defender secretly 
designating four of them as the target warehouses. The buildings 
must be at least five hexes apart and at least four hexes from any 
map edge.

Attacker (Player)
The Attacker is the player’s deployed force, which consists of 

no more than 25% of the player’s total force.

Defender
The Defender is a small mercenary security force hired by 

Kallon to foil an expected attack on the warehouse yard. The 
Defender’s force equals 75% of the player’s deployed force and 
includes only vehicles and infantry units. Forces may be rolled 
from any Mercenary RAT and have Green skills.
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Although several Dragoon regiments remained off-
world, the battle-hardened Beta and Epsilon Regiments, 
Zeta Battalion, and the Wolf Spider Battalion bolstered 
Outreach’s Home Guard. The Dragoons could also draw 
support from Battle Magic and the Broadsword Legion. 
The Legion, however, was composed of former Com 
Guards. Their supposed break with their former orga-
nization later be revealed as little more than extensive 
subterfuge.

The First Battle of Harlech saw control of the capital 
oscillate between the two sides. The suddenness of the 
attack pushed the Dragoons and their allies almost com-
pletely from the city. Neither side could assert control, 
and the battle degraded into a stalemate. This ended on 
18 October, when Jaime Wolf and Wayne Waco met in the 
streets of Harlech City. This confrontation was perhaps 
less grand than the famed battles between Morgan Kell 
and Yorinaga Kurita, but its consequences carried far 
more significance. Instead of engaging in honorable sin-
gle combat, these two MechWarriors resolved to fight to 
the death. In the end, they both attained this goal. Waco’s 
BattleMaster fell first. The remaining Rangers swarmed 
Wolf’s position. An errant machine gun shot penetrated 
the Dragoon commander’s cockpit and embedded itself 
in Wolf’s thigh, severing his femoral artery. Later review of 
BattleROM footage indicated Wolf dropped another five 
Ranger ’Mechs before bleeding out in his cockpit.

The discovery of Wolf’s body forced the Dragoons to 
enact an order never given before: “Condition Feral.”

This standing order—set in place over two decades 
prior by Dragoon command—was conditional on the 
death of their supreme commander in combat. All Dra-
goons on-world immediately attacked any non-Dragoon 
combat unit within range. No quarter was given, not even 
for neutral units caught in the crossfire. If any unit refused 
a single opportunity to stand down, they were eliminated 
with extreme prejudice. This planned savagery saw the 
contest for control of Harlech City end in less than twenty-
eight hours. Ultimately the Dragoons had lost more than 
half their combat numbers. Waco’s Rangers and the Fifty-
first Dark Panzer Jaegers were both exterminated in the 
unrestrained fury.

Investigation of the motivations behind the attack 
revealed Blakist involvement. As Gamma Regiment and 
the Second Dismal Disinherited arrived to aid the battered 
victors, preparations were made for a punitive raid on the 
Blakists at Mars. This raid involved a large percentage of the 
Dragoons’ combat strength that had survived Outreach. 

WARCHEST
Track Cost: 300 
Options
+100 Blizzard: Use Blizzard rules (see p. 60, TO).
+100 Thundersnow: Use the rules for Electromagnetic Interfer-

ence (see p. 55, TO).
+150 Overwhelming Force: Increase the Defender’s force by 

50% of the Attacker’s deployed force.

OBJECTIVES
Fulfill the contract. Destroy all four designated warehouses. 

[150]
Claim some payback. Destroy or drive off all defending 

forces. [200]

SPECIAL RULES
The following rule is in effect for this track.

Forced Withdrawal 
The Defender’s force is operating under Forced Withdrawal 

rules (see p. 258, TW).

AFTERMATH
(Excerpt from Wolfnet report 30670931/7568-Gamma, filed 

by agent Ramrod)
The destruction of the Keid warehouses was not without com-

plications. First, the contact said nothing about the security force 
we ran into. Granted, it was only vehicles and infantry, but it did 
cause us a few problems in the streets around the warehouses.

