


RANDOM ” RANDOM ASSIGNMENT TABLE:
ASSIGNMENT MISERY, 3028

2D6 DRACONIS WOLF’S
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LCT-1V Locust SDR-5V Spider

The Random Assignment Tables are meant to be used by players wish-
ing to determine their forces randomly, or help them determine the likely
equipment used by each side during the Battle of Misery. Players are not
required to use these tables, especially when using player-group units. To
randomly assign pilot quality, see the appropriate tables in Total Warfare
(see p. 273, TW)
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WSP-1K Wasp JVN-TON Javelin

7 JR7-D Jenner FFL-4A Firefly

PNT-9R Panther WSP-1W Wasp

SDR-5V Spider (OM-2D Commando
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HBK-4G Hunchback SHD-2H Shadow Hawk

PHX-1 Phoenix Hawk CN9-A Centurion

SHD-2K Shadow Hawk HOP-4C Hoplite

WVR-6R Wolverine DV-6M Dervish

HBK-4G Hunchback PHX-1D Phoenix Hawk
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GHR-5H Grasshopper WHM-6R Warhammer

WHM-6K Warhammer ARC-2W Archer

DRG-1N Dragon MAD-3R Marauder
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ARC-2R Archer WHM-6D Warhammer

WHM-6K Warhammer MAD-3D Marauder
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ZEU-6S Zeus AS7-D Atlas
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(GR-1A1 Charger ZEU-6T Zeus

STK-3F Stalker BLR-1G BattleMaster

(GR-TA9 Charger BLR-1G BattleMaster

VTR-9B Victor AS7-D Atlas




THE BATTLE OF MISERY

THE BATTLE
OF MISERY

Battle occurs for many reasons, for disputes over territory or ideology;
because of mistakes or obscene accidents; because of the imbalance of
a few, and their effect on the whole. The Battle of Misery between the
Wolf’s Dragoons mercenary regiments and their former employers, the
Draconis Combine Mustered Soldiery, was a result of years of simple ani-
mosity and pure, undiluted rage. A slow campaign of petty insults, small
injustices, and outright criminal acts on behalf of the DCMS threatened
the Dragoons ever more as they refused to back down, and finally this
erupted into open battle on the Dragoon’s baseworld, An Ting.

The many petty insults and so-called betrayals between the Dragoons
and the Combine are unimportant to this battle—the man who watches
his house burn in a forest fire doesn’t particularly care how it was
started... he only knows his home is destroyed in the conflagration. So it
was with the Combine forces who came to Misery to face the Dragoons’
challenge. Four remaining regiments of the Ryuken, two regiments of
Galedon Regulars and a Sword of Light regiment; all came because the
Coordinator, through his minion Warlord Grieg Samsonov of Galedon,
ordered them to put down the scurrilous challenge by the disgraced
mercenaries. The Dragoons, who had issued the challenge, were fighting
for revenge, for the absolution of a feud that had been brewing since
Chu-sa Jerry Akuma'’s appointment as Professional Soldiery Liaison. Five
weary regiments of Wolf’s Dragoons against seven regiments of the
Claws of the Dragon.

On 23 April 3028 all five Dragoons regiments left cover in the city
of Farsund and moved south toward the main Combine positions on
the equator. Tai-sho Tetsuhara quickly recalled all of his forces from
outlying cities, impressed that the Dragoons were preparing to offer
honorable combat. What followed was two days of skirmishing be-
tween advance elements as each force attempted to gain an advantage
over the other. The Hamar Valley, in particular, on the edge of the Opdal
Glacial Field, was host to a number of skirmishes, including the final
battle between recon forces that resulted in the Dragoon capture of a
Ryuken commander.

On the morning of the 25th the Ryuken, together with the Galedon
Regulars, assembled in a great line across the Opdal facing the assem-
bled regiments of Wolf’s Dragoons. Both sides paused to examine the
other—the Combine, eyeing the now-famous paint schemes of notable
units like Zeta Battalion or Beta Regiment, and the Dragoons impressed
at the sheer number of opponents. Much to the Combine’s surprise, a
lone Dragoon advanced and challenged the Ryuken to single combat.
More combat followed, hours’ worth, before a burst of fire from the
Dragoon lines interfered in a duel. The Combine warriors, outraged,
charged forward into a trap: the Dragoons had been playing for time,
waiting on their engineers to burrow through the ice, planting charges.
More than a regiment of ‘Mechs were lost into the suddenly-opened
pits, and the entire Dragoon line charged forward and crippled nearly a
regiment more before withdrawing in the face of the last minute arrival
of the Sword of Light.

