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STICKS IN THE WIND
4 KILOMETERS SOUTH OF HALIDON
GLENGARRY
SKYE MARCH, FEDERATED COMMONWEALTH
17 APRIL 3056

“Any Legion unit this net, contact!” Tran shouted into his radios. He read oﬀ
coordinates. Part of Kellum’s mind listened but there was no reply. Every exercise
the Legion ran involved all combat arms—Grayson Death Carlyle had pioneered
mercenary combined arms when the rest of the Sphere was still using BattleMechs
for everything. His platoon—his blower!—shouldn’t be out here all alone like this.
“And the damn Skye Guards shouldn’t be shooting at us either,” Cannes said,
leaning over and holding his hand over his helmet microphone. “Get it together,
TC!”
I said that out loud? Kellum squeezed his eyes shut for an instant and then looked
at his screens. The caret indicating the Vindicator was still coming strong—not as
fast as the Condor could move, but it could go over the hillocks and boulders the
hovertank had to go around. More signals—phantoms, really, contacts the Condor’s computer couldn’t identify—blurred the screen behind the Vindicator.
“Tran!” Kellum barked. “Anything from Watts?”
“Nothing, TC!”
The turret vibrated as Cannes rotated the Whirlwind toward the Condor’s rear.
A chunk-chunk announced the loading of a new cassette-round of ammunition.
Kellum touched a control and slaved his screen to Cannes’ gunnery screen. The distinctive head armor of the Vindicator appeared over the crest of a hillock. Cannes
dragged his controls, swinging the autocannon barrel to the left and up. The gonghammer of the Whirlwind’s ﬁring ﬁlled the turret again. Shells exploded across the
Vindicator’s left arm, smashing armor plates to the ground. Kellum grin bared his
teeth. The Vindicator’s right arm cleared the rim of the hill—
—blue-white light—
—snap-boom—
—the hairs on Kellum’s arms and neck stood on end as the Condor rocked. He
dialed his screen to a damage schematic but there were no new red scars on the
Condor’s armor. The PPC had missed, but only barely, and the explosion as it destroyed the ground beside the speeding tank had rocked it as if it had hit. Kellum
breathed out—and was slammed against his restraints as the Condor lurched to
the other side. “Gomez!”
“It’s not my fault!” the driver screamed. A screech arose as the skirts dragged
the ground, and Kellum felt the tank lurch to the left and slow. “He threw us into
a boulder—“
“Get. Us. Moving.” Kellum ground out.
“I can’t—“
This time the Vindicator’s PPC hit, tearing out the armor protecting the Condor’s
rear side and smashing the engine. The fans’s howl died immediately and the Whirlwind, which had been ﬁring, cut out mid-cassette. Cannes swore and slammed his
ﬁsts against the console. His foot kicked the ﬁring trip again and again.
“TC!” Tran shouted.
“Everybody out!” Kellum shouted. His hands were jerking at the hatch wheel
over his head. The lights in the turret ﬂickered and died. “Now!” The hatch wouldn’t
budge.
“It’s Watts!” Tran said. “She says the ‘Mechs are here.”
“One just killed us, pendejo,” Gomez spat. His voice echoed down the interior of
the tank.
“No, the Legion ‘Mechs!”
Kellum pulled his sidearm and slammed the butt of the pistol against the hatch.
The wheel shifted a centimeter or so. He spun it open and cracked the hatch—
smoke immediately bellowed into the turret. “Maybe they’ll have better luck,” he
said, and pulled himself out of the turret. He looked for the Vindicator, but it was
already headed back the way it had come, breaking into a run as he watched.
“Or not…”

