INTRODUCTION

With the discovery of the New Dallas memory core and the expanded opening of Clan historical archives, interest in the history of the so-called
Age of War and the early Star League era has exploded, especially among the “average” Inner Spheroid. Some are undoubtedly looking to find solace
in tales of how their long-past forebears coped with the ongoing violence and devastation of the era while others are simply looking for answers on
how such terrible inhumanity could strike over and over again, how to stop the terrible cycle of violence once and for all. Many, of course, are simply
interested in the history of Mankind, taking advantage of the many new resources suddenly opened to them.
No matter your reasons, we hope that this treatise will help provide you some historical perspective upon the Age of War, that little-understood
era which led directly to Mankind’s greatest of achievements: the Star League. In some ways, this work could be considered a technical readouts
of firsts—the BattleAxe, Gladiator and Icarus were the very first BattleMechs produced by the Federated Suns, Draconis Combine and Free Worlds
League, respectively, while the Wasp was the very first ’Mech that could jump. The Banshee and the Crossbow, meanwhile, were the first ’Mechs
produced by their manufacturers. And the LTV-4 Hovertank was, near as our research could determine, the one design that seemingly revolutionized
the state of the art and ushered in the “modern” technological era of the twenty-fifth century.
Meanwhile, this work continues to unravel the “truth” of the state of technology during the Age of War. While we have known for some time
now that many of the so-called “facts” presented by ComStar in their popular Technical Readouts were simply suppositions crossed with wellregarded legends and at least a few manufactured “truths” about the almost-mythical Terran Hegemony. For example, many military historians have
long assumed that aerospace and naval construction technology had somehow advanced faster than land-based vehicles, a “fact” we now aim to
correct with the inclusion of the Black Eagle DropShip and the Ares Mk. I Landing Craft.
This Experimental Technical Readout: Primitives is certainly not the final or most definitive work on military technology of the era. No doubt, as
historians continue to delve into the new sources open to them, we will see more and more publications such as this. Taken as a whole, they will
give you a better, if not complete, picture of the advancing state of the art in the final decades of the Age of War and leading into the formation of
the Star League.
—Dr. Saga Brest, 19 June 3079

HOW TO USE THIS BOOK

The ’Mechs, combat vehicles, and fighters described in Experimental Technical Readout: Primitives, Volume 2 provide players with a sampling of
designs from the period of time covered by the Age of War and the rise of the First Star League. While the focus of the designs featured in this book
is historical, many of the designs have modern counterparts detailed in other Technical Readouts.
The rules for using ’Mechs, vehicles and fighters in BattleTech game play can be found in Total Warfare, while the rules for their construction
can be found in TechManual. However, the primitive nature of these designs also utilized the RetroTech construction rules found in Jihad Secrets: The
Blake Documents, supplemented by the Experimental-level rules presented in Tactical Operations.
Special additions to the Primitive construction rules have also been introduced in this book. For reference, a special Additional Game Rules
section follows the design specs provided in these pages.
Developer’s Addendum
Astute readers may notice that several of the designs that will appear in this and other volumes of the XTR: Primitives mini-series have appeared
in previous Record Sheets books such as Record Sheets: 3075. This redundancy is intentional, both as a means of correcting minor errors in the original
Primitive units’ stats (where conflict arises, the Primitives XTRs supersede) and as a means of providing a clearer and more focused treatment of the
primitive machines that were contemporaries during the Age of War.
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STAR LEAGUE ERA

