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“Yes, Sergeant, I get it.” Wallace glanced at the chronometer on 
his control panel. “How long since the last communication?”

“Just, just about an hour. Last update was at seventeen hundred.”
One hour. Sixty minutes without word from the Duke.

Then

Duke Aaron Sandoval strode confidently into the command 
center that had been set up in Tikograd’s Pavilion of Capellan 
Culture. The irony was, of course, not lost on him.

“All right, people, gather ‘round and listen up!”
The heads of every officer and aide in the center snapped up 

at his words. He had long since dispensed with the frankly useless 
custom of saluting him every time he entered the room. Aaron had 
better things to do with his time than cater to outmoded military 
claptrap. Pointless protocol might work for some people, but for him 
it just got in the way of efficient operations. Each of his people knew 
and respected the others already; why waste time on ceremony?

Aaron stopped at the great holotable that had been set up in 
the center of the room when it was commandeered by Tikonov’s 
defenders. While not a fully immersive tank like the Clans had, the 
device was more than adequate to show a flattened representation 
of the planet’s surface and even an overview of the whole Tikonov 
system. Leftenant Van Leeuwen was in charge of operating the 
table and keeping it running, and the young woman had proven 
to be one of the best aides Aaron had ever had. She was never far 
from the holotable, and seemed to sleep with her headset on and 
her datapad at the ready. Her ability to anticipate his every need 
was fast becoming legendary.

“Francine, please call up system map A12-17.”
“System map A12-17 already loaded, sir. Activating now.” The 

young officer’s slender fingers danced across her ‘pad and the 
holotable came to life.

A schematic representation of the Tikonov system filled the 
air above the table. Vector lines marked the paths of numerous 
satellites, both those in close orbit around the planet and those on 
wider, elliptical tracks across the entire star system. At the two jump 
points located at the poles of a sphere centered on Romashka, the 
system’s primary, several bright golden lights marked the posi-
tions of recharging JumpShips. Everyone’s attention, however, was 
drawn to a similar dot blazing in jade green a short distance from 
the third planet in the system.

“As you can see,” Aaron began, “we’ve got visitors. Francine, will 
you please—oh, thank you.”

As the gathered crowd watched, the image floating above the 
table zoomed in towards the green light. The one light resolved 
itself into four smaller dots and then became computer representa-
tions of enormous metal spheroids that everyone present recog-
nized as military DropShips.

Aaron picked up a light pen from the edge of the holotable and 
pointed it towards the vessels. “A long-range surveillance satellite 
detected these guys about an hour and a half ago. Preliminary iden-

Outside Radilov, Tikonov
Federated Suns
23 May 3145

Now

Many kilometers northeast of Tikograd, the setting sun illumi-
nated the smoke and the fires and the mud and the blood covering 
the battlefield. The wreckage of two forces littered the ground as 
far as the eye could see, mortal enemies tangled together in a con-
fusing mass of metal and glass and plastic. Capellan green mixed 
freely in death with Suns gold.

Eleven meters above the ground, Colonel Wallace Glynn sur-
veyed the charnel from the cockpit of his Enforcer III. His blond hair 
was plastered to his skull by sweat and the heavy neurohelmet that 
served as the interface between man and machine. His arms still 
trembled slightly as his muscles recalled the tension of the last eight 
hours and the way Wallace had tightly gripped the controls of his 
BattleMech. His legs had long since passed beyond cramped and felt 
like they were now a permanent fixture in the cockpit, as if he would 
have to leave them behind when—if?—he ever emerged. With every 
blink, his eyelids scraped like sandpaper across pale blue eyes made 
bloodshot from lack of rest and the irritants in the air. Despite the 
allegedly sealed cockpit environment, Wallace could smell coolant 
and oxidation and fuel and propellant gasses and a multitude of 
other aromas of modern warfare. Cutting through all the rest with a 
sharp and unforgettable tang, though, he could smell death.

“Colonel?”
The crackling comm drew Wallace’s gaze to the command con-

sole that took up most of the remaining space around him. It was 
easy to forget that there were others; the isolation of a BattleMech’s 
cockpit riding high above the ground reinforced the idea that 
a MechWarrior was a lone knight on the battlefield. But Wallace 
could ill afford such solipsism. There was a war on and every sec-
ond, every man, every bullet and missile and beam counted. He 
thumbed his transceiver open.

“Yes, Sergeant? Is there a problem?”
“Problem, sir? No sir. That is, not, uh, not here, sir.”
Oh, sweet Christ preserve me. “Not here? Well, then where?”
Wallace rolled his eyes and maneuvered his Enforcer around 

the wreckage of a Capellan Po tank. He could see the bodies of the 
crew sprawling out of the main hatch and even through rends in 
its flank armor. Several seemed to be missing various limbs. As he 
passed, Wallace nudged the wreckage with his ’Mech’s right foot. 
A resounding clank gave him a moment’s satisfaction, and his lips 
briefly curled in a weary smile.