Sergeant Glenn Kellum held his teeth apart just far enough to let his tongue rest
between them. The soft tissue absorbed some of the vibration from the Condor’s
big Jones diesel and the lift fans, but his skin was still raw from rubbing against
the hard canvas-covered seat. He’d been in blowers for a decade but no one could
take four hours of ﬂank running without side eﬀects. He rocked forward as far as
his restraints would allow, almost bringing his helmet into contact with the vision
blocks. Sinews in his neck and shoulders crackled. He touched the intercom. “Fuel?”
“Another hour—two, if we slow down,” the Condor’s driver, Corporal Gomez,
said. The driver’s compartment was two meters forward, behind a bulkhead and
shrouded in blast curtain. Kellum knew Gomez was suﬀering more than he was—
the commander’s cupola was in the turret, and the heavy casting absorbed a lot
of the vibration.
“We’re not slowing down,” Kellum mumbled. “Tran—anything?”
The commo tech in the bowels of the Condor broke squelch once in the
negative.
“Deﬁnitely not slowing down,” Kellum muttered. “Cannes?”
“Nothing, TC,” the gunner said from beside him. The gunner and the tank commander shared the turret cupola. In smaller blowers the Legion usually made the
TC man the gun, but a Condor rated a dedicated gunner. Cannes had been in the
Legion for six months, joining from Coltbridge. He’d chafed a bit at being assigned
to Halidon when the Skye Guards hit Coltbridge, but the Separatist landing shut
him up.
The arrival of a Free Skye ﬂeet had turned Glengarry upside down. The landholders, the mercenary Gray Death Legion, had opposed the Separatists landings from
the start, even after that bastard DeVries tried to take over and killed Major de Villar.
The Colonel’s boy was doing a good job so far, slowing the Free Skye landings by
moving Legion ’Mechs around on the maglevs. Kellum eyed the landscape again.
That’s what I’m doing out here. Lieutenant Zappirelli’s platoon was tasked to slow
the Halidon landing long enough for the reaction ’Mech companies to get here.
Four blowers against two ’Mech companies.
Sergeant Wilke’s Saracen had fallen ﬁrst, its steel skirts taken out by the lead
Cataphract’s cannon. M’Dahlia’s Scimitar died trying to draw the Separatists’ ﬁre
while Wilke’s crew bailed out. Emma Watts’ Drillson was oﬀ to the east, blowing up
a dust cloud trying to draw some ’Mechs away from the railhead. Where the Legion
’Mechs would appear.
Someday.
“Contact!” Cannes shouted. A red caret appeared on Kellum’s screen as a Separatist Vindicator strode over the hill. Hatches popped open on its chest and ﬁve
long-range missiles arrowed toward the Condor, but Gomez ﬂung the blower
aside by angling his thrust. Cannes grunted as he worked the controls, bringing
the big Whirlwind cannon to bear. The turret sang with the blam-blam-blam of the
cassette-round cycling, adding its own tremulous vibrations to the fans’.
Kellum ignored it, watching the rounds track across the Vindicator’s chest. “Target!” he shouted. “Gomez, go! Get us out of here.”
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elcome to Historical Turning Points: Glengarry, a campaign book designed to give players the opportunity to fight in one of the
landmark conflicts of the Inner Sphere’s tumultuous history.
The general information contained in the Atlas and Combatants sections gives players the tools needed to fight an infinite
number of engagements on Glengarry, while the Track section gives details on some of the larger and more pivotal battles of the
planetary struggle. The Track sections can be used with stand-alone games set in 3056.
The Atlas section presents a global view followed by some quick facts about Glengarry. Included in this section you will find terrain
tables broken into various categories. These tables can be used as a random chart to determine the maps used in the tracks, or simply
as a guide to give you ideas of the types of terrain found on the world. This section also contains a list of various additional terrain types,
environment and other rules that can be used to enhance your game experience. All players should agree whether or not to use any or
all of these features before play begins.
The Combatants section gives details on the units who participated in the conflict and can be used by players who wish to add
authenticity to their game. While the units who actually participated in the battles are noted, in most cases the numbers on each side are
left undetermined. This allows the players to pursue the tracks with different forces as they wish. The rough ratio of forces on each side is
provided as a guideline. Players should feel free to balance the forces in each track as they see fit, whether by battle value, tonnage, total
number of ’Mechs, or whatever else suits them.
The Tracks section presents several key battles that occurred on the world, though they are not the only ones. Players wishing to
incorporate these tracks into their Chaos Campaign campaigns should use the Warchest Points (WP) listed in the brackets. Optional
points are awarded only if the group achieves at least one Objective while using the listed option. Objective points are cumulative as
they are achieved, unless otherwise noted.
The Annex section contains two official Record Sheets. First is the Zeus of Leonidas Brannock, combat commander of the Free Skye
ground forces on Glengarry. Next is the Hovercraft PPC Carrier, a low-cost conventional unit used by the Legion armored forces.
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GLENGARRY MAPSHEETS TABLE

