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| ntroduction

Unfortunately not all of Adept Jared Pascal’s répand observations where correct. Not that weénea@y way
discrediting his work, but we fear he may have b@dremely mistaken on the report involving clamtbzombat vehicles.

According to Adept Pascal the secondaikbf the Clans, Jerome Winson, in 2842 was tledommission new combat
vehicles. This was supposedly due to the fall ffavor in the clans vehicles were suffering, beibgradoned or scavenged for
spare parts. This is not the case though, AdemaPhad been shown a revised version of clan hjistde are not sure at this
time why, but now with this “accidental leak” fro@lan Diamond Shark we can see that there ardlshlljs about the clans
we do not know.

The following work is the information thaas leaked put into the most comprehensive fidate. This work shows
that the clans have the ability if not the drivéotold some exceptional combat vehicles. And ifsoyrces are correct we may
see some of these sooner than we may want....

--James Shirley
29 May 3075
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Gabriel Scout Hovercraft

Type/Model: Gabiriel
Tech: Clan /2830
Config: Hovercraft
Rules: Level 2
Mass: S tons

Power Plant: 35 VOX 35 Fusion
Cruise Speed: 162.0 km/h
Maximum Speed: 248.4 km/h
Armor Type: Alpha Compound Plate Ferro-Fibrous
Armament:
1 Series 2a ER Medium Laser
Manufacturer: Various
Location: Terra
Communications System: CBR CommSat
Targeting & Tracking System: Halo 901

Overview

Riding a cushion of air, the fusionagoed Gabriel is easily
the Star League's fastest ground vehicle. Lightspeed and excellent
maneuverability have made the vehicle the stansiawdt of the Star
League Defense Forces.

As it did for the SLDF the new upgrdsabriel serves the
young clans as a fast scout vehicle.

Capabilities

Though designed for reconnaissancenahdombat, the
Gabriel does carry a medium laser. The Maxell TR the original
laser installed by the designers for the SLDF,Hast been upgraded to
one of the clans recently built ER medium lasers.

Also the Gabriel has received the €laew lighter Alpha
Compound Plate Ferro-Fibrous armor, which is albesisy version of
the old SLDF armor.

Clan scientist saw no need to swaptwtracking or
communications system for the newer versions bginduced by the
clans. The communications pack scrambles the messat)
bounces it off the nearest satellite. Automatielfige-tracking gear
makes the process of sending and receiving mesgagssand
accurate. The only drawback is that the craft relast down to 100
kph to send or receive messages. This slight drekvbauld more than
likely be corrected by a clan built system, butas worth the cost of
replacing and rewiring the hovercratt.

Deployment

The vehicle can be found amongsth@ldians in varying
numbers. Clan Ice Hellion seems to have a particotarest in this
vehicles high speed. The Hell's Horses also hdaege number that
they use as scouts for their heavy tank stars.



Gabriel Scout Hovercraft Internal  Armor

Structure Value

Front: 1 5
Left / Right Sides: 1 3/3
Rear: 1 3
Turret: 1 4

Weapons and Equipment Loc Heat Ammo Iteriviass

1 ER Medium Laser Turret 5 11.00
1 C.A.S.E. Equipment Body 0 .00
Cargo Bay Capacity Body 1.15
TOTALS: 5 35.00
Type/Model:  Gabriel ltems & Tons Left: 3 .00
Mass: 5 tons
Construction Options: Fractional Accounting Calculated Factors:
Total Cost: 197,633 C-Bills
Equipment: ltemblass Battle Value: 389
Int. Struct.: 5 pts Standard 0.50 Cost per BV: 508.05
Engine: 35 Fusion 01.00 Weapon Value: 34/ 34 (Ratio = .09 / .09)
Shielding & Transmission Equipment: 0.50 Damage Factors: SRDmg =6; MRDmg = 4; LRDn@ =
Cruise MP: 15
Flank MP: 23
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 .25
Crew: 1 Members 0.00
Lift Equipment: 0 .50
Turret Equipment: 0 .10

Armor Factor: 18 pts Ferro-Fibrous 11.00



Ripper Jump Infantry V.T.O.L.