“Sir,” the obviously too-young sergeant continued. Judging 
by the voice, it must be Sergeant Hingle from Bravo Company. “Sir, 
we’ve lost con—lost contact with the, uh, city force. The defenders. 
The ones we left back at the, uh, back at Tikograd.”

Wallace cringed as the young officer cleared his throat loudly 
over an open mic. Just what the hell do they teach kids these days 
about proper radio protocols, anyway?
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Da Chi forces. Was the Duke even still 
alive? Had the defense of the city held? 

Too damn many questions.
“Sergeant, where’s our aerospace?”

The comms line hissed and popped for a few 
seconds before the sergeant answered. “Uh, they’re, uh, 

chasin’ the Cappies, the ones who skedaddled. The, uh, the 
ones we, uh, drove, drove back from their objective. Uh, sir.”

Despite his annoying verbal tics, Wallace found 
that he actually enjoyed talking to the nervous 

young sergeant. The younger man 
had only been in service for less 
than a year, having enlisted on 

his homeworld of Mentasta with 
the intent of fighting against the 

Combine invasion of the Draconis 
March. Two weeks after finishing his 

basic training, the Capellans invaded and 
Harlan Hingle was instead posted to the 

Third Lancers, Able Battalion, Bravo Company 
as an infantryman. While he suffered a mild 

form of social anxiety that made conversation 
with others a struggle at times, he was an excellent 

non-com and had already received several battle-
field honors over his short career.

“Thank you, Sergeant.”
Every minute without contact with the Duke was 

another minute that Wallace worried. So much could have 
gone wrong with their plan to defend Tikograd.

Then

“Okay, so here’s the situation.”
Duke Aaron Sandoval scanned the assembled officers of the 

Third Lancers to make sure they were all paying attention before he 
continued. “The Cappies have been here six weeks now, but have 
yet to make a move on Tikograd. After initial actions at Rostov and 
Arkhangelsk, they’ve mostly settled into a pattern of smaller raids 
against the villages in northern Kazan while they work their way 
down to us here.”

As Aaron spoke, green lights broke out across the holographic 
map projected before the group. They formed two thin lines reach-
ing down from the northern coast of the zoomed-in continent, 
stretching like vine tendrils toward the larger golden light that 
marked the capital city.

The lights from the display gave Aaron’s skin a strange glow 
as he stood before an assembly of his officers, company command 
and higher, to go over their options for defending Tikograd.

“As you can see here—” Aaron used his trusty light pen to 
point out the spot where the two green tendrils merged just a short 
distance from the capital “—they’re now bearing right down on us.”

“How long, sir?”

tification pegs them as three Overlords and a Lung Wang P2. Their 
jumper is still being triangulated, but these four are the real threat.”

A fair-haired colonel to Aaron’s left raised his hand and spoke 
at the Duke’s nod. “Sir, do we have any unit IDs yet?”

“Unfortunately, Wallace, no. Too early to tell. But given that this 
is Tikonov and the Cappies have had a hard-on for it ever since 
losing it in the Fourth War, you can bet it’s some big guns.”

Clasping his hands behind his back, Aaron began to 
circle the holotable. Those who had gathered close to 
the table stepped back to allow him to pass. When he 
had progressed about halfway, the Duke paused and 
looked around at his assembled 
officers. Not one of them showed 
any anxiety or fear about the bat-
tle they knew would be coming 
soon. Many of them had served along-
side him for a long time, some since the 
beginning. The fair-haired colonel from 
the Third FedSuns Lancers, Wallace 
Glynn, had started out as a lance cor-
poral in Aaron’s original Swordsworn, 
specifically the Prince’s Men regiment. 
Torger McGaha had defected from the Hastati 
Sentinels to join the Duke’s movement just after the 
election of Jonah Levin as Exarch of the Republic, and 
now commanded the Fourth Lancers. Arielle Cassaday, 
the giant of a woman who led the battle armor troopers of 
the Eighth Crucis, was a latecomer, having only served under 
Aaron since the annexation of Tikonov by the Suns nearly ten 
years ago. Any one of these men and women—these and many, 
many more who were not present in the room—Aaron would be 
proud to fight, and even die beside.

Banishing such morbid thoughts from his mind, Aaron 
resumed speaking. “So that’s where we stand. At least three regi-
ments incoming versus our two. Hell, considering what the Cappies 
pulled at Liao back in ’11, there could be five or six regiments 
crammed into those DropShips.”

Aaron put down the light pen he had been carrying and leaned 
on the table’s surface with his fists. He stared intently at the green 
light that marked the position of the incoming Capellan troops.

