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The

Desolation
of Combat

The Warhammer dashed ungainly from the canyon’s cover; the roar
of the Atlas’ class-20 autocannon echoed off the rock walls. The shot
slammed home, savaging the Warhammer’s left side with a jagged line
from leg to torso. The enemy’s return fire snapped and flit all around the
Atlas, slamming into the dirt and scrub nearby, leaving Ian unscathed.
Before he could swing his drifting reticule back on target, the Warhammer
slid behind the next bend in the valley.
Suddenly the comm crackled to life. “Sir! Sir!” The panicky voice
belonged to Captain Hillnas, his adjutant in the command company.
“Pull back now! The Kell Hounds are here! They’ll cover your withdrawal!”
For just an instant Ian glanced at the comm panel. In that moment, his
fatalism broke – and so did his focus.
It took a second to realize what had happened. No longer did he feel
the certainty of death upon his shoulders. Instead, it had fled with Hillnas’
words, replaced with hope of potential rescue. All he had to do was hold
for a few more minutes and salvation would arrive.
He silently thanked God for the reprieve, his gaze returning to the
battlefield before him.
Though he’d taken his eyes from the cockpit’s view for only a moment,
it was one Ian instantly wanted back.
The dust had blown open as a curtain, and through it stepped the
Drac Warhammer. He’d missed his opportunity to shove his payload into
the enemy machine; now, like a gunfighter from the ancient past, the
Warhammer’s arms leveled and spat their hellish energies.
Time slowed for the First Prince, crystallizing with diamond clarity. A
glint of light from the Warhammer’s missile launcher as it caught a hint of
sun through the sudden break in the choking dust cloud. The red paint of
the Drac’s Warhammer reflected the waning sunlight. The actinic flare of
discharge. In that moment, Ian felt the familiar weight of the neurohelmet,
the warm embrace of his command couch, thoughts of his family and
friends flashing in a haze of love and longing. As the crackling energies
enveloped the cockpit with blue-violet lightning, First Prince Ian Davion
thought it was the most beautiful sight he’d ever seen.

Desolate Pass
Mallory’s World
Draconis March, Federated Suns
21 October 3013
First Prince Ian Davion’s face cracked in a grim, lopsided grin as the
enemy Awesome crumpled to the broken canyon floor. His battered Atlas
eased back into the swirling dust, kicked up by the brief but furious battle.
The Awesome was the last of the Second Sword of Light’s command
company assault lance, but the rest of the company was drawing near.
Despite the inflated views others might spout in the tabloid tridees,
the First Prince knew he was a capable MechWarrior. Even so, he was
hardly the match of the truly skilled and formidable samurai of the
Combine who were closing on his rearguard position. Ever since
sending the rest of his own command lance on up the pass—orders
some of them nearly disobeyed until he shouted his throat raw for them
to continue the retreat—it felt like he had become one with his ’Mech.
Ungainly and slow at the best of times under his guidance, the Atlas had
since responded with a grace and fluidity he’d never before achieved.
Though he was sure the swirling grit played a large part in his enemies’
weapons fire going astray, how he’d been able to avoid such violence for
so long baffled him. Having single-handedly overcome three enemies
only once before in his years of experience, he had in the past half
hour dispatched an entire lance of assault ’Mechs from the Draconis
Combine’s elite Second Sword of Light.
He pursed his lips as he noted a large number of the enemy closing in.
Returns were intermittent with the geography of the valley obscuring his
sensors. He had read and been told innumerable tales of grand, heroic
last stands, though he had never expected to be making one himself. But
he knew that without slowing these pursuers, they would overtake his
Fourth Davion Guards once again. At least the narrowing of the valley
forced the enemy ’Mechs to funnel through one at a time, bringing them
one at a time into his targeting reticule.
Ian closed his eyes and took a deep breath, trying to make peace with
the God he’d never really had time for. He hoped his men would make it
far enough to form a defensible position before he was overcome. A long,
slow breath rattled out of him as he tightened his grip on the controls.
Through the settling dust he spotted a Drac Warhammer briefly among
the twists and turns of the pass. Calmly, he took aim at where it would
emerge from the last bend in the valley and prepared to fire. Every kill
here would stall the enemy’s relentless pursuit just that much longer.