CLAN INVASION ERA

SUCCESSION WARS ERA

JIHAD ERA

CIVIL WAR ERA

DARK AGE ERA

WSP-1 Wasp
Field Testing Summation: Original Wasp Primitive Chassis
Producer/Site: General Mechanics, Inc., Mars
Supervising Engineer: Soren Iishi
Prototype Introduction Date: 2464
Non-Production Equipment Analysis:
Primitive Armor
Primitive Cockpit
Primitive Engine
Prototype Jump Jets
Overview
The mid-twenty-fifth century BattleMech was the undeniable
king of the battlefield, but was a lumbering beast compared to the
tanks it had supplanted. Conventional vehicles were still needed
as scouts and flankers, a paradigm Terran Hegemony generals
were more than willing to accept, at least until they learned that
the Lyran Commonwealth was pursuing its own home-grown
BattleMech, one designed from the ground up as a scout.
When the Hegemony Armed Forces released its requirements
for a “highly mobile fast reconnaissance BattleMech”, General
Mechanics, Incorporated jumped at the opportunity. The company
was one of the primary subcontractors involved in the design and
production of both the Mackie and the Banshee and was looking
to expand its operations and profile. General Mechanics gave Dr.
Soren Iishi the mandate to win that contract.
The company spared no expense in supporting Soren, who
recruited an expansive talent pool and built an advanced research
department, known as “The Hive”, dedicated to the project. The
design of a fast BattleMech was no problem for Soren’s engineers,
who had baseline plans and models ready for approval within weeks.
Their challenge, however, was in realizing Dr. Soren’s vision—a ’Mech
that could fly, giving it truly unsurpassed mobility and survivability.
The Hive’s combined brainpower and resources were
ultimately unable to quite reach that lofty goal (indeed, the state
of the art would require more than two centuries of advancement
to replicate Dr. Soren’s vision in the form of the Land-Air ’Mech),
but they came close—in doing so also indelibly leaving their own
mark upon the very nature of the BattleMech. When WSP-1X-02
first appeared during its preliminary trials, landing in front of the
HAF High Command after jetting over the top of its hangar, the
competition was over. General Mechanics’ Wasp had won.
Not, of course, that development of the Wasp was complete.
“Jumping” the twenty-ton machine was a dangerous prospect that
often left the Wasp a mangled wreck and its pilot traumatized.
The ’Mech’s gyroscope could not maintain stability through the
maneuver, requiring absolute concentration and deft reflexes from
its pilot to land safely. It would be almost a decade—and hundreds
of damaged HAF Wasps and injured MechWarriors—before The
Hive’s engineers solved the jump “problem”. The company went on
to construct countless thousands of Wasps for the Hegemony and
Star League, making it one of the most iconic of ’Mechs in existence.
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Type: Wasp
Technology Base: Inner Sphere (Primitive)
Tonnage: 20
Equipment			Mass
Internal Structure:			
2
Engine:
120 Primitive		
4
Walking MP:
5
Running MP:
8
Jumping MP:
5
Heat Sinks:
10		
0
Gyro:				
2
Cockpit (Primitive):			
5
Armor Factor (Primitive):
37		
3.5
		
Internal
Armor
		
Structure
Value
Head
3
4
Center Torso
6
6
Center Torso (rear)		
3
R/L Torso
5
4
R/L Torso (rear)		
2
R/L Arm
3
3
R/L Leg
4
3
Weapons and Ammo
Medium Laser
Jump Jet
Jump Jet
Jump Jet
Jump Jet
Jump Jet