The second was the high number of civilian structures around 
the warehouses, which made our job harder because the contract 
wanted us to maintain a low profile and Captain Derer wanted to 
keep civilian casualties to a minimum. If only someone had told 
those security idiots… Didn’t anyone ever drill fire discipline into 
their heads?

Still, the warehouses were destroyed, and I did get a glimpse 
of the contents before we destroyed them. There was a lot of 
materiel in those buildings, enough to keep a couple of ’Mech 
battalions supplied for three or four months. Attached to this 
report are stills from my gun cameras showing the contents. 
Hopefully, someone can get serial numbers off some of those 
crates and start tracing them.

As for Derer, he is showing no evidence that he is planning to 
take up Waco’s offer. It appears that he does not trust the colonel 
any more than we do. I fear this approach to get inside Waco’s 
plans is a dead end, and I don’t think my staying with the Cannons 
will bear any more fruit.

NEXT TRACK
Vacationing in the Wasteland; The Skye is Falling!; Payback



120

TOTAL CHAOS

THE CAMPAIGN: 3072 .........
OBJECTIVES

Decapitation. Destroy/Cripple the Clean Kill’s command 
lance. [300]

Elimination. Destroy/Cripple at least 80% of the Clean Kill. 
[1,200]

Failure. Apply this penalty only if none of the previous objec-
tives were met. [–600]

SPECIAL RULES
The following rules are in effect for this track:

Clean Kill Mercenary Command
The Clean Kill’s recent internal struggles have put them on 

thin ice with the government of Althea’s Choice. Because of their 
desperate need to prove that they are indeed worth the money 
being spent, they will not retreat from the battlefield until they 
have taken at least 60% casualties. At that point, they follow the 
Forced Withdrawal rules (p. 258, TW).

The Clean Kill is led by Major Shahna Richman and three cap-
tains. This command lance typically consists of a combination of 
heavy- and assault-class BattleMechs and vehicles.

AFTERMATH
Journal Entry #1985
Askai hoodwinked us.
Our target was the Clean Kill mercenary command, and we 

went in under AFFS colors. We landed far south of the capital 
and started moving north, pulling the Clean Kill toward us. Thirty 
klicks from the capital, we found each other. Our job was to keep 
them busy and do as much damage as we could.

It was a nasty battle. We had the technological edge, while the 
Clean Kill people knew the land, kept peppering us with artillery 
the entire time, and had a grim resolve to stand their ground. 
We batted each other around until they’d taken better than 
fifty percent casualties. They then started a fighting retreat until 
Major Richman’s Banshee lost its left leg. The mercs fell back a lot 
quicker after that.

We’d just finished rounding up all the Clean Kill people left 
behind, including an irate Major Richman, when we heard the low 
rumble of explosions. Amanda immediately said she could see sev-
eral massive smoke columns to the north of us. Sparks, our EW guy, 
then said there was another AFFS unit—a real AFFS unit this time—
attacking the capital, and someone had set off a chemical weapon.

I immediately recalled all the Cannoneers, and we hightailed it 
for the DropShips. By the time we hit orbit, the news was scream-
ing about “Davion’s Demons” and called for every single one of 
our heads, sans bodies. 

We just stepped into a big pile of hooey.
—Gannon Derer

NEXT TRACK
Burning Bridges
  

CLEAN SWEEP

SITUATION
BANNSON’S BANE, LILAC ISLAND
ALTHEA’S CHOICE, TAURIAN CONCORDAT
12 JUNE 3072

(Excerpt from Wolfnet report 30721125/45-Alpha, filed by 
agent Ramrod)

As soon as we’re off Solaris, we got a message from our old friend, 
Mister Askai. He is offering excellent money and a DropShip full of 
Federated Suns equipment if we take it. The kicker is that the target 
is on Althea’s Choice, in the Taurian Concordant, which is months 
away from our current location. The major is going to go for it, I 
think. He doesn’t like the Taurians, and he would not mind having all 
the equipment Askai is dangling in front of us. I cannot blame him. 
Our time on Solaris reduced us to about half-strength, and our bank 
account could use the money. Besides, it might be a good idea to get 
out of the Inner Sphere for a while.