1

tm

W

elcome to the next in the series of Historical Turning Points campaign books, designed to give players the opportunity to fight
in some 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 Mallory’s World, while the Tracks section gives details on some of the larger and more pivotal battles of the
planetary struggle. The Tracks section can also be used with stand-alone games set in the Third Succession War time frame.
The Atlas section presents a global view followed by some quick facts about Mallory’s World. Included in this section are 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
as to 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 five official Record Sheets. First is the WHM-6K-YK Warhammer of Second Sword of Light commander
Tai-sa Yorinaga Kurita in his single combat with First Prince Ian Davion. Next is the ARC-2R-MK Archer of Kell Hounds’ Colonel Morgan Kell
during his time on Mallory’s World, including his single combat with Yorinaga Kurita in 3016. The others are the Land-Air-’Mechs (LAMs)
that were in use during the battle for Mallory’s World. For rules on using LAMs in combat, see the quickstart rules in Record Sheets 3085
and the complete rules in Interstellar Operations.
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Mallory’s World
MAPSHEETS TABLE

URBAN

As a prime strategic world within easy striking distance of the Draconis Combine, Mallory’s World has felt the tread of Combine boots many
times through the centuries. While otherwise unimportant due to a lack
of military industry or other lures to the enemy, its location has cursed it
to be a focal point of conflict.
Named for a physician who found a cure to the deadly parasites infesting the world’s soil, Mallory’s World could have been an Eden. Once a lush
agricultural world blessed with fertile soil and aided by an exceptionally
long growing season, major conflicts during the First and Second Succession Wars and finally the Third Battle for Mallory’s World in 3013 rendered
three of Mallory’s World’s four continents unable to sustain crops. Outside the remaining cropland on New Helen, the continents of Juniper,
Joshua, and Oregon barely produces enough food for local consumption. Raiding Combine forces have abided by the decades-old agreement
to preserve the fields and ranches on New Helen rather than render the
world useless in terms of arable land. Without the forests and fields on
the three barren continents, the eight months of spring and summer are
punctuated by severe windstorms that spawn cataclysmic tornadoes; in
contrast, the two months of fall/winter are mild and pleasant.
Home to burgeoning light industry on the three non-farming continents, Mallory’s World relies upon imported parts and materials to carry
out much of its manufacturing. Much of the output is farm equipment,
including tractors and combines. A virtual goldmine was discovered
with the 3010 opening of the Mallory’s World Diaper Concern, a massive
plant on Oregon that turns out billions of disposable diapers for seven
of its neighboring Federated Suns systems. The unexpected commodity enriched the company’s ownership through filling a niche that few
recognized even existed. The semiconductor industry found a boost in
Lake Gallium, a unique upwelling of liquid metals that appeared in the
last two decades along the equatorial fault lines.
Small cities are scattered about the surface of the four continents,
centered on old trading posts from the planet’s colonial days. A number
of more remote settlements remain ghost towns, mute testimony of the
parasite problem that plagued early colonials. With cities growing and
sprouting local DropPorts, exchanges for goods between different offworld companies has become entrenched; the planetary government
collecting duties through its provision as a “middle man” and clearinghouse. Such arrangements have made Mallory’s World a crucial
component to localized trade within the Draconis March.
In early 3016, the capital was moved from the recently devastated city
of Colterville to Mallory City on Oregon, where a large DropShip platform
serves commercial shipping. The capital also serves as the center of the
mammoth mercantile bureaucracy that ties many of the Draconis March
worlds together.
Despite the gravity, the non-damaged soil is so well-suited to farming
that crops grow taller than on many lighter-gravity worlds. The indigenous life is limited to smaller mammals, the largest being the feline-sized
Mallorian ferret, a burrowing carnivore with a fearsome bite. The skies
were once darkened by countless swarms of screamers: small, raucous
birds nearly wiped out for their iridescent and valuable plumage. Those
that remain are under Federated Suns Protection status and can be
found in the skies above New Helen’s farms.