Location
RA
RT
LT
CT
RL
LL

Critical
1
1
1
1
1
1

Tonnage
1
.5
.5
.5
.5
.5

Notes: Features the following Design Quirks: Weak Legs, Hard to Pilot

Strike Falcon Attack VTOL
Field Testing Summation: Common Primitive Attack VTOL
Producer/Site: Grand Union Battle Works, Tikonov
Supervising Engineer: P.L. Tupolev
Prototype Introduction Date: 2371
Non-Production Equipment Analysis:
Primitive Combat Vehicle
Overview
The helicopter has been an integral feature on the battlefield since the
late twentieth century. Though many tried during the following centuries
to replace this intrinsically fragile combat unit, it remained just as vital a
player during the Age of War as it did in the twentieth and twenty-first
centuries. Some were configured to carry cargo or passengers, while others
were dedicated gunships that carried a powerful arsenal of guns and
missiles. A few, like the Strike Falcon, were designed to do both.
When the Capellan Confederation formed in 2367, it subsumed
a number of smaller powers, each which lent its own strengths to the
new nation. In the case of the Tikonov Grand Union, it provided the
Confederation a strong industrial base and powerful military. Tikonov’s
primary attack helicopter, the OT-22 Bird of Prey, was showing its age and
due to be replaced. Four years after the Confederation was born, the Strike
Falcon Attack VTOL debuted. Designed to carry a strong infantry force into
battle and then support them, the Strike Falcon was built around a large
transport bay that could comfortably carry one heavily armed platoon (or
two light platoons in cramped conditions). Its wings carried its primary
weaponry—an SRM 4 on each—but despite their stubby appearance
also provided significant aerodynamic lift in forward flight, which gave
the vehicle an operational range of well over 1,500 kilometers. The Strike
Falcon also carried three machine guns, one mounted side-by-side with a
sensor suite in the chin and one each on the helicopter’s flanks, for antiinfantry support.
When the Strike Falcon debuted, it was hailed by its operators and
feared by its opponents. Both relatively speedy and well-armored in its
heyday, few opponents could hope to take one down with a single shot—
which led many other powers to copy the design, with varying levels
of success. Like any high-tech marvel, however, the Strike Falcon was
eventually superseded by lighter, faster and better armored designs; by
the end of the Age of War, the only Strike Falcons still flying were those
stripped of weapons and sold to civilian operators.
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Type: Strike Falcon
Technology Base: Inner Sphere
Movement Type: VTOL (Medium)
Equipment Rating: D/C-X-X/E
Mass: 30 tons
Equipment
Mass
Chassis:		7.5
Engine/Controls:		6
Type
ICE
Cruise MP:
7
Flank MP:
11
Heat Sinks:
0
0
Fuel:		
1,666 km
1
Turret:		0
Armor Factor (BAR 7):
33
1.5
		
Internal
Armor
		
Structure
Value
Front:
3
10
R/L Side:
3/3
8/8
Rear:
3
5
Rotor:
2
2

Weapons and Ammo
2 SRM 4
Machine Gun
Machine Gun
Machine Gun
Ammo (SRM) 25
Ammo (MG) 100
Advanced Fire Control

Location
Front
Front
Right
Left
Body
Body
Body

Tonnage
4
.5
.5
.5
1
.5
1

Crew: 5 (1 officer, 2 enlisted/non-rated, 2 gunners)
Cargo:
6 tons infantry
3 Doors (Right, Left, Rear)
Notes: Features the following Design Quirks: Easy to Pilot, Obsolete/2510

Black Eagle DropShip
Field Testing Summation: Primitive Military DropShip
Producer/Site: Mikoyan Aerospace Consortium, Terra
Supervising Engineer: Hans Sulimar
Prototype Introduction Date: 2453
Non-Production Equipment Analysis:
Primitive DropShip
Overview
The employment of the BattleMech in combat during the first half
of the twenty-fifth century forced the Terran Hegemony to develop new
battlefield tactics and new logistical methods to effectively employ this new
weapon. Of critical importance was a way to transport these behemoths to
and from battlefields on distant worlds. While a Mackie could walk under its
own power onto the cargo deck of the largest of spheroid DropShips and
then be secured, the loading and unloading process was extremely time
consuming—certainly not conducive to surprise strikes. Worse still, while
the ’Mech could be carried by many of the numerous aerodyne cargo ships
in existence, they could only be loaded while laying on their backs (typically
on a flatbed trailer), requiring even more precious time to offload and then
right the ’Mech for start-up.
Many different extant DropShip designs were considered for
transformation into the first true BattleMech carriers. The Manatee was
the first ship so modified and employed a unique cubicle structure that
a ’Mech could easily enter and exit under its own power. These cubicles,
which included integral hardpoints that could keep a standing ’Mech
secure under high-G maneuvers, could even be used to repair and rearm
the ’Mech. Unfortunately, the Manatee could only carry a single lance of
BattleMechs, far too few to support major combat operations.
The Black Eagle, on the other hand, represented a far more ideal carrier.
Originally constructed as a military transport, it featured a strengthened
structure and heavy armor, along with a powerful self-defense arsenal. The
base design featured three cargo decks that could carry either a battalion of
light armor or more than a company of heavy armor, along with sufficient
consumables to supply that armor through the first stages of an invasion.
While the Mackie could not stand upright on any one of those decks, the
Black Eagle could be constructed without the mid-deck, creating more than
enough room for twelve of the behemoths and their transit cubicles.
Though the transport of entire BattleMech battalions was still left to
large bulk cargo ships, the HAF began to assign Black Eagles to its primary
assault companies, units that would quickly secure a spaceport or landing
zone where the lengthy disembarkation process could happen. Of course,
the Black Eagle became the standard for BattleMech assault carriers,
ultimately spawning the Lion and later the Union. So successful was the
Black Eagle design that the HAF also reworked it into the slightly lighter but
much faster and heavily armed Pentagon assault ship in the mid-twentysixth century.
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Type: Military Spheroid
Use: ’Mech Carrier
Tech: Inner Sphere
Introduced: 2458
Mass: 4,500 tons
Dimensions
Length: 77 meters
Width: 77 meters
Height: 90 meters
Fuel: 250 tons (7,500 points)
Tons/Burn-Day: 1.84
Safe Thrust: 4
Maximum Thrust: 6
Heat Sinks: 156
Structural Integrity: 16
Armor
Nose: 191
Sides: 171
Aft: 120
Cargo
Bay 1: BattleMechs (12)
Bay 2: Cargo (540 tons)