“Question is, how do we plan to beat them?”

Now

“Cuckoo to Mallard. Come in, Mallard.”
No answer. There had been no answer for the last fifteen 

minutes.
“Sergeant Hingle, any luck?”
“No sir, Colonel. I can’t get any, uh, any response from the 

Duke. Or, or anyone at his position.”
Wallace cursed under his breath. They had been unable to 

establish contact with Duke Sandoval since the retreat of the Dai 
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Now

They were two kilometers out from the city when their radios 
started dropping into static. Barely within sight of the massive 
walls and towers that surrounded Tikograd, the detachment led by 
Colonel Glynn had just entered the suburbs and industrial parks 
that had grown up around the city since the Jihad. With the great 
reduction in Tikonov’s population due to the Word of Blake, most 
of the planet’s residents had chosen to move closer to the fortified 
capital, counting on the peace of Devlin Stone to protect them. 
Now, it seemed, those same people had decided to throw in with 
the enemy.

“Sergeant Hingle, sitrep!”
As Wallace feared, the response was barely audible over 

the interference. “Col—el, looks li—we’ve, uh, we’ve got EC—uh, 
ECM—eaters set—out—area. We, uh, ca—ge—goo—signal thr—
jamming—ir.” Of course, given Hingle’s vocal tics it was hard to 
tell how much of the garbled transmission was actually due to 
interference.

“Well, shit.”
Wallace halted his Enforcer in the middle of an empty intersec-

tion. His men took up positions covering the major danger points 
and fanned out along the four branches of the road. He had a 
company of his best MechWarriors, as well as a lance of fast hover 
vehicles. He couldn’t leave them there too long if the residents of 
this suburb—Haselton, I think the map called it—were aiding the 
Capellans, even if only passively by allowing their homes to harbor 
ECM devices to blanket the area. But he needed to stop and think.

Without air support, he’d hoped to get a line on the Duke him-
self once they got close enough to the city, but that wasn’t going 
to happen with this interference.

Forgoing his radio, Wallace used the massive laser that made 
up the entire lower part of his ’Mech’s left arm to signal to a nearby 
Spider. Despite having the grace of a drunken sailor, he somehow 
got across the order to seek high ground and search out the Duke’s 
position. The Spider and two nearby Mjolnirs touched off their jets 
and rocketed skyward.

Then

“Sir! Enemy contact!”
Aaron turned from the small pocket of officers he’d been speak-

ing to and stepped forward to greet the runner who had burst into 
the command center seconds before. When their comms had gone 
dead forty minutes earlier, Aaron had sent runners to his forces wait-
ing at each gate in the massive city walls. He knew the attack was 
coming, just not where it would hit. Now he would know.

“Easy, son. Which gate?” He offered the young man a cup of 
water and waited patiently for him to catch his breath.

“Kogan, sir.” With his message delivered, the runner bent over 
double and surrendered his body to the heaves and deep breaths 
that seized him. Aaron clapped him on the back and turned to 

The Duke sought out the speaker and nodded at the young 
leftenant when he found him. “If they maintain current speed and 
don’t get distracted by anything along the way, we’re looking at 
two, three days.”

“Can we distract them?” The remark from Captain Karp drew 
nervous laughter from the assembled officers. Everyone knew that 
the Capellan force included the troops of Dai Da Chi, one of the 
elite Warrior Houses of the Confederation’s military. Individually, 
none of the three AFFS commands stationed on Tikonov were a 
match for the Dai Da Chi warriors.

Even Aaron laughed. “Well, I had thought to send you up 
north, Brandon, to give them one of your impromptu a capella 
concerts we’re treated to some mornings, but then I realized that 
might earn me an Ares charge. Can’t have that on my conscience, 
can I?”

Waiting a respectful amount of time for the tension-breaking 
laughter to subside, Aaron continued. “So, two to three days. 
Earliest reinforcements from the Fourth or the Eighth could get 
here is five. We’re on our own.”

A nod towards Leftenant Van Leeuwen brought a change to 
the map, zooming in until Tikograd occupied a lower corner of the 
display and a smaller town labeled “Luga” was positioned in the 
opposite corner.

“Our scouts confirm that the Dai Da Chi have taken Luga and 
are preparing a march on the capital. Luga is about two days’ march 
northeast of us, give or take. In between are mostly abandoned 
villages and some agricultural areas. A few patches of forest that 
the Cappies never cut down and the Republic tried to grow with 
questionable success.”

Aaron aimed his pointer at a village about two-thirds of the 
way to Tikograd from Luga. “We’re setting up an ambush here, at 
Radilov. Or, what used to be Radilov before the Word shipped the 
populace away in ’74 and left the village to rot.”

Van Leeuwen tapped on her datapad and a row of icons mate-
rialized around the perimeter of Radilov.