2D6 Result

Map

2

Scattered Woods (MS2, MSC2)**

3

City, Residential (MS6, MSC2)

4

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

5

City, Downtown (MS6, MSC2)

6

City (Hills/Residential)* #1 (MS3, MSC1)

7

CityTech Map* (MS2, MSC1)

8

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

9

City, Skyscraper (MS6, MSC2)

10

City Street Grid/Park* #2 (MS4, MSC1)

11

City, Suburbs (MS6, MSC2)

12

Woodland (MS6, MSC2)**

*Place Light and Medium buildings of varying heights in each non-paved hex.
**On Oregon, Juniper, and Joshua all wooded hexes should be considered level 1 foliage only.

DESERT*

Atlas

Mallory’s World

2D6 Result

Map

2

Scattered Woods (MS2, MSC1)**

3

Moonscape #1 (MS5, MSC1)

4

Wide River (MS6, MSC2)

5

Open Terrain #1 (MS5, MSC1)

6

Scattered Woods (MS2, MSC2)**

7

Open Terrain #2 (MS5, MSC1)

8

City Ruins (MS2, MSC1)

9

Moonscape #2 (MS5, MSC1)

10

Wide River (MS6, MSC2)

11

BattleTech (BT, MS2, MSC1)

12

BattleForce (MS6, MSC1)

*Players should consider this terrain type to exist on the three non-agricultural continents
of Oregon, Juniper, and Joshua. Water hexes on maps represent old and disused reservoirs and
dry canal beds; treat water hexes as rough but retaining the indicated depth. On New Helen,
use the maps as printed.
**On Oregon, Juniper, and Joshua all wooded hexes should be considered level 1 foliage only.

Optional Rules
If all players agree, the following particular effects from Tactical Operations (TO) may be used to add specific aspects of Mallory’s World to the
battles played out.
Weather Conditions
Base Terrain Types
Moonless Night (see p. 58, TO)
Level 1 Foliage (see p. 36, TO)*
Tornado (see p.61, TO)
Planted Fields (see p. 38, TO)**
Blowing Sand (see p. 62, TO)
Sheer Cliffs (see p. 39, TO)
Extreme Temperatures (see p. 62, TO)
Terrain Modifications
Fire (see p. 43, TO)
			
Terrain Conditions
Low Gravity (see p.55, TO)

Mapsheets
The following tables represent the categories of terrain that can be
found on the battlefields of Mallory’s World. 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.

*Continents of Oregon, Juniper, and Joshua only
**Continent of New Helen only
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Commanders

Commanders
Eugene Drivers
Rank: General
Born: 2973 (40 in 3013)
A career soldier, the third son of Mikael and MaryBeth Drivers graduated at the top of his class from the New Avalon Military Academy in 2988.
NAMA’s lesser status saw talented graduates like Drivers in low demand,
compared to those coming out of Albion. Thus, instead of obtaining
a billet in the Brigade of Guards, he was assigned to the Seventeenth
Avalon Hussars.
Drivers quickly learned the ins and outs of the Hussars’ brand of combat: drop into the enemy’s midst and slug it out, tactics ideal for urban
environments and that overcame poor gunnery skill. Drivers took great
risks to outshine rivals for promotion, attaining the rank of Major and
commanding the third battalion after five years. Additional promotions
were slow to come as the tapering of the Third Succession War provided
fewer opportunities to distinguish himself. Instead, he drilled his men
constantly in urban combat and combat drops under all conditions.
Aided by retirements and added prestige when fellow NAMA graduate
Ian Davion became First Prince, Drivers was eventually promoted to General and took command of the Hussars in 3010 upon the sudden death
of Marshal Emma O’Brien.
The Hussars deployed to Mallory’s World in June 3013 and were training when the Combine invasion force arrived. His first tactical error in
attempting combat drops against superior opposition cost him most of
his conventional forces and his second would result in the death of the
First Prince. Though already known as “Ol’ Grimface” after a bout with
Bell’s Palsy in his 30s, his mood soon came to match his perpetually somber appearance.
The First Prince’s death due to Drivers’ error was overlooked against his
subsequent performance. Repeatedly leading assaults on the Combine
invaders, Drivers commanded the planet’s defense wonderfully, making
amends for his error. No longer seeking promotion but atonement, he
was surprised to be promoted to Marshal and given command of the
Fourth Davion Guards RCT in February 3016 as Major General Duncan
was killed during the liberation of Colterville. The new post was a good
fit, with their cavalry style matching his specialties.
Special Abilities: Eugene Drivers is a Veteran-level MechWarrior and
officer with a 25-year career in the AFFS. He commands a frontline RCT
with a 9-TP Rank (general) and 7-TP Connection (AFFS) and is In For Life
(Draconis March). He is an excellent BattleMech commander, with Skill
Roll Modifiers of +7 to Leadership, +3 to Strategy, and +6 to Tactics rolls
for Land-based combat.