The next weeks were filled with fire and death on the icy plains of
Misery. Here a Dragoon battalion would encounter a Ryuken or Galedon
battalion and destroy it—there a Sword of Light battalion would en-
counter a Dragoon company and annihilate it. Neither side could locate
the decisive victory they sought, but both sides quickly slaked their thirst
for revenge. By mid-month the heat of hate had died down and both the
Dragoons and the samurai were intent only on finishing the job at hand
and escaping.

By 20 May a solid month of battling had ground both sides down
precipitously. The long series of skirmishes and feints, highlighted by the
odd pitched battle and stinging ambush, had killed hundreds of warriors
on both sides, but the Dragoons were slightly ahead. The Combine had

“l am Hans Vordel, lieutenant in Wolf’s Dragoons. | am a
fourth-generation MechWarrior. | have seen twenty-four-cy-
cles and have fought on more worlds than | have years. Who
among you has the courage to face me in single combat?”

His challenge was awkward and his Japanese abomi-
nable, but the intent was clear. Silence greeted it. No one in
the Kurita force spoke, on either the open channel or any of
the protected frequencies. The challenge was unexpected.
A teki acting like an ancient samurai? It shocked them into
immobility. Suddenly a Thunderbolt broke from the Kurita
ranks, pounding out to within a kilometer of the Dragoon
Victor. The comm channel reverberated with the pilot’s re-
sponse to the Dragoon.

“Villain. | am Tadashi Bolivar, a mere Chu-i in the grand
forces of the Draconis Combine. | am not so old and decrepit
as you, but | am a fifth-generation samurai of House Kurita
and have slain three Davion MechWarriors single-handedly.
I accept your challenge. Pray to any gods you hold dear, teki,
and prepare to die by my hand”

—from The Coldest Dish: A Narrative of the Battle of Misery,
by Sho-sa (ret.) Juan LaRusso, 3053
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recovered and repaired many of the ‘Mechs lost in the initial trap, but the
Dragoons always seemed to be one step ahead of them. Tai-sho Tetsu-
hara planned a series of raids to keep the Dragoons off-balance while he
consolidated the remains of his force, but a lightning strike against his
command post threw his plans off-kilter. It was only the sudden return
of one of his most valuable sub-commanders that saved Tetsuhara from
death, but that reprieve was short-lived. His ‘Mech force was isolated and
his Dragon destroyed.

Without Tetsuhara to guide them the remaining Combine forces were
disorganized and easily dealt with by the elite Dragoons, who routed
them off-world by the 25th. Soon after, as the Dragoons began their own
preparations to withdraw to the Federated Suns, Tai-sho Tetsuhara com-
mitted seppuku.

COMMANDERS

JAIME WOLF

Rank: Colonel, commander of Wolf’s Dragoons

Born: 2980 (48 in 3028)

Nothing was known of Jaime Wolf prior to 3005, when his Dragoons
appeared in the Federated Suns’ Delos system and announced their in-
tention to take contract as mercenaries. Since then, of course, much has
been written, studied, and broadcast, but the simplest notes are these:
since that time, Wolf and his Dragoons have carefully built a reputation
as the preeminent mercenaries of the Thirty-First Century, utterly reliable
on the battlefield and nearly impossible to defeat. In fact, the few defeats
the Dragoons have suffered have been regarded by many as truly impos-
sible missions, and some analysts have lauded them for surviving the
missions at all.

About the man Jaime Wolf very little more is known. His only known
relative, his brother Joshua, was killed in 3014 by Anton Marik. Wolf ap-
pears to live for little other than directing his Dragoons, and has formed
few friendships outside of the mercenaries’ranks. It wasn’t until his work-
ing with Minobu Tetsuhara during the Dragoons’ contract with House
Kurita that Wolf appeared to take any interest outside the Dragoons: he
was a frequent visitor, both professionally and socially, to Tetsuhara’s
Hoshon Mansion in Cerant on An Ting. A strong friendship developed
between the two men, each devoted to their duty and their excellence
as MechWarriors.