Aaron nodded to Colonel Glynn. “In charge of the op will be 
Wallace with the Garnet and Ruby Battalions. They’ll be set up as 
the trap, with Major Wildish and his Sapphires acting as the bait.”

A slightly paunchy and balding major raised his hand and was 
acknowledged by the Duke. “Thanks for that, sir.”

“Hey, Mike, that’s what you get for beating my ass the other 
night. Didn’t they teach you in OCS that you always let your CO win 
at cards?”

“Must have slept in that day.”
“Then consider this a belated wake-up call.” The laughter this 

time was hearty but brief. “So, what’s your question?”
“Sir, we’ve only got the three battalions. Who’s going to be 

watching over Tikograd while we’re out there dancing with the 
Caps?”

Aaron ran his left hand back through his blond hair, carefully 
avoiding the topknot that had been the hallmark of the Sandoval 
clan for centuries. “Now, Major Wildish, you just leave that to me.”
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When Wallace and his company had come up on the rear of the 
Capellan formation, there wasn’t much left for them to do. All around 
lay the shattered remnants of the Eighth’s ’Mechs and ground vehi-
cles, even a few VTOLs that had made an unfortunate acquaintance 
with solid ground. It took little effort for Wallace’s people to dispatch 
enough of the survivors to inspire the rest to flee. The Cappies would 
not be taking Tikograd today. Hell, given how badly things had gone 

for the Dai Da Chi at Radilov, they were probably a day or two 
away from abandoning the planet altogether.

That just left the clean up. It wasn’t just 
Capellan war machines that littered the 

ground. All around, lay evidence of the 
fierce defense that had been thrown 

up by the Suns troops. Mangled 
BattleMechs and crushed tanks, 

half-gone corpses of infantry 
both battle-armored and not, 
VTOLs with their rotors twisted 
into unrecognizable shapes. 
The sole comfort to be had 
among this carnage was that 
there were far more enemy 
dead than friendly.

Duke Aaron Sandoval’s 
Black Hawk was among the 

dead. They had found it soon 
after their arrival, slumped back 

against the Kogan Gate itself. 
Wallace stood over it, bowing his 

Enforcer slightly out of respect. The cock-
pit of the fifty-ton Clan-built ’Mech had 

been ripped apart, probably by Capellan battle 
armor. Blood streaked what was left of the interior. 

Surrounding the dead ’Mech were several enemy machines; the 
Duke had obviously died well.

They had found the body a few feet away, where it had been 
tossed aside with disdain. Half of his skull was missing, most likely 
evaporated by a laser blast of some sort. No ransom or imprison-
ment for this man who had fought against the Confederation for 
years. Daoshen Liao’s hatred ran deep.

“Rest in peace, Duke,” Wallace whispered. “We’ll keep Tikonov 
safe for you.”

address the gathered crowd. Their faces showed eagerness and 
determination and maybe a little fear.

“This is it, people.” Though not many words, that was all it 
took. The command center erupted into a flurry of activity as the 
MechWarriors and tankers among the crowd rushed out to their 
BattleMechs and vehicles while the non-combatants got out of 
their way.

Aaron paused and surveyed the activity. A slight smile 
crept across his face. Whatever happened today—
both here at the city and out there where the 
Third Lancers were hopefully having suc-
cess against the Dai Da Chi—he was 
inordinately proud of his people and 
the job they had done defending 
Tikonov from the Capellan invad-
ers. Whether they were born and 
bred Sunners or came with him 
from his Swordsworn move-
ment, each and every one of 
them had Aaron’s thanks and 
admiration. He himself had 
come a long way from his 
days as Lord Governor of a 
Republic Prefecture, one of the 
highest officials in that defunct 
nation. Whatever their origin, 
they were all now children of the 
Federated Suns and would gladly 
shed blood to ensure its future.

A hand on his arm broke his reverie. 
“Coming, sir?”

Aaron looked down at Leftenant Van 
Leeuwen. The young woman smiled at him warmly. He 
smiled back. “Francine, I wouldn’t miss it for the world.”

Now

The Kogan Gate controlled the eastern entrance through 
Tikonov’s walls. It was one of the four major gates into the city 
and clearly where the Capellans—members of the Eighth Reserve 
Cavalry, now in flight from the city—had chosen to make their 
breakthrough attempt. It was equally clear that they had failed.
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Damien —

Attached is the report you requested, detailing the events of the past ten years. God, has it only been that long since Levin shut away the 
heart of the Republic behind his Fortress wall? Given all that’s happened, it feels like a lifetime since we were cut off from our family, our friends, 
and our nation. From our home. Sometimes I wonder what’s going on behind that wall, and whether it would have been better to let Stone’s 
dream just die a clean death when the HPGs fell rather than see it be torn apart piecemeal.