Type/Model: Ripper
Tech: Clan /2830
Config: V.T.O.L.
Rules: Level 2
Mass: 10 tons

Power Plant: 100 Omni XL Fusion
Cruise Speed: 162.0 km/h
Maximum Speed: 248.4 km/h
Armor Type: Airframe Pattern 2841 Ferro-Fibrous
Armament:
2 Series 2a ER Medium Lasers
Manufacturer: Aldis Industries
Location: Terra
Communications System: Datacom 100
Targeting & Tracking System: Tarmac Quasar V

Overview
The Ripper grew out of the Star League's need 6F@L aircraft
that could carry a squad of men and equipmentariattle and emerge
intact. Design specifications issued in 2680 calitech craft with quick
response and reliability, using proven components.

The Ripper normally carries elite mfy units and jump infantry
squads, which need quick deployment or retrieviaé Ripper is so fast and
maneuverable that the infantry compartment hasapsaceleration
couches to handle the high Gs. The Ripper hasriysiaver, part of the
vehicle's high price tag, and Ferro-Fibrous armbiough this is not
standard for VTOLSs, special armor has made thedipfable and strong
enough to endure the stresses created by eages. pilo

This V.T.O.L. is still favored by tleéans that use it as a fast
insertion vehicle for infantry.

Capabilities
Though heavily armored for a VTOL, the Ripper carswvive
against the firepower of a '‘Mech, or even a wellieped infantry squad. A
small laser can down the craft with two shots.

Still used by the early clans thiidupter has been redesigned to
carry fast inserting jump infantry only, the pilod longer has to land his
craft in hostile territory for the infantry companédo disembark. Which
reduces the risk of losing the aircraft from snaaths fire on the ground.

The twin Medium lasers have been aggd to ER mediums. With
the inclusion of a XL engine the speed of the V.L.Mas been greatly
increased, so the craft must only slow slightlgéploy its jump infantry.
Exposing it for just a few seconds to ground fivefore returning to full
speed. The armor is the only other piece of théclekhat has been
upgraded with recent clan technology.

Deployment

Clan Hell's Horses is the only knoglan that deploys this craft in
any numbers, and would spend that amount of reeswng a vehicle for the
safety of its infantry.



Structure Value

Ripper Jump Infantry V.T.O.L. qrernal Armor

7 Front: 1 12
/ ) Left/ Right Sides: 1 9/9

iz B Rear: 1 6

= 5-‘1 o s Rotor: 1 2

Weapons and Equipment Loc Heat Ammo Iteriviass

2 ER Medium Lasers Front 10 2.00

1 C.A.S.E. Equipment Body 0 .00
Jump Infantry Bay Body 11.00
TOTALS: 10 510.00
ltems & Tons Left: 2 .00
Type/Model: Ripper
Mass: 10 tons Calculated Factors:
Total Cost: 762,222 C-Bills
Equipment: ltemMass Battle Value: 1,549
Int. Struct.: 5 pts Standard 01.00 Cost per BV: 492.07
Engine: 100 XL Fusion 11.50 Weapon Value: 138/ 138 (Ratio = .09 / .09)
Shielding & Transmission Equipment: 01.00 Damage Factors: SRDmg = 12; MRDmg = 8; LRDnig =
Cruise MP: 15
Flank MP: 23
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 .50
Crew: 1 Members 0.00
Rotor Equipment: Main/Tail Rotors 01.00

Armor Factor: 38 pts Ferro-Fibrous 12.00



Beagle Scout Hovercraft

Type/Model: Beagle

Tech: Clan /2830

Config: Hovercraft

Rules: Level 2, Standard design
Mass: 15 tons

Power Plant: 140 Nissan XL Fusion
Cruise Speed: 162.0 km/h
Maximum Speed: 248.4 km/h
Armor Type: Alpha Compound Plate Ferro-Fibrous
Armament:
1 Tracker Series Active Probe
1 Series 2a ER Medium Laser
2 Series 1 ER Small Lasers
Manufacturer: Numall Armored Vehicles
Location: New Earth
Communications System: Essex 88
Targeting & Tracking System: Active Probe/Brim-GT Mk. XII
Overview
The development of the Beagle Active Probe gavéddaéchs an
even greater advantage over vehicles and infaNbyonly were the other
branches overmatched by the 'Mech, they also hatier@ to hide from this
sophisticated sensor system. In 2666, the Staruee@uiartermaster
Command authorized a contract with Numall Armorezhiéles for
construction of the Beagle Hover-Scout.
The Beagle's main function was toycéne Active Probe into
combat to give a tank or hover unit better inforomat
The Beagle's main function was toycéne Active Probe into
combat for the SLDF and the clans were not aboahémge the roll of this
scout hovercratft.