I will record the serial numbers for the new equipment and include 
them in the next report. Would not surprise me if any of that hard-
ware is stolen property.

GAME SETUP
Use a mix of Mountain and Wooded terrain (see p. 263, TW). 

The Defender designates one side as their home edge.

Attacker (Player)
The player may use up to 100% of their total force. At least half 

of the fielded equipment is on loan from a nearby Davion supply 
depot; use any Federated Suns RAT. All pilots and crews, however, 
are from the player’s force.

The Attacker may enter from any map edge.

Defender
The Defender consists of the Clean Kill mercenary command. 

The Defender’s force equals 125% of the Attacker’s total deployed 
force, has Veteran experience, and uses a mix of the Capellan, 
Federated Suns, Periphery, and Mercenary RATs when determin-
ing equipment. Apply a +1 modifier to all roll results. 

The Clean Kill may begin anywhere on the battlefield.

WARCHEST
Track Cost: 1,500
Options
+400 Weapon Malfunction: On any failed to-hit roll result 

that has a Margin of Failure of 4 or higher, consider that weapon 
jammed/damaged for the rest of the track.

+200 Ultra-Heavy Woods: Use the Ultra-Heavy Woods rules 
for all Woods hexes (see p. 40, TO).
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Fortunately, Stone has mercenary units who don’t worry about 

politics. But they’re stretched thin, so we’ve been asked by Stone’s 
people if we could split the Cannons for this operation. 

We agreed. First and Fourth Companies will be part of the coali-
tion strike against Rio, while Amanda will take Second and Third 
Companies with the force hitting Van Diemen IV. It’s time for Captain 
Amanda Wolf to have some independent command experience with-
out me looking over her shoulder. She’s been a good XO. It’s time to 
prove she’s a good leader.

—Gannon Derer

GAME SETUP
Use a mix of Flatlands, Badlands and Mountain terrain (see p. 

263, TW).

Attacker (Player)
The player may use up to 100% of their total force. For support, 

add either a Lyran ’Mech force or a Davion vehicle and infantry force; 
either force may not exceed 25% of the player’s deployed force. The 
Lyran units are of Veteran skill level and may use any Lyran Alliance, 
Militia, or Mercenary RAT. The Davion units are of Elite skill level and 
may use Federated Suns, Militia, or ComStar RATs.

The Attacker’s force may enter from two perpendicular map 
edges

Defender
The Defender consists of a mix of the Blue Blazers mercenary 

unit and the Rio Protectorate Militia; the Defender’s total force is 
75% of the Attacker’s deployed force and is of Veteran skill level. 
Use a mix of any Word of Blake, ComStar, and Federated Suns RATs 
for both forces. The Militia comprises of 40% of the Defender’s 
deployed force.

Up to 10% of the force may use units from the Clan Wolf RAT. 
Secretly designate one of the Defender’s units as the overall com-
mander; this unit has Elite skills.

The Defender enters from any map edge not selected by the 
Attacker. One of these edges must be declared as the Defender’s 
home edge.

WARCHEST
Track Cost: 800
Options
+300 Little People: Add a Level II of battle armor from any 

Word of Blake RAT to the Defender’s force. These units have Regu-
lar skill levels and are set up using Hidden Unit rules (see p. 259, TW).

+200 Sand: Treat each Level 0 Clear hex as Sand (see p. 39, TO).
+200 Prior Service: For each of the listed tracks in which the 

player successfully completed at least one objective, subtract the 
bonus from the track cost: Corporate Ties (p. 117), Spark (p. 118), 
Comes the Reaper (p. 148).

+200 Heavy Gear: Use the High Gravity rules (see p. 55, TO); 
Rio’s gravity is 1.2 Gs.