Which brings me to a point I’ve been hesitant to bring up to you. Damien, we’ve got a serious morale problem brewing. I’ve been talking 
to Kristoff and Tara and they agree. We had two more companies desert last week and I can’t say I blame them. We’ve been holding out here on 
Callison for a decade and steadily losing ground on every world where our Knights have tried to intervene. Even without traitors like Thaddeus 
(may his thrice-damned soul burn in hell) undermining our efforts, even with the support of those RAF troops we’ve cobbled together, even 
with the Fidelis and their strange fanaticism, there’s only so much we can do to hold back the darkness. I fear we will soon fall and all our dreams 
will be little more than a footnote to history. I still feel it was a mistake to let so many of our people go with Julian; those are troops we will 
never see again, troops we really could have used. I just hope we don’t look back on that someday as the beginning of the end.

Damn, listen to me. If even your Paladin feels this way, what hope is there for the rest of our people? Something needs to change and it 
needs to change soon...or that nickname the rank and file have bestowed upon me may just take on added meaning.

Anyway, here’s the report. I actually went back a little farther than you had requested—to the fall of the HPG network in August 3132—
simply because I felt an overview of those events provided a deeper understanding of everything that’s happened since the creation of 
the Fortress.

It is, of course, hard to know for certain until time has given us a measure of hindsight, but it truly feels as if we’re on the cusp of a new 
era. I’m not quite sure what that era might entail or what our place within it might be, but there’s a change coming that I can feel in my bones. 
If I’m correct, then hopefully this document will provide us with enough preparation and foreknowledge to meet whatever is coming with the 
dignity, the honor, and the strength for which the Republic of the Sphere was long known. Even if we should die to defend our ideals, know 
that I will gladly make that sacrifice by your side. I am proud of everything we have accomplished here and everything we attempted. Most of 
all, I am proud to call you my commander and my friend.

Long live the Republic!

—Ariana 
12 January 3146
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Cygnus
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7

Rondane
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INNER SPHERE - 3135

Draconis March
  1) Robinson Operational Area
  2) Milligan Operational Area
Capellan March
  3) Kathil Operational Area
  4) Taygeta Operational Area
Crucis March
  5) Markesan Operational Area
  6) Chirikof Operational Area
  7) Minette Operational Area
Periphery March
  8) June Operational Area
  9) Anjin Muerto Operational Area
  10) Woodbine Operational Area

Federated Suns

Pesht Military District
  1) Albiero Prefecture
  2) Bjarred Prefecture
  3) Qandahar Prefecture
  4) Ningxia Prefecture
  5) Kagoshima Prefecture
  6) Irece Prefecture
New Samarkand Military District
  7) Oshika Prefecture
  8) New Samarkand Prefecture
  9) Matsuida Prefecture
  10) Kaznejov Prefecture

Draconis Combine
Benjamin Military District
  11) Buckminster Prefecture
  12) Xinyang Prefecture
  13) Benjamin Prefecture
  14) Algedi Prefecture
  15) Proserpina Prefecture
  16) Irurzun Prefecture

  1) Liao Commonality
  2) Capellan Commonality
  3) Sian Commonality
  4) St Ives Commonality
  5) Victoria Commonality

Capellan Confederation

  1) Republic of the Sphere
  2) Clan Jade Falcon
  3) Clan Hell’s Horses
  4) Rasalhague Dominion
  5) Clan Wolf
  6) Raven Alliance
  7) Filtvelt Coalition
  8) Tortuga Dominions
  9) Calderon Protectorate
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  10) Taurian Concordat
  11) Fronc Reaches
  12) Magistracy of Canopus
  13) Marian Hegemony
  14) Lothian League
  15) Rim Collection
  16) Rim Territories
  17) Chainelane Isles
  18) The Barrens
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  1) Oriente Protectorate
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RimwardMap compiled by COMSTAR.
From information provided by the COMSTAR EXPLORER CORPS 

and the STAR LEAGUE ARCHIVES on Terra.
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Tincalunas

Mandalas

Appian

Liu's Memory

Cluff's Stand

Able's Glory

Moroney

Scauld

Ferreusvirgo

Pillory

Brank

Garotte

Jibbet

Cephei

Carcri

Pegasi
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Chirac

Bastille

Wyeth's Glory
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Terra
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Abbadiyah
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Aberystwyth
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Abruzzi
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Acamar
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Achernar