Capabilities
The Beagle carries three and one-half tons of Heibmus plating
the same amount that the SLDF model carried, dvaungh it is the new
clan Alpha Compound Plate Ferro-Fibrous armoiilit@tovides only partial
protection.

With its speed its faster speed th@SLDF model, the Beagle is
an even more elusive target than it already had.b&ewing it to usually
make good its escape even with its light armor. @dtrevery ground vehicle
binary has one Beagle attached as a support vehicle

A directional wand housed in the ¢uistill carries the sensors for
the Active Probe. The Aberdovey Mk Il medium lag&t was linked
directly to the Active Probe has been upgradeddia ER version. The
Beagle’s second mounted weapon system the ExoStarrll laser was
also upgraded to a clan ER version, with the aaltitif a second one giving
it slightly more fire power.

Although the communications systens wat upgraded the targeting
and tracking systems was, due to the installatfdheclans newer lighter
active probe.

Deployment

This useful scout hovercraft canduend amongst all the clans in

small numbers. No one clan seems to have a monopdlyis hovercratt.



Internal Armor
Beagle Scout Hovercraft Structure | Value
" Front: 2 15
—A T e Left / Right Sides: 2 12/12
o Rear: 2 10
Turret: 2 14

Weapons and Equipment Loc Heat Ammo Iteriviass

1 Active Probe Turret O 11.00

1 ER Medium Laser Turret 5 11.00
2 ER Small Lasers Front 4 21.00
1 C.A.S.E. Equipment Body 0 .00
TOTALS: 9 615.00
Type/Model: Beagle ltems & Tons Left: 2 .00
Mass: 15 tons
Calculated Factors:
Equipment: ltemMass Total Cost: 1,352,000 C-Bills
Int. Struct.: 10 pts Standard 01.50 Ul U T EEe
Engine: s =y \?Voesatppoenr \I?;/Iije' 1,22792.?191 (Ratio = .28 / .28)
Shielding & Transmission Equipment: 01.50 i N )
Cruisg MP: 15 quip Damage Factors: SRDmg = 12; MRDmg = 4; LRDny =
Flank MP: 23
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 01.00
Crew: 1 Members 0.00
Lift Equipment: 0 1.50
Turret Equipment: 0 .50

Armor Factor: 63 pts Ferro-Fibrous 13.50



Thief Scout Tank

Type/Model: Thief Scout Tank

Tech: Clan / 2830
Config: Tracked Vehicle
Rules: Level 2

Mass: 15 tons

Power Plant: 120 VOX XL Fusion
Cruise Speed: 86.4 km/h
Maximum Speed: 129.6 km/h
Armor Type: Alpha Compound Plate Ferro-Fibrous
Armament:
1 ICD Type 4 TAG
1 Series 2a ER Medium Laser
1 Tracker Series Active Probe
2 Series 1 ER Small Lasers
Manufacturer: Niles Industriplex Alpha
Location: Niles
Communications System: Q2 Block 7
Targeting & Tracking System: Version Gamma-V TTS

Overview
This light, but heavily armored andhad tank is being
produced by the Hell's Horses in several factofigsed as a scout or
as a fast attack tank by this vehicle oriented,atdmas earned a
number of successes for its short service timéodigh a few other
clans have shown a small interest in this destga,still held
exclusively by the Horseman.

The Thief is by no means a cheap tAskalways though when
it comes to vehicles the Hell's Horses seem torngmonvention and
waste resources on a tank.