SLUGGER’S PARADISE

SITUATION
TANZANIA PRAIRIE
RIO, BLAKE PROTECTORATE
3 JULY 3076

Journal Entry #3160
Stone’s getting ambitious.
He wants to hit several Protectorate worlds at once, but he’s hav-

ing problems with units borrowed from the Successor States. The 
Wobblies are bad enough, but if the Great Houses can’t put aside their 
differences long enough to fight them, that’s going to be a problem.
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STARFALL

SITUATION
APPROACH VECTOR VD-731-U33N
VAN DIEMEN IV, WORD OF BLAKE PROTECTORATE
10 JULY 3076

(Excerpt from Wolfnet report 30761002/37-Alpha, filed by 
agent Ramrod)

Part of the plan for this operation was to pull Protectorate forces 
from one planet to another, leaving the first planet open to a Coali-
tion strike. The strikes were staggered to confuse the Blakists and their 
cyber stormtroopers and make them overreact.

While Major Derer and his half of the Cannons were hitting Rio, 
the other half was hitting Van Diemen IV. In addition to the Cannons’ 
DropShips Falconet and Henry Hunt, the major contracted a squad-
ron of freelance aerospace fighters, the Aaron’s Arrows, to act as an 
auxiliary to our half of the battalion. We are supposed to evaluate 
them with an eye at making them a permanent part of the Cannons.

Well, we needed them, because the Blakists were determined to 
keep us off the planet.

GAME SETUP
Use a minimum of two Space mapsheets with the long edges 

connecting. Randomly determine one of the shorter sides as the 
Space/Atmosphere Interface (see p. 78, TW). Place one Large Habitat 
(see p. 177, TR57) within 5 hexes of the planet’s upper atmosphere.

Attacker (Player)
The Attacking force consists of up to 50% of the player’s total 

force. It also includes elements of the Kell Hounds and the Forty-
eighth mercenary units. The Kell Hounds’ contribution is no more 
than 25% of the player’s deployed force, has Veteran skills, and 
uses a mix of Mercenary, Lyran, Clan Wolf, and Combine RATs. The 
Forty-eighth is no larger than 50% of the player’s deployed force, 
has Regular skills, and uses any Combine RAT. 

The Attacker enters from the map edge opposite the planet at 
a Velocity of 4 or lower.

Defender
The Defender is the aerospace elements of the Second Van 

Diemen Protectorate Militia Division and is 75% of the Attacker’s 
total deployed force. The Second Van Diemen uses a mix of 
Word of Blake, ComStar, and Free Worlds League RATs and is a 
mix of Veteran and Elite skill levels, with one Elite for every two 
Veteran pilots.

The Defender enters from the 5 hexes along either edge near 
the planet at a Velocity of 5 or lower. Up to 6 fighters may also 
launch from the habitat in Turn 3.

OBJECTIVES
Headcap. Take down the field commander. [300]
Hammer down. Destroy/Cripple over 75% of the mercenaries. 

[400]
Soften ’em up. Destroy/Cripple over 50% of the Protectorate 

Militia. [300]

SPECIAL RULES
The following rules are in effect for this track:

Commander
Add a Commander to the Defender’s side (p. 13). 

Forced Withdrawal
The Protectorate Militia is operating under Forced Withdrawal 

rules (see p. 258, TW).

Salvage
The Attacker may gain salvage as normal only if the unit suc-

cessfully completed at least one of the tracks listed in the Prior 
Service options.

AFTERMATH
(Excerpt from Wolfnet report 30761002/37-Alpha, filed by 

agent Ramrod)
I can’t report on what happened on Rio directly, as I was not 

there. I was assigned to the Van Diemen strike, but I did get the 
information after we rejoined the unit.

The task force landed and was confronted by the local Protec-
torate Militia and a mercenary unit calling themselves the Blue 
Blazers (not related to the Blue Blazers Battalion of the late New 
Avalon Cavaliers). The Cannons, supported by small contingents 
of Davion and Steiner forces, struck the left flank and pushed 
the enemy back, forcing the rest of the Protectorate line to fall 
back. Once that happened, the Word troops continued until they 
ran into a Coalition blocking force. Surrounded on all sides, the 
defenders surrendered after suffering a series of artillery strikes 
and bombing runs.