DUNKELD

BROKEN RIDGES

Glengarry is a prime representative of the decline — technological
and societal — forced by the Succession Wars that rocked the post-Star
League Inner Sphere. During the Star League Glengarry was a small but
growing colony, close enough to the bosom of the Terran Hegemony that
it met many of its needs through trade rather than infrastructure. The arts
ﬂourished as artists, philosophers, and other great thinkers ﬂocked to the
quiet pastoral world, and the capital (and main settlement) at Dunkeld
quickly grew into a metropolis to rival any in the Inner Sphere. Architects
shaped the city into a symbol of peaceful expression, a shape that still
survives today in the form of the Municipal Center in West Dunkeld.
The fall of the Star League was a disaster for the entire Inner Sphere,
and for Glengarry especially. Although Dunkeld was a ﬁne city it lacked
the infrastructure to support itself. The disruption of trade when Amaris
claimed the Hegemony was a warning ﬂare, but the fall of the Hegemony
in the wake of Amaris’ defeat and Kerensky’s Exodus sealed Glengarry’s
fate. The world was claimed by the Lyran Commonwealth in the scramble
by all the Successor States to claim the bones of the Hegemony, but it
had no time or resources to devote to supporting an overpopulated city
on a militarily-worthless word—and thus began Dunkeld’s (and Glengarry’s) decline as the population shrunk and its city and settlements
spread into smaller and smaller self-suﬃcient packets.
Today Dunkeld remains the center of Glengarry, but it is a largely
ghost city of fond histories and unemployed journeymen. Where more
developed worlds would use technology, Glengarry uses people. Roles
that are often considered menial on other worlds are held by respectable, hardworking people who take pride in a job done well regardless
of its stature. For many years Glengarry was used by the Lyran aristocracy
as a convenient sop to purchase loyalty—prior to the assignation of
Grayson Death Carlyle the barony had been passed often. The Council
of Twenty operates the civilian governmental bureaucracy and acts as
a conduit between the people and the baron when one is in residence.
The Governor General functions as the Council’s chief executive, a role
currently held by Roger DeVries, a former shipping magnate who settled
on Glengarry and began a family. The arrival of the Gray Death Legion
has brought a gentle wave of optimism to the world and its people, as
the Carlyle family’s widely-known stance about the free spread of knowledge—and the Legion’s military reputation—have brought welcome
capital, both theoretical and ﬁnancial—to the world.

OUTSKIRTS

ATLAS

GLENGARRY

1D6 Result

Map

1

Scattered Woods (MS2, MSC2)

2

Mountain Lake (MS2, MSC1)

3

Open Terrain #2 (MS5, MSC1)

4

Desert Hills (CBT, MS2, MSC1)

5

Large Mountain #1 (MS5, MSC2)

6

Desert Mountain #1 (MS3, MSC1)

1D6 Result

Map

1

Scattered Woods (MS2, MSC2)

2

City Downtown* (MS6, MSC2)

3

City Street Grid/Park #1* (MS4, MSC1)

4

City Ruins* (MS2, MSC1)

5

CityTech Map* (MS2, MSC1)

6

CityTech Map* (MS2, MSC1)

1D6 Result

Map

1

Scattered Woods (MS2, MSC2)

2

City (Suburbs) (MS6, MSC2)

3

CityTech Map* (MS2, MSC1)

4

City (Hills/Residential) #2 (MS3, MSC1)