2 Doors
2 Doors

Life Boats: 1
Escape Pods: 8
Crew: 5 officers, 14 enlisted/non-rated, 9 gunners, 24 bay personnel
Ammunition: 144 rounds LRM 20 Ammo (24 tons)
Notes: Equipped with 55 tons of primitive armor. Features the following
Design Quirks: Easy to Maintain, Obsolete/2545

WeaponsCapital Attack Values (Standard)
Arc (Heat) Type Heat Short Medium Long Extreme
Nose (28 heat)
2 LRM 20		
12
2 (24)
2 (24)
2 (24)
—
		 (36 rounds)
2 Large Lasers		
16
2 (16)
2 (16)
—
—
FR/FL (28 heat)
2 LRM 20		
12
2 (24)
2 (24)
2 (24)
—
		 (36 rounds)
2 Large Lasers		
16
2 (16)
2 (16)
—
—
AR/AL (26 heat)
LRM 20 (18 rounds) 6
1 (12)
1 (12)
1 (12)
—
Large Laser		
8
3 (28)
1 (8)
—
—
		 4 Medium Lasers 12				
Aft (20 heat)
Large Laser		
8
3 (28)
1 (8)
—
—
		 4 Medium Lasers 12				

Class
LRM
Laser
LRM
Laser
LRM
Laser
Laser

(4)
(4)

(4)

O

O

O
OOO

O O

O O

O

Wasp WSP-1

O O

O

20
Era:

(Primitive)
Star League

O

O
O

O
1

Medium Laser

RA

3

5 [DE]

3

6

O

OO OO

Inner Sphere

5
8
5

O O

O

9
(3)

(3)
(6)
O

O

(3)

(3)

(3)
O

O

OO

OO

OOO

(2)

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Hand Actuator
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Heat Sink
Heat Sink
Heat Sink
Prototype Jump Jet
Roll Again
Roll Again

Life Support
Sensors
Primitive Cockpit
Sensors
Life Support
Roll Again

Primitive Fusion Engine
Primitive Fusion Engine
Primitive Fusion Engine
Gyro
Gyro
Gyro
Gyro
Primitive Fusion Engine
Primitive Fusion Engine
Primitive Fusion Engine
Prototype Jump Jet
Roll Again

O

O

Heat Sink
Heat Sink
Heat Sink
Prototype Jump Jet
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Prototype Jump Jet
Roll Again

Hip
Upper Leg Actuator
Lower Leg Actuator
Foot Actuator
Prototype Jump Jet
Roll Again

(5)

O
OO

O

O

OOO

O
O

O

O
O

O

O

O
O

O
OOO

(3)

O

O

O

O

O

O

(6)
O

Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

2012

(5)

Shoulder
Upper Arm Actuator
Lower Arm Actuator
Medium Laser
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again
Roll Again

(2)

O

(4)

(4)
O

O

10 (10)
Single
O
O
O
O
O
O
O
O
O
O

(3)