But the Coalition has cracks in its foundation. The factions are 
still too focused on each other as the enemy. During the debrief-
ing Major Derer witnessed an argument between the LAAF 
and AFFS commanders that escalated into a physical brawl. The 
mercenary commanders and Stone’s people broke it up but not 
before both combatants had struck the other. The major was 
angry; he chewed out both of them right then and there for 
“unprofessional behavior.” The major’s still furious at the March 
dukes for their inaction when New Avalon was under siege, but it 
appears his anger is not just confined to his homeland.

NEXT TRACK
Steel City
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Defender

The Defender consists of elements of the Word’s Seventeenth 
Division and is equal to 200% of the Attacker’s force. The unit 
has Veteran skills and uses a mix of Word of Blake, Free Worlds 
League, and FedSuns RATs. There should be at minimum of three 
BattleMechs in the Defender’s force. 

The Defender sets up their force within eight hexes of their 
home edge. 

WARCHEST
Track Cost: 800 
Options
+100 Sensor Interference: Use Electromagnetic Interference 

rules (see p. 55, TO).
+100 No Cover: Convert all Woods hexes to Level 1 Foliage (see 

p. 37, TO). 
+200 Incoming: The Defender pre-designates one hex for 

each vehicle in the Attacker’s force (with a minimum of five) for 
artillery fire. There are a total of 16 rounds of Long Tom artillery 
fire available, located 15 mapsheets away. The Defender may call 
up to three rounds per turn using Artillery rules (see p. 179, TO). 

OBJECTIVES
Resist! A minimum of 50% of the Attacker’s force must survive 

ten turns of combat. [300]
No quarter. Destroy/Cripple 100% of the Defender’s BattleM-

ech units. [Total tonnage/2]
Slam. Destroy/Cripple at least 50% of the Defender’s force 

before the end of Turn 12. [400]

SPECIAL RULES
The following rules are in effect for this track:

Forced Withdrawal
The Defender operates under the Forced Withdrawal rules (see 

p. 258, TW) once half of its force is destroyed or crippled.

Salvage
The Salvage rule (p. 13) is in effect only if the Attacker com-

pletes the Slam objective.

AFTERMATH
The Word of Blake began to pour down artillery fire on the 

advancing Coalition forces. In the face of incoming barrages and 
superior numbers, the Coalition forces surprised the Blakists by 
charging forward. With the Seventeenth embroiled in close com-
bat, they failed to see the true scope of the attack. The Third Lyran 
Guards emerged from fog-shrouded Puget Sound and slammed 
into the Word’s flank. With the bulk of the division crushed and 
its leadership killed, the Seventeenth broke and ran, abandoning 
Unity City to the Coalition. 

—Breaking the Sword; Geneva Press, 3092

NEXT TRACK
Get Out of Dodge

GORST MARCH

SITUATION
GORST FLATS, PACIFIC NORTHWEST
TERRA, WORD OF BLAKE PROTECTORATE
22 AUG 3078

In an ironic twist of history, the Word of Blake would find itself 
defending the same approach to Unity City that the Royal Black 
Watch Regiment had defended over three hundred years earlier. Ele-
ments of the Seventeenth Division met a probing force on the narrow 
avenue of land. The intent in the Word’s action was crystal clear: to 
hold the Coalition forces. The only question was what to hold them 
for. Though the approach has long ago been cleaned of radiation, 
Coalition forces could not dismiss memories of the Black Watch’s 
nuclear end. 

—Breaking the Sword; Geneva Press, 3092

GAME SETUP
Use a mix of Badlands and Coastline (see p. 263, TW) and Ruins 

(p. 11) and arrange the mapsheets in Chase format. The Defender 
chooses one edge to represent the direction of Puget Sound; no 
units may enter or exit from that edge. The opposite edge repre-
sents the base of a Level 5 cliff wall; only units with Jump MP of 
5 or higher or capable of flight may enter or exit from that edge.

The Attacker selects their home edge first.