5

Open Terrain #1 (MS5, MSC1)

6

BattleTech (CBT, MS2, MSC2)

*place 10 light and medium buildings of varying heights and sizes on the map in
any 10 non-paved hexes. roll 2D6—the player with the highest roll result may
determine the size, cF, and placement of all ten buildings.
OPTIONAL RULES
If all players agree, the following particular eﬀects from Tactical Operations (TO) may be used to add speciﬁc Glengarry aspects to the battles
played out.
Terrain Modifications
Sheer Cliﬀs (see p. 39, TO)
Fire (see p. 43, TO)
Planted Fields (see p. 38, TO)
Rough (Ultra) (see p. 39, TO)
Rubble (Ultra) (see p. 39, TO)
Mud (see p. 50, TO)
Rails (see p. 51, TO)

MAPSHEETS
The tables at right represent the categories of terrain that can be
found on the battleﬁelds of Glengarry. Players may either select a map
from the appropriate table or randomly determine which map to use,
unless otherwise speciﬁed by the scenario. MS = Map Set, MSC = Map Set
Compilation, BT = Classic BattleTech Introductory Box Set.

Weather Conditions
Wind (see pp. 61-62, TO)
Rain (see p. 58, TO)
Bog Down (see p. 62-63, TO)
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THE BATTLE OF
GLENGARRY

At Coltbridge the Fourth Skye performed a hot-drop outside the maglev terminal, facing the single company of Gray Death Legion ’Mechs
available to stop them. These Skye forces were heavier than the landing
at Loch Sheol, and included the overall ground combat commander of
the Skye Guards, Hauptmann-General Leonidas Brannock. It was only
the timely arrival of Alex Carlyle’s battered forces from Loch Sheol that
kept the Gray Death from being overrun, and the cost in casualties was
still high before the Legion forced the Skye forces to withdraw toward
an emergency landing zone where their DropShips could retrieve them.
As the Legion consolidated after Loch Sheol and Coltbridge, however,
orbital warning systems showed a much larger Skye force headed for a
landing zone near Halidon, a mining city high in the Monaghan Highlands. Fully two companies of Skye ’Mechs, supported by infantry and
armor, landed to face only the small conventional forces assigned to
harry them until the Legion ’Mechs arrived. Although the reaction ’Mech
company tried to hold them, and succeeded until the rest of the Legion
arrived, the Skye force was still too strong and the Legion retreated. The
Skye Guards had ﬁnally broken the Legion’s momentum.
The next several months found the Legion playing cat-and-mouse
with the Skye Guards, using Legion doctrine established as far back as
Verthandi to hide and strike the Separatists where they were weak. Based
out of a hidden DropShip, the Legion survived and received a boon when
Major Khaled’s Second ’Mech Battalion returned from garrison duty and
ran the Skye blockade. Although they took serious losses in space the
reinforcements gave the Legion fresh hope, which they put to good use
at engagements at Killiecrankie and Inverurie. By the time Grayson Carlyle arrived back on Glengarry at the head of the Northwind Highlanders,
the damage already done by the Legion on Glengarry helped crush the
Separatists and the abortive Skye rebellion ended.