Tai-sa Yorinaga Kurita
Rank: Tai-sa
Born: 2980 (33 in 3013)
A distant relation to the Coordinator, Yorinaga Kurita is a feared
and skilled warrior out of the Sun Zhang MechWarrior Academy, graduating at age 21. Best-suited to the individual honor battles the Draconis
Combine’s samurai elite prefer, he leads his subordinates more through
fear of his wrath and by his superior example as a MechWarrior. Respecting only those with ability in whatever their chosen field, he nonetheless
disdains any who are of lesser status than his own as a MechWarrior.
After four years in the Sun Zhang Academy Cadre, Yorinaga had distinguished himself in numerous battles with Lyran and Federated Suns
forces and was assigned to command a company in the Second Sword of
Light. Quickly rising through the ranks, he took over the second battalion
in 3008 when his predecessor committed seppuku after a failed mission.
Running his battalion with an iron fist, he rigidly obeyed commands from
regimental commander Tai-sa Aritomo Goto.
When the Second Sword had the Fourth Davion Guards cornered at
Desolate Pass, Yorinaga charged to the fore, trailing only an assault lance
from the regimental command company in pursuing the enemy into
the narrow pass. As he watched an enemy MechWarrior stand and fight,
destroying the assault lance, Yorinaga exulted in the potential honor to
be won against the skilled warrior. When the enemy Atlas (whom he later
found was piloted by the First Prince) fell rather quickly, Yorinaga was
disappointed but accepted the promotion to command of the Second
Sword that his victory won him.
When Coordinator Takashi ordered him back to Mallory’s World
to seize the planet permanently, he led a task force of five regiments.
Dividing his force to fight the defenders in their various bases, he led
his Second Sword against a mere battalion of mercenaries. When the
mercenary Archer humiliated him by bowing in the midst of the battle,
Yorinaga ordered all Combine forces to quit Mallory’s World immediately,
going so far as to destroy a Combine Panther whose pilot questioned the
order. His disgrace saw him stripped of his rank and command and exiled
by the Coordinator to a monastery.
Special Abilities: Yorinaga Kurita is an Elite-level MechWarrior
(Gunnery 1, Piloting 2) and officer in the DCMS, commanding their
most prestigious unit, the Second Sword of Light. He is a graduate of
the Sun Zhang MechWarrior Academy and has a 9-TP Rank (Tai-sa) and
Reputation (+4) for killing First Prince Ian Davion (3014-onward). He is
an ambidextrous Marksman, has a Custom Vehicle, and is an able commander, with +3 Skill Roll Modifiers to all Leadership and Strategy rolls,
and +7 to Tactics rolls for Land-based combat.
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Combatants

Cruising MP and recalculate their Flank MP accordingly when facing
DCMS troops. When the ’Mechs and vehicles of the Guards fight in the
same battle, they add +1 to all Initiative rolls, but not when cooperating
with other allied units. When determining forces randomly with RATs, use
only the Light and Medium ’Mech and Vehicle tables; the Guards may
re-roll 1 entire lance of ’Mechs per battalion, taking whichever result is
best (this is not per ’Mech, so either the entire first or second lance is
kept). Further, the player may choose any ’Mech desired from the Light
or Medium RAT for each company commander.
Notes: The Fourth Guards are a light and fast RCT. They possess no
infantry assets, instead using four regiments of fast tanks and hovercraft
in addition to their regiment of light and fast BattleMechs. As part of the
Brigade of Guards, the Fourth are among the best of the best in the AFFS.
Their recruits always come from the best academy graduates and they
always face the enemy without fear. Their equipment is always in the
best state of repair.