When the conflict with Kurita erupted into open warfare, Wolf led his
Dragoons first against the Ryuken-ichi on An Ting and then to Misery,
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SITUATION

Hamar Valley

Misery, Draconis Combine
23 April 3028

When the Dragoons’ contract with the Draconis Combine expired
all five regiments moved out of their bivouacs near Farsund and ad-
vanced south, toward the lines of the Ryuken and Galedon Regulars.
They could have made the movement in a little less than a day, but
they advanced slowly, probing with recon lances to see where the
Kuritans would defend. These small units were the first Dragoons
to engage the Kuritans, but the Ryuken and Regulars were just as
incensed, and few of the recon lances on either side kept to their
customary rules of engagement.

GAME SETUP

Recommended Terrain: Flatlands, Hill, Badlands (see p. 263, TW)
or Northern (see p. 5).

Place 2 mapsheets side by side with the long edges together.
Use 2 mapsheets per 2 lances of Attackers, rounding down, with
a minimum of 2 mapsheets (ex. If the Attackers use 3 lances, use 3
mapsheets. If the Attackers use 4 lances, use 4 mapsheets).

Attacker

Recommended Forces: Wolf's Dragoons

When determining units randomly, roll from the Light or Me-
dium RATSs (see p. 6). The Attacker may determine his or her home
map edge first, but deploy his units after the Defender. All units
must deploy within four hexes of the Attacker’s home map edge.

Defender

Recommended Forces: Ryuken, Galedon Regulars

The Defender is 100 percent of the Attacker’s deployed force.
When determining units randomly, one unit in four may be rolled
from the Heavy RAT. All other units should be rolled from the Light
or Medium RATs (see p. 6). The Defender places his or her units first,
within four hexes of the Defender’s home map edge. The Defend-
er's home map edge is opposite the edge chosen by the Attacker.

WARCHEST
Track Cost: 100 WP
Optional Bonuses:

[+100] Artillery: Each side may call on four Thumper barrages;
the guns are two turns away (see p. 179, TO).

[+150] Expert Marksmen: Use the Bracing and Careful Aim
rules (see p. 84, TO).

It was like this, see? We had the Snakes right where we
wanted them—in general. The Colonel told us this was
the ground we wanted them on, and who’s going to argue
with the Colonel, right? But there’s a world of difference in
being able to point at a map and terrain abstracts and say-
ing “here” and being able to go out on the ground and kill
Snakes. So he sent us recon lances out, told us to advance to
contact and bring back some Snakes for him to talk to. If we
could. Said it like it wouldn’t be hard—yeabh, right. Like we
weren’t on An Ting with him when the Ryuken went batshit.
Not hard at all.

Right.

A half-dozen recon lances out playing in the Icebox, wait-
ing for the Snakes’ recon lances to find us. Captain Fraser
took his company out toward the front, trying to get eyes on
the Snakes’ main body. He’s welcome to that. I'm going to
keep my lance back here, just close enough to get the sensor
skinny and report back. There'll be plenty of fight later on.
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OBJECTIVES

1.) Locate the Enemy (Attacker). The Attacker must scan the
enemy forces off-map. To claim this objective, an Attacker unit
must spend three consecutive turns within three hexes of the
Defender’s home map edge; this unit may move at any rate, but
cannot fire. The time required may be reduced by using more units:
2 units = 2 turns; 3 units = 1 turn. (Reward: 200)

2.) Close the Door (Defender). The Defender must prevent the
Attacker from completing his or her scan. (Reward: 200)

3.) Even the Odds. For each enemy unit destroyed, regardless of
Obijectives 1 and 2. (Reward: 50)

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

Forced Withdrawal
Both sides are operating under Forced Withdrawal rules (see p.
258, TW), unless negated by special unit rules (see pp. 8-9).

AFTERMATH

The skirmishes across the Hamar Valley and the outskirts of the
Opdal Glacial Field for the two days preceding the first large-scale
engagement were far from decisive, but they did reinforce for both
sides the knowledge that their enemies were taking this battle just
as seriously as they were. In the end, though, the Dragoons were
successfully able to maneuver the Combine forces into the location
of their choosing, setting the stage for their first significant conflict.
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