The assassination of Archon Melissa Steiner-Davion in 3055 sent
shockwaves through Lyran society, but in the always-secessionist Isle of
Skye those shockwaves washed the sand oﬀ of pent-up dreams of Skye
independence that had been buried by the Archon’s late husband, Prince
Hanse Davion of the Federated Suns. By April 3056 the Isle of Skye had
nearly exploded into open rebellion, but most of the Federated Commonwealth bureaucracy believed the threat would never rise to that level.
They were wrong.
On the ﬁrst of April a Free Skye Separatist ﬂotilla of six Invader-class
JumpShips entered the Glengarry system and released their DropShips
and aerospace cover, quickly destroying the few Gray Death Legion
aerospace assets at the jump point. They were unable to stop one of
the Legion’s JumpShips from escaping, but they controlled the jump
point and soon the nearby orbital stations. Commanded by GeneralKommandant von Bulow, a senior oﬃcer of the Free Skye rebellion, the
rebel ﬂotilla moved in-system, announcing the secession of the Isle of
Skye and claiming Glengarry. The Legion, split with half its strength in
garrison on the Clan border and Colonel Grayson Death Carlyle away
on Tharkad, tried to decide how to respond. Governor-General DeVries,
however, chose to take matters into his own hands to protect Glengarry
and assured General-Kommandant von Bulow of Glengarry’s neutrality.
When the Legion’s oﬃcers refused to abide by his decision, he placed the
Legion’s oﬃcers in custody.
Led by Davis Clay and the senior free oﬃcer, Tech Major Alard King,
the cadet corps of the Legion led an assault against the Planetary Guard
facilities where the Legion oﬃcers were being held and freed them,
despite opposition from the Glengarry militia loyal to DeVries and the
murder of the senior Legion ﬁeld oﬃcer on-world, Major Gomez de Villar.
As the militia ﬂed into the hinterlands the Legion tried to consolidate
to face the incoming Skye Separatist forces. The loss of Major de Villar
represented a critical loss in the Legion’s command structure, a hole that
Major Davis McCall convinced young Alex Carlyle to ﬁll. Only a Carlyle
could hold the Legion together, with dissent erupting across Glengarry
and large Skye forces landing.
Young Carlyle knew his short Legion forces couldn’t hope to face the
entire strength of the Skye rebels in the open ﬁeld, so he approved a
plan to use the few BattleMech companies available to the Legion as fastreaction forces mounted on Glengarry’s maglev trains. Conventional and
infantry forces would be deployed to disrupt likely enemy landing zones
until the ’Mech forces arrived.
The ﬁrst rebel landing came at Dunkeld itself, a small force lured
down to the spaceport under the guise of DeVries’ safe-conduct. A
small force of Legion ’Mechs and infantry, supported by its scant aerospace forces, engaged the Skye ‘Mechs and lured them into an ambush
using a damaged Legion DropShip as a massive mine. With their cover
blown after their victory at Dunkeld, the Legion prepared for the Skye
onslaught.
The next landing the Skye rebels attempted fell at Loch Sheol, a ﬁshing community on the shores of Glengarry’s largest freshwater lake. A
company of the Fourth Skye Guards, reinforced by a tank platoon and a
company of infantry, grounded in two DropShips in the badlands outside the city. By moving his ’Mech forces aboard the maglev, Alex Carlyle
was able to catch the arriving force before it was fully deployed, using his
limited strength to overwhelm the few debarked defenders and forcing
the Separatists to surrender. The Legion forces celebrated their victory
but were interrupted by the news that a second force was headed toward the maglev terminal city of Coltbridge. Carlyle quickly ordered his
’Mechs back aboard the maglev while Major Davis McCall took a second
reaction force toward the landing.

COMMANDERS
ALEXANDER CARLYLE
Rank: Colonel (Cadet), commander of Gray Death Legion
Born: 3037 (19 in 3056)
The only son of Grayson Death Carlyle and Lori Kalmar-Carlyle, Alexander Durant Carlyle knew from the time he was old enough to understand
that someday the Gray Death Legion would be his to command. He
began his MechWarrior training much as his father had been trained,
as an apprentice with the Legion. It wasn’t until the Legion moved to
Glengarry and opened the Brander Training Center that he began his
MechWarrior studies in earnest, with a dedicated ’Mech assigned for his
training. It was here that the Legion’s trainers began to shape him for
his future role as commander of the entire Legion by making him cadetoﬃcer in charge of the other trainees.
When the Skye Separatists attacked Glengarry Cadet Carlyle was in
Dunkeld, attending the Day of Heroes celebration. Captured with the
Legion leadership, he was freed in the raid that freed the Legion oﬃcers
from the prison cells of the Glengarry militia, and that action showed
much of the Legion that perhaps the son of the Old Man might have
what it took to command the Legion one day. Of course, that day came
much sooner than anyone could have imagined as he was pressed into
overall command of the Legion when the Skye Guards attacked.
The campaign across Glengarry in 3056 was a particularly brutal form
of hell for the young MechWarrior, as he learned from terrible experience
the cost of commanding men and women in battle, getting to know
them, to like them, and to see them taken away under the guns of the
enemy. By the time the retreat from Halidon forced the Legion through
Ryco Pass, Carlyle had taken about all he could. During the ﬁnal engagement he snapped, breaking formation and rushing forward to destroy an
advancing Skye Guards scout lance single-handedly.
With the experience and support of such long-time Legion oﬃcers as
Davis McCall, Hassan Ali Khaled, and Charles Bear to draw on, Alex Carlyle
led the Legion from small victory to small victory, managing to hold out
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GRAY DEATH LEGION