This section lists the combat units active in the battle for Mallory’s
World. Each synopsis lists the unit’s arrival date on Mallory’s World; if
there is no end date, the unit was present through the conclusion of the
campaign. The Experience Level indicates which column to roll on using
the Random Skills Table (see TW, p.273) for the combatants.
RAT shows which Random Assignment Tables (see Mallory’s World,
3013-3016 RAT, pg. XX) to roll units from if randomly determining a force.
Abbreviations in italics are suggestions for advanced RAT options. To
build a unit (if not using a player-defined unit from a campaign), follow
the Unit Generation rules in Total Warfare (see p. 264, TW). For the faction
tables to roll from, locate the RAT entry for each combatant (Mercenary
forces can roll on either); take care not to select any units which had not
yet been constructed; this will require, in general, using the lowest-quality rated columns (D or F), as more advanced equipment generally fills in
the higher-rated columns (such as A, B, C); alternately, when applicable,
choose a variant of the unit that did exist in 3025 in place of one created
later, since those unit types were common for centuries prior to the end
of the Third Succession War.
If using the included Mallory’s World, 3013-3016 RAT, choose a variant
specific to the force/nation involved to give a specific flavor to the forces
used. Mercenary forces can choose any variant, while variants of generic
character are always available if no specific national variant exists.
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. The Notes section gives in-universe
details on the unit to help give players a “feel” for the command during
the battle for Mallory’s World.

Kell Hounds [Mercenary – Federated Suns] (21 Oct 3013)
CO: Colonel Morgan Kell
Average Experience: Veteran
RAT: Mercenary, FMFS, FMU, FMMr, MS2, FMLA
Unit Abilities: The two BattleMech battalions carry a command lance each and can
use either RAT included herein, or any Lyran
Commonwealth/House Steiner RAT for the era.
They have a lance of LAMs in Second Battalion, one
Phoenix Hawk, two Stingers and a Wasp. (A complete
TO&E for the period of this product can be found in
the Kell Hounds sourcebook.) When determining skills
randomly, add +2 to all Skill Level roll results.
Notes: Though a young mercenary unit, the Kell brothers’ insistence on
hiring only the best MechWarriors and buying only the best equipment
garnered the unit respect before they ever fired a shot. Their dedication
to duty and unique solutions to problems endeared them to the Lyran
Commonwealth. In order to show that it was not their relationship to the
Archon that spawned their repute, they took a contract with the Federated Suns in February 3013, quickly humiliating the DCMS by acquiring
one of their JumpShips through deception. Their prestige saw them gain
as a recruit one Daniel Allard in early 3016, the youngest NAMA graduate in history and son of the notable Quintus Allard. The two BattleMech
battalions are divided between the Kells, with Patrick commanding the
First and Morgan the Second. Their fighter wing and infantry battalion
see less action than their BattleMechs.

Seventeenth Avalon Hussars [Federated Suns]
CO: General Eugene Drivers
Average Experience: Veteran
RAT: Federated Suns, FMFS, FMU
Unit Abilities: The Hussars are excellent close range
fighters. For any turn when a combat unit has short
range for all of its weapons, even if directed at multiple
targets, that unit adds +1 to To-hit rolls that turn. When
the Seventeenth makes a combat drop, any unit that
succeeds in its landing roll adds +1 on To-hit rolls for
attacks made that turn. Those which fail their roll take
2d6 damage (5-point groupings) regardless of the
margin of failure. Hussars MechWarriors ignore all PSR
modifiers required when on paved terrain. The Hussars cancel any Initiative bonuses of DCMS forces facing them.
Notes: A unit with a long history of fighting the DCMS, the Hussars
pride themselves on their mobility and skills in close combat. Their
vehicle assets are a combination of fast vehicles and slow assault tanks,
the latter being used mostly for defensive purposes. Their 5 infantry
regiments are the pride of the Hussars Brigade, composed exclusively of
jump infantry troops. Their aerospace fighter compliment is down to a
half-wing after a nasty fight with the Combine in 3012.