Aconcagua

Acrux

Acubens

Ad Duwayd

Addicks
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Adelson

Adhafera

Trip
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Aiguebelle

Aitutaki

Aix-la-Chapelle

Akfata
Al Hillah

Al Jafr

Al Jubaylah

Al Na'ir

Albalii

Albert Falls

Albiero

Alchiba

Alcor

Alcyone

Aldebaran

Aldertaine

Alekseyevka

Alexandria
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Algedi

Algenib

Algol

Algorab

Algot

Alhena
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Alkes

Alleghe
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Alma Alta

Almach

Almunge

Alnasi
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Alphard

Alphecca
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Alrakis

Alrescha

Alsek

Alshain

Alta VistaAltair

Altais
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Alterf

Althastan
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Amminadav
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Andarmax
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Ankaa

Ankolika
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Apostica
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Arboris
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Argyle
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Augusta
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Autumn Wind
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Bad News
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Baker 3

Baldur
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Bethel
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Dromini VI

Drosendorf
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7 August 3132.
Gray Monday.
The beginning of the end.
Throughout history, certain events occur that have such an impact on our 

universe that we speak of life as being fundamentally different before and after. 
Those unfortunate enough to have lived through the end of the first Star League 
no doubt divided their lives into pre-Amaris and post-Amaris periods. Likewise, 
last century gave us both pre-Clan/post-Clan and pre-Jihad/post-Jihad divisions. 
For our generation, life was forever changed by the crash of the hyperpulse gen-
erator network and the loss of interstellar communication. In those first post-Crash 
days, chaos ruled humanity and many feared the birth of a new Dark Age. In time, 
we adjusted and adapted to the new status quo, but even now, nearly fifteen years 
later, too many questions remain.

THE FALL OF DARKNESS
First and foremost is who. Who brought down the communication web that 

connected our far-flung planets? To start with, we have to sort out exactly what 
happened to the numerous HPG stations throughout the Inner Sphere. Most 
appeared to have been taken down by some sort of system virus, which caused 
the core of the HPG itself to overload and burn out with little collateral damage. 
But after several years of crawling through layers of antiquated code and gen-
erations of interweaving patches and kludged-together upgrades, ComStar’s best 
programmers found nothing. On top of that, brand new cores, when installed in 
malfunctioning generators, showed exactly the same symptoms before them-
selves burning out.

And that wasn’t the only issue. While most HPGs showed the same prob-
lem, there were others that experienced different failures. For instance, the 
station on Ayacucho could transmit data, but was unable to receive anything 
but the simplest carrier packet. On the other hand, the Jacson station expe-
rienced a bizarre hyperspatial loop that would route all outgoing messages 
right back to it.

Technical difficulties were bad enough, but for a few stations that seemed 
blessedly free of trouble, human intervention came into play. Over four dozen 
stations across the Inner Sphere were victims of sabotage by person or persons 
unknown. In one reported case, the saboteur was part of a VIP tour of a Capellan 
facility who pulled out a laser pistol and managed to target crucial irreplaceable 
components before being cut down by security.

Finally, there were the assaults by military forces. Here we unfortunately still have little information to go on, even after all this time. These 
forces were swift, efficient and completely unknown to any Inner Sphere or Clan intelligence apparatus. They mostly used common equipment 
and standard tactics that cannot be traced to any single nation. In at least one case, they were transported by trading vessels with a long his-
tory of doing business in The Republic. Due to the surprise of their attacks, few were effectively opposed and there were no known casualties 
among the attackers, so no bodies or machines to recover. The sole piece of identifying information we have come from reports of a strange 
insignia; a snake coiled around a sword and set against a blood-red disk. But in nearly two decades of research, no match has ever been found 
for this symbol. Nor have the attackers ever made a second appearance. Claims that they were latter-day Word of Blake forces, resurgent Manei 
Domini Shadow Divisions, or even a sneak attack from the Clan Homeworlds have nothing to either confirm or debunk them.

So to come back around to our main question: Who brought down the HPG network? Theories range from the mundane to the outland-
ish. In the initial shock of the crash, many in the rimward Prefectures assumed it was some kind of Capellan attack. Once the scope of the crash 
became clearer, this idea was abandoned as highly unlikely, though a rabid core of anti-Liao activists maintain its legitimacy. In addition to the 
widespread rumors about Word of Blake involvement, the most prevalent theories assign blame to either the Clans or, against all logic and reason, 
Devlin Stone himself. But though many people have their favorite villain, none can ever construct a coherent argument to explain the motivations 

 WHAT ABOUT THE CLANS?

Contrary to popular belief and despite numer-
ous rumors, the Clans were hit just as hard by the 
Blackout as the rest of the Inner Sphere. We are 
unfortunately light on confirmed intel from the Clan 
Occupation Zones, but from what our agents can 
gather, they all suffered the same problems the rest 
of us did on Gray Monday and its aftermath.

Of course, this is hardly surprising. For the most 
part, Star League and ComStar-built systems were 
constructed to last for centuries and there would have 
been little reason for the Clans to replace existing 
machinery that was in perfectly good working condi-
tion when they took over. So whatever it was that 
caused the rest of the Inner Sphere’s network to go 
down, it got the Clans, too.