and deny the Skye Guards victory until Glengarry was relieved by the
Northwind Highlanders.
Special Abilities: Alexander Carlyle is a Veteran-level MechWarrior
who quickly learned his task during the Battle of Glengarry. He possesses
a 3-TP Equipped Trait, as well as a 4-TP Fast Learner Trait and 2-TP Reputation. Alex has +3 Skill Roll Modiﬁers to all Leadership and Tactics rolls.

First ’Mech Battalion
CO: Acting Colonel Alexander Carlyle
Average Experience: Veteran
RAT: Gray Death Legion
Unit Abilities: The First ’Mech Battalion
may use the Oﬀ-Map movement rules (see
p. 192, TO) for up to half its force in any track,
and receives a +2 Initiative bonus for any
turn Alex Carlyle is active on the ﬁeld.
Notes: First ’Mech Battalion (The Gray Death) is the lead unit of the Legion. The Gray Death contains several MechWarriors still active who were
among the ﬁrst recruited by Grayson Death Carlyle on Galatea before the
Legion’s ﬁrst formal contract on Verthandi, and they have remained at
the forefront of every Legion action since.

LEONIDAS BRANNOCK
Rank: Hauptmann General, commander of the Fourth Skye Guards
Born: 3000 (56 in 3056)
A graduate of the Sanglamore Academy on Skye, Leonidas Brannock is
a consummate ’Mech oﬃcer and Skye loyalist. His ﬁrst posting after Sanglamore was to the Skye Rangers, where he served as both a lance and
company commander in the Fourth Succession War against the Draconis
Combine. It was seeing the raiding into the Isle of Skye that followed
the Fourth War, and then Hanse Davion’s heavy-handed treatment of the
secessionists in 3034 that pushed Brannock into the Free Skye camp. It
wasn’t until he rose to the rank of colonel, however, that he came to the
attention of Duke Ryan Steiner and the Free Skye leadership.
In 3056 then-Leftenant General Brannock was serving on the Duke of
Skye’s military staﬀ when General-Kommandant von Bulow tapped him
to lead the newly-formed Fourth Skye Guards. The Guards were made
up of elements of the Fourth and Tenth Skye Rangers, units that had deserted almost en masse and declared for Free Skye when the Glengarry
campaign was secretly announced. Brannock’s years of experience with
the Skye military made him the perfect choice to be the Guards’ combat
commander, and he quickly formed a staﬀ and brought his regiment
together.
The ﬁghting on Glengarry ended up being some of the hardest ﬁghting Hauptmann General Brannock had ever seen. Angered by the lack
of success during the initial landings at Dunkeld and Loch Sheol, Brannock dropped with the Coltbridge forces to make sure the Skye landings
succeeded. His anger at being pushed out of Coltbridge bordered on
disbelief, and he kept his ﬁeld headquarters moving with the front line of
the Skye advance until the Legion disappeared into a guerilla campaign.
The constant low-level actions against his troops, combined with the pressure from General-Kommandant von Bulow to crush the Legion before
reinforcements could arrive, was a constant grind on Brannock’s nerves
and conﬁdence, and by the time he was captured with his staﬀ by a detachment of Highlanders in December 3056 he was a nearly-broken man.
Special Abilities: Leonidas Brannock is a Veteran-level MechWarrior
and oﬃcer with a long career in the AFFC and LCAF before it. He is a Skye
loyalist with a 10-TP Rank (hauptmann general) and 5-TP In For Life (Free
Skye). He is an excellent leader, with +6 Skill Roll Modiﬁers to all Leadership, Strategy, and Tactics rolls.