First Robinson Rangers [Federated Suns] (5 Feb 3014)
CO: Field Marshal Aaron Sandoval
Average Experience: Veteran
RAT: Federated Suns, FMFS, FMU
Unit Abilities: The Robinson Rangers add +1 to
all Initiative rolls when facing DCMS forces. When
randomly rolling ’Mechs, replace any Enforcer rolled
with a Shadow Hawk and any Valkyrie rolled with
a Stinger. When fighting on a world in the Draconis March, they will never retreat due to Forced
Withdrawal.
Notes: A unit renowned for its hatred of the Draconis Combine, they are always eager for a scrap.
Commanded by the Duke of the Draconis March himself, they receive the
best troops the Robinson Battle Academy turns out. Their dedication to
the entire March as a whole is well-known and respected on both sides
of the border.

Fourth Davion Guards RCT [Federated Suns] (3 Oct 3013)
CO: Major General Charlemagne Duncan
Average Experience: Elite
RAT: Federated Suns, FMFS, FMU, AToW
Unit Abilities: When fighting DCMS troops,
the Fourth Guards add +1 MP to their Running
MP and add +1 to PSRs made to avoid falls
from Charge or DFA attacks. Their hovercraft
and fast tank assets add the bonus MP to their
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Princely Rescue
SITUATION
Outskirts of Colterville
Mallory’s World
Federated Suns
10 October 3013
The invasion of Mallory’s World by the Draconis Combine surprised the on-world defenders, the Seventeenth Avalon Hussars, who
retreated to their base of operations in Colterville. The Combine BattleMech forces quickly surrounded the city and called in their lesser
regiments to participate in the siege. The arrival of the Fourth Davion Guards brought hope to the defenders trapped in the city. Fighting
hard for nearly a week, the Guards finally struck a hard wedge at the Combine invaders in hopes of breaking through the siege.
GAME SETUP
Recommended Terrain: Open Terrain, Flatlands, Urban Ruins
The Defender must determine which map edge leads in the
direction of the city of Colterville. Defending units cannot exit the
map in this direction.
Attacker
Recommended Forces: Fourth Davion Guards
Attacking units set up on the map at least 12 hexes from the
cityward map edge, facing the defenders. The Attacker’s force is
a combined-arms force with a 4:1 ratio of vehicles to ’Mechs; the
Attacker outnumbers the Defender 2:1.
Defender
Recommended Forces: Second Sword of Light
Defending units set up on the map first within 3 hexes of the
map edge nearest Coulterville, facing in the direction of the city
(with rear firing arcs facing the Attackers). Half of the Combine
force is conventional units (evenly divided in numbers between
vehicles and infantry platoons).
WARCHEST
Track Cost: 500
Optional Bonuses
+100 Artillery support (Attacker only). Friendly units in the
city aid the Attacking units against the Combine Defenders by firing 2 tubes each of Sniper and Thumper artillery from a distance
of 3 mapsheets from the Colterville map edge. Each artillery unit
has Gunnery skill 3 and can fire starting on Turn 3. Each gun has 4
total rounds to fire; the artillery units cannot target the same hex
in a turn.

+400 Even odds. The Guards attacked a concentration of forces,
resulting in a 1:1 ratio of attacker to defender.
+200 Hotfoot (Defender only). The Combine forces set up
conventional minefields to protect their positions from just such an
attack. Assign 1 hex as a minefield for each defending ’Mech on the
map. Record locations prior to the start of play when the Defending
units are setting up on the map. (See Minefields; pp. 207-211, TO)
OBJECTIVES
1. Break the Siege! Kill or drive all enemy units off the map.
[250]
2. Hamstring them. Kill or capture half or more of the opposing
units. [250]
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.
AFTERMATH
The surprise and savagery of the Davion attack drove off the
elite Second Sword of Light and the other Combine units, breaking the siege of Colterville and temporarily turning the tide of the
battle for Mallory’s World. Trying to capitalize on their momentum,
the Fourth Davion Guards pursued the fleeing Sword of Light into
the desert while the Seventeenth Avalon Hussars carried out their
repairs quickly so as to support their liberators. Command of the
world shifted from General Drivers of the Hussars to First Prince Ian
Davion, commanding the Fourth Guards and leading the pursuit.
In the assault, the Fourth Guards’ General Duncan was killed.
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