Where things should have been different, how-
ever, is in the Clans’ reaction to the crash. To the best 
of our knowledge, all of the Clans maintain the ability 
to build completely new HPGs, and this should have 
allowed them a quick recovery. But that didn’t hap-
pen. Why is an unanswered question at this time.

In addition, Clan HPG protocols are very different 
from the ComStar-based protocols in use everywhere 
else. If the disruption vector was a simple virus, how did 
it manage to infect both Inner Sphere and Clan HPGs? 
The two protocols likely do share some code deep in 
their operating systems, since they are both ultimately 
derived from Star League protocols, but they have long 
since diverged and, to borrow evolutionary language, 
speciated. As they were both affected by the blackout, 
perhaps the culprit lies somewhere in the distant past.

HISTORY AND REVIEW
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ing humanity. Unfortunately, after successfully restarting the HPG 
on Wyatt and despite the protection of two Knights, Harwell was 
snatched away by military forces bearing ComStar insignia and iden-
tification codes, and has yet to be seen since. But even without his 
actual presence, Harwell’s methods were disseminated to hundreds 
of ComStar stations throughout the Inner Sphere, where they were 
applied in the hopes of lifting the Blackout. It didn’t work.

Or, rather, it only rarely worked. Despite some initially promis-
ing results, not a single HPG with the fix applied ever came back up 
for longer than a few days, if they came back up at all. With Tucker 
Harwell himself apparently being kept under wraps by ComStar, 
there is no one else who has yet come up with a better solution. 
And so, almost a decade and a half after losing our ability to speak 
between the stars, we are still no closer to restoring those links.

CRACKS IN THE FACADE
Almost immediately upon the fall of the HPG network, a 

number of splinter groups within the Republic appeared, taking 
advantage of the confusion to manifest long-standing tensions and 
animosities or satisfy hidden ambitions. Many of these movements 
already existed, and merely used the blackout as a catalyst for mili-
tary action in pursuit of their goals. As of late 3132, the Department 

of their chosen scapegoat. Why would Stone wish to plunge his own 
nation, barely five decades old, into anarchy and civil warfare? Why 
would the Clans, the epitome of an honorable warrior culture, resort 
to deception and attacks against civilian infrastructure? Even more 
basic, how would any of these parties have been able to carry out 
something of such monumental scope? None of it makes any sense 
and time hasn’t granted us any greater clarity.

If we cannot know who caused the crash, can we at least 
figure out a way to repair the damage so that life can return to 
normal? ComStar sprang into action immediately after the extent 
of the problem was understood, even creating a special institute 
for the sole purpose of researching the causes of and solutions to 
the blackout. Production of replacement cores for afflicted HPGs 
was expanded almost as quickly. Yet, as already mentioned, those 
new cores burned out just as their predecessors had. Code reviews, 
extensive rewiring, jury-rigged systems, cold reboots, all were tried 
and all failed. For nearly three years, nothing ComStar tried had any 
positive effect on the downed network.

Then, in early 3135, reports reached Terra of a young ComStar 
acolyte who had discovered a method to successfully restart inopera-
tive hyperpulse generators. This Tucker Harwell had possibly found a 
way to restore communications and stave off the darkness threaten-
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of Military Intelligence counted eighteen significant splinter groups operating 
within the Republic, though within three years most of them had been either sub-
sumed by a larger group with similar goals or disbanded for any number of rea-
sons. Six major groups were subsequently identified: Bannson’s Raiders, Dragon’s 
Fury, Spirit Cats, Steel Wolves, Stormhammers and the Swordsworn. Among the 
smaller groups, the most prominent were the neo-Blakist White Hand terrorists of 
Towne; the Daughters of Kali, an all-female, allegedly Capellan-backed insurgent 
movement on Wei; and the infamous Kittery Resistance.

Each of these groups of course differed in their goals, but nearly every one 
found itself opposed to the continued existence of The Republic. In particular, 
those groups aligned—whether overtly or behind the scenes—with one of the 
Great Houses became the sharp points of several spikes that would soon be driven 
into the heart of Devlin Stone’s nation.

DEMAGOGUES AND DISSIDENTS
The Dragon’s Fury, led by the recently resigned Prefect Katana Tormark, 

was perhaps the most dangerous in those early days. Tormark used her intimate 
knowledge of the inner workings of the RAF units stationed in Prefecture III to gain 
an aggressive headstart on the other militarized splinter groups. For the first sev-
eral months, it was really only due to the quick response and determined actions 
of Countess Tara Campbell of Northwind, herself the successor to Tormark’s aban-
doned post, that the Fury did not just overrun the Prefecture. But Campbell and 
her Highlanders were spread thin, facing not only the Combine-influenced Fury 
but also Aaron Sandoval’s Federated Suns-inspired Swordsworn. The Highlanders 
fought a mainly defensive campaign throughout Prefectures III and IV, but never 
seemed able to do more than simply hold the line.