Second ’Mech Battalion
(26 September 3056)
CO: Major Hassan Ali Khaled
Average Experience: Veteran
RAT: Gray Death Legion
Unit Abilities: The Second ’Mech Battalion is the most aggressive battalion in the
Legion, reﬂecting the attitude of its formerSaurimat Commando commanding oﬃcer.
Second may use the Overrun and Communications Disruption special
abilities (see p. 193, TO) and gains a +2 Initiative bonus during any turn
when Major Khaled is active on the ﬁeld.
Notes: Second ’Mech Battalion (Hassan’s Assassins) doesn’t have the
history of First ’Mech Battalion but they have more than enough attitude
to make up for it. Major Khaled encourages his subordinate oﬃcers by
example to be the most aggressive MechWarriors possible, fully utilizing
the elite Legion armored infantry to exploit any weakness in any enemy.
Even the Jade Falcons have felt the steel of Hassan’s Assassins—and
Grayson Carlyle is quite happy to let the Assassin loose on any tough
problem.
FOURTH SKYE GUARDS
CO: Hauptmann General Leonidas
Brannock
Average Experience: Regular
RAT: Free Skye Guards
Unit Abilities: The Fourth Skye Guards are
a young unit, but they inherited a number
of abilities from their parent units, the Skye
Rangers. No opponent may Force the Initiative against the Skye Guards unless more
than half their original force is disabled or destroyed in any game. Additionally, any Skye Guards force composed of more than ﬁfty percent
assault ’Mechs receives a +1 Initiative bonus for as long as none of the
assault ’Mechs are destroyed or disabled.
Notes: The Fourth Skye Guards were amalgamated on Skye from elements of the Fourth and Tenth Skye Rangers who elected to back Richard
Steiner’s military adventurism. Most of the ’Mech elements came from
the Tenth Skye Rangers, but the conventional forces were drawn from
the Fourth’s supporting regiments. The ad hoc Skye Guards regiment
was formed to give the disparate Skye Ranger units experience working
together, and to start them thinking of themselves as Skye Guards, rather
than Skye Rangers.

COMBATANTS
This section lists the combat units active in the Glengarry campaign.
The Experience Level indicates which column to roll on using the Random Skills Table (see p. 273, TW) for the combatants.
RAT shows which Random Assignment Table (see p. 6) to roll units from
if randomly determining a force. To build a unit (if not using a playerdeﬁned unit from a campaign), follow the Unit Generation rules in Total
Warfare (see p. 264, TW).
Unit Abilities are special game rules that apply to that unit in combat.
Keep in mind these rules are optional and all players should agree to
their use before gameplay begins.
Notes contain a brief notation of the skills, history, or attitude of the
historical formations.
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TRACKS