Attacker  (Player)
The Attacker consists of up to 50% of the player’s total force. 

The Attacker enters from their home edge at the start of the track. 
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DEVIL’S ROCK

LIBERATED OCTOBER 3081

COMBATANTS
The Republic of the Sphere

Republic Freemen, Stone’s Revenants, Stone’s 
Trackers

Mercenary forces Gannon’s Cannons
Word of Blake

Forty-ninth Shadow Division, Opacus (Special 
Forces)

DEVIL’S ROCK MINI-CAMPAIGN
To accomplish a mini-campaign for Devil’s 

Rock, the following missions and tracks should be 
completed. If at least one objective is achieved in 
each track, the player receives +500 WP at the end 
of the mini-campaign.

Missions (any order): Pursuit, Stalwart 
Chaos Tracks: Scrap Iron; Gateway to Hell

Devil’s Rock was little more than a footnote to the 
Jihad. In fact, it was not until the Jihad was essentially 
over that it entered any of the history texts at all. Were 
it not for the annihilation of a Stone’s Trackers hit squad 
in desperate pursuit of Precentor Berith—the supposed 
successor to Precentor Manei Domini Apollyon, whose 
death on Gibson remains unconfirmed—it would not be 
mentioned at all.

Despite its proximity to Terra, Devil’s Rock is an unre-
markable world. It has little to offer in the way of natural 
landmarks, but its few congested cities have hosted inter-
stellar trade for decades. Sophisticated and sprawling 
starports are central to most of these cities, designed 
much like spokes on a wheel. As most cities center on 
trade, legitimate mercantile wares are not the only goods 
plied. The well-established criminal element has resisted 
various recent changes of ownership of the world over 
the past six decades. A haven for both the felonious and 
law-abiding, Devil’s Rock suffers in a moral neutrality, a 
balance the planetary government refuses to tip. As such, 
the merchant houses and crime families exist in tenuous 
partnership. That fragile state nearly shattered in 3081.

One information broker, seeking high profit, was quite 
free with information regarding reports of an unknown 
but well-equipped force setting up an impromptu camp 
in the wastes outside the capital of Charon. The report 
referred to a Manei Domini force hunted by The Republic, 
headed by the notorious Berith. 

3081
 

WILD WEASEL

SITUATION
SYSTEM 129A-14H
CIRCINUS FEDERATION
1 APRIL 3081

Talk about the ass end of nowhere.
—Journal entry for Maj. Roger Goddard, 1 April 3081

It’s been a good run. Somehow I let Conrad talk me into doing 
another job for the Regulans. The last six months in the Rim Col-
lection went pretty well. The Aces didn’t take a shine to us, so we 
spent most of our time on Slewis and Caldarium. Took out every 
pirate attack that came our way, mostly all low-rent types. Ended 
up losing out in the long run with such poor salvage, but at least 
the folks on Otis passed over some of their retro Commandos and 
more of the Arbiters they’d recently purchased. Now that we’re in 
this unnamed system, though, it seems we’re once more up against 
Blakists, supposedly Shadow Division forces again. Can’t say I’m 
happy to be here.

—Journal entry for Col. Roger Cumberland, 1 April 3081

GAME SETUP
Use Badlands terrain (see p. 263, TW). Place three Hardened 

Level 2 buildings (CF 100) on the battlefield with at least 10 hexes 
between each building.

The Attacker designates which edge the Defender will enter from.

Attacker (Player)
The Attacker is up to 100% of the player’s total force and enters 

the battlefield opposite the Defender’s starting edge.

Defender
The Defender consists of elements of the Forty-ninth Shadow 

Division and equals 125% of the Attacker’s deployed force. The 
Defender’s force consists of all Manei Domini pilots/soldiers/crew. 
If not using the Instant Upgrade bonus, then all of the Defend-
er’s force has an Elite skill level, with 25% receiving an additional 
+1 bonus to all Gunnery skill rolls.

Use the Shadow Division RATs to determine forces. The 
Defender enters from the designated edge at the start of the track.
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