Militarily speaking, the Steel Wolves were the strongest of the six major 
groups. Before the Blackout, a majority of the Clan Wolf descendants living in The 
Republic had already flocked to the banner of Prefect Kal Radick, under the goal of 
protecting the rights of all citizens of Clan origin. Building the Steel Wolves around 
the core of his own Bright Fang militia cluster, he rapidly expanded his forces, but 
pursued a less aggressive campaign of conquest than Katana Tormark. His death 
in a Trial of Possession brought against him by the upstart Anastasia Kerensky cut 
short his ambitions and set his Wolves on a much different course.

Jacob Bannson also used the Blackout to make a play for personal power 
amidst the chaos. His goals were less concrete than other factional leaders, and 
at times his forces—the too-aptly named Bannson’s Raiders—seemed to be little 
more than brigands grabbing for whatever spoils they could get their hands on. 
Bannson also had his hand in many plots behind the scenes. Persistent rumor has 
him playing a central role in the Black Paladin scandal, but, as Jonah Levin and Tara 
Campbell have maintained a guarded silence on many aspects of that episode, his 
involvement has never been confirmed.

Unlike other splinter factions, the Spirit Cat cultists who followed Senator 
Kev Rosse were not concerned with the conquest or defense of large amounts of 
Republic territory. Long known for his visions, Rosse’s writings reveal a man fear-
ful of the future and the destruction of his people he saw fast approaching. His 
actions were geared towards finding a safe haven for not just his own followers, 
but also their parent Clan. Despite their seizure of several worlds in Prefectures III 
and IV, the Spirit Cats were unsuccessful in this goal for a long time.

The Stormhammers were not formed in the immediate aftermath of the 
Blackout, but born out of the frustration Jasek Kelswa-Steiner felt with The 
Republic’s response to the crisis. Basically stealing away the majority of the Skye 

 WHATEVER HAPPENED TO THE  
 MAN WHO HAD EVERYTHING?

If any man more closely mirrors both the suc-
cesses and the failures of The Republic than Jacob 
Bannson, he has yet to be found. The epitome of the 
self-made man valorized in so many Republic propa-
ganda initiatives, Bannson combined a natural talent 
for business with a boundless entrepreneurial spirit and 
a ruthless drive to rise above his humble origins and join 
the ranks of the nobility. Many business schools across 
the Republic held him up as an example of the kind of 
corporate leader they claimed to produce.

Yet Jacob Bannson had his dark side. Any man 
who amasses as large a fortune as he did before the 
age of twenty cannot do so without making some 
enemies. Rumors of shady backroom deals, convo-
luted transfers that skirted the law, and large-scale 
bribery dogged Bannson throughout his career. Not 
even a three-year stint undercover for the Republic’s 
Securites Trade Commission was enough to squelch 
the allegations laid on him by his business rivals. But 
Bannson weathered them all with aplomb, taking 
on and defeating all comers while maintaining a 
charismatic public persona that the gossip rags ate up.

So what happened to him? With the fall of the 
HPG network, Bannson revealed himself as just another 
warlord—albeit one with very deep pockets—fight-
ing over control of territory and followers. But even 
with a personal army at his beck and call, his star 
never quite seemed to reach the same heights it had 
pre-blackout. Instead, Bannson slowly morphed into 
a behind-the-scenes manipulator. In addition to his 
involvement with the Black Paladin scandal of 3133, 
there is some evidence to support later claims that he 
made some kind of deal with Daoshen Liao, but little in 
the way of hard facts. Then, in mid-3135, he vanished 
from sight for four months before resurfacing in the 
Rasalhague Dominion with Capellan hunters on his tail. 
In the meantime, however, the Fortress had gone up 
and the richest man in The Republic found himself cut 
off from a large part of his fortune.

Since August of 3136, Jacob Bannson has not 
been seen in public. His last confirmed sighting comes 
from his headquarters on Tybalt, shortly after what 
appears to have been an internal struggle within his 
forces. We have been unable to confirm claims that 
mutinous troops sold him out to the Capellans and, 
at this point, it’s unlikely we’ll ever know the truth. 
And yet, we also have reports from numerous worlds 
outside the Fortress of Bannson money and resources 
being offered to help prop up local governments and 
bankroll local military forces. Is it Bannson himself, 
operating in secret, helping to preserve what he can 
of The Republic? Is it someone using the leverage of a 
dead man’s fortune for their own purposes? If he’s alive, 
where is he? If he’s dead, who killed him and why?
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