PRISON BREAK
SITUATION
Dunkeld
Glengarry, Federated Commonwealth
4 April 3056
Under threat of invasion Glengarry’s civilian leader, Governor-General Roger DeVries, tried to strike a deal for the Legion’s neutrality with
General-Kommandant von Bulow before the invasion ﬂeet reached
orbit. He hoped to keep combat from wrecking the delicate recovery Glengarry had been experiencing, and he had the full weight of
the Planetary Guard to back him. DeVries stealthily scooped up the
senior Legion oﬃcers and their families and ensconced them in the
Residence near Castle Hill, intending to use them as a lever against
the rank-and-ﬁle Legion.
The Legion, however, takes care of its own.
GAME SETUP
Recommended Terrain: Light Urban (see p. 263, TW) or Dunkeld
(see p. 5).
Place 4 mapsheets 2x2, and place 2D6+4 Medium Buildings (CF
75) on the map (each player may allocate half, with any leftovers
being placed by the Defender). The Defender should designate
one building as the Residence.
Attacker
Recommended Forces: Gray Death Legion
The Attackers are the cadet BattleMech company and a scratch
infantry and armor force. The Attacker should ﬁeld one unarmored
infantry platoon and one armored vehicle for every two ’Mechs.
None of the units should have an Experience Level of Elite. The
Attacker may determine his or her home map edge ﬁrst, but deploys his units after the Defender. All units must deploy within four
hexes of the Attacker’s home map edge.
In addition to the forces above, the attacker also receives two
Hover APCs (see p. 15, TRO3039).
Defender
Recommended Forces: Glengarry Planetary Guard
The Defender’s force should equal 125 percent of the Attacker’s
and have a Green Experience Level. When determining units randomly, roll on the Random Combat Vehicle Assignment Table: Inner
Sphere (see p. 270, TW). The Defender should have an equal number of infantry platoons as the Attacker. The Defender’s home map
edge is opposite the edge chosen by the Attacker.
WARCHEST
Track Cost: 200 WP
Optional Bonuses:
[+50] It Only Knocks Once: use Opportunity Fire and Opportunity Fire: Firing on the Move rules (see p. 86, TO).
[+50] Marksmen: Use the Bracing and Careful Aim rules (see p.
84, TO).
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Madre de Dios, he was stupid enough to take my Dad!
I mean, most of us never trusted Cait’s dad—His Excellency,
the Governor-General Roger DeVries, through the grace of God
and Gray Carlyle’s coin the leader of Glengarry when the adults
weren’t looking—but we never expected him to make a move
with a pendejo invasion fleet coming in! That’s like arguing
about the price of wood right before a tornado, comprende?
We’ll get him—and you—out, Mom. I know we will. Uncle
Alard is in charge, and we both know he’s not just a wrenchmonkey. Dave Clay is running the ’Mechs, and we’ve got
enough bodies to fill out a company each of armor and PBIs.
We’ll go through the Planetary Guard like a wolf through the
sheep, Mom—you’ll see.
I hope I get to tell you this all in person—if I don’t, I know
you’ll see I was every bit the jock Dad is. I know you’ll see I’m
every bit the Legionnaire Alex is, even if his dad is the Colonel
and mine’s only a major…
Just kidding. I love you, Mom. And Dad.
I’m coming to get you.
--personal correspondence, found in the locker of CadetMechWarrior Cristiano de Villar.
OBJECTIVES
1.) Escape! The Legion forces are attacking to free the captured
Legion oﬃcers from Planetary Guard custody. For the Attacker to
win they must complete the Fast Getaway special rule below. If
they fail, the Defender has prevented the escape. (Reward: 150)
2.) Show Them Who’s Boss. Destroy or disable the enemy force.
(Reward: 150)
SPECIAL RULES
The following rules are in effect for this track:
Fast Getaway
In order to free the hostages, one Legion BattleMech and one
of the Hover APCs must spend two turns adjacent to the building
designated The Residence without moving or ﬁring. Once this is
complete, the Hover APC must retreat oﬀ the Attacker’s home
map edge.
If the Hover APC carrying the escapees is destroyed or suﬀers a
Crew Killed critical hit the escapees are killed. If it is only disabled,
they may be picked up by the other Hover APC as if they were a
standard infantry unit.
AFTERMATH
The attack against the Planetary Guard succeeded very well
considering the untrained soldiers forced to carry it out. The PG
put up a spirited defense, including armored vehicles, infantry
teams, and air support from the nearby Dunkeld spaceport. Two
Legion ’Mechs and their pilots were killed, as were several vehicle
crews and infantry squads, although they eﬀectively destroyed the
Planetary Guard.
Most damaging, however, was the death of Major Gomez de
Villar, First Battalion’s commanding oﬃcer. The lack of a senior ofﬁcer would force the Legion to adopt an unorthodox leadership
solution—Alex Carlyle.