Capabilities

The Thief is extremely fast for a kad vehicle, and fills the
niche scout area usually reserved for hovercrdfé. Thief though can
carry a lot more armor and can go into terrain dtlaér types of
vehicles can not, with only a minor risk of throgia tread. While on
most tanks this is an extreme pain in the asg;itireemen have come
up with a unigue one man tread re-attachment proeddr the one
man Thief crew.

The Thief carries two weapon systerBeaes 2a ER Medium
Laser located in a turret and two Series 1 ER Shaesérs located at
the front of the vehicle. Also sporting a ICD Typ&AG in the turret
so it can spot for vehicles or battlemechs carryir@gArrow missile
system or use it to call in help for a covered pscMounting a
Tracker Series Active Probe in the front for loogthidden enemy
units or mapping an unknown area is also anotrefulifeature of this
small and tough tank.

Deployment

An exclusively held design by the HeHiorseman at this time.
Although there are small reports indicating thaééhmay have been
recently taken as isorla by the Ghost Bears.



Thief Scout Tank

Type/Model: Thief Scout Tank

Mass: 15 tons
Equipment: ltembass
Int. Struct.: 10 pts Standard 01.50
Engine: 120 XL Fusion 12.00
Shielding & Transmission Equipment: 01.00
Cruise MP: 8
Flank MP: 12
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 1.00
Crew: 1 Members 0.00
Turret Equipment: 0 .50

Armor Factor: 96 pts Ferro-Fibrous 15.00

Internal Armor
Structure Value

Front: 2 26
Left / Right Sides: 2 20/20
Rear: 2 12
Turret: 2 18

Weapons and Equipment Loc Heat Ammo

1 TAG Turret O 11.00

1 ER Medium Laser Turret 5 11.00
1 Active Probe Front O 11.00

2 ER Small Lasers Front 4 21.00
1 C.A.S.E. Equipment Body 0.00
TOTALS: 9 715.00
ltems & Tons Left: 1 .00

Calculated Factors:

Total Cost: 1,161,500 C-Bills

Battle Value: 457

Cost per BV: 2,541.58

Weapon Value: 283/ 283 (Ratio = .62/ .62)

Damage Factors: SRDmg =12; MRDmg = 4; LRDny =



Maultier Il

Type/Model: Maultier Il

Tech: Clan/ 2830

Config: Hovercraft

Rules: Level 2, Standard design
Mass: 20 tons

Power Plant: 95 Magma XL Fusion
Cruise Speed: 97.2 km/h
Maximum Speed: 151.2 km/h
Armor Type: Arcadia Compound Delta VIl Ferro-fabs
Armament:
1 Pattern J4 Streak SRM 4
1 Series 2a ER Medium Laser
2 Type AP40 Machine Guns
Manufacturer: Marshall Light Assembly Station
Location: Arcadia
Communications System: Consolidated 6c¢
Targeting & Tracking System: Consolidated Type VST

Overview

Like its larger cousin the Maxim, tllEDF design can
transport an entire platoon of infantry and appidyesaw extensive

action during the second half of the 26th century.

Well this is an older SLDF design aswesurrected and

redesigned with the clans newer technology.

The Maultier Il can provide a wholarcstar of infantry with
fast insertion and a reasonable amount of protectiothe modern
battlefield. With clan technology this vehicle H@some a very

reliable infantry insertion method for infantry

Capabilities

The new version of the Maultier |l lggsned five tons in
weight since its incarnation as a SLDF vehicle. M/retaining its
same speed curve. .

All the weapons on this vehicle haeeibdesigned around the
idea of getting onto the battlefield to delivergeergo of infantry and
give them some protection while they are embarkindisembarking.

Deployment

All clans seem to use this vehiclghvaach clan having a

stock large enough to supply its infantry forces.



Maultier |l

Type/Model: Maultier I

Mass: 20 tons
Equipment: ltemMass
Int. Struct.: 8 pts Standard 02.00
Engine: 95 XL Fusion 12.67
Shielding & Transmission Equipment: 01.33
Cruise MP: 9
Flank MP: 14
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 1.00
Crew: 2 Members 0.00
Lift Equipment: 0 2.00

Armor Factor: 58 pts Ferro-Fibrous 13.00

Internal Armor
Structure Value

Front: 2 20
Left / Right Sides: 2 14/14
Rear: 2 10

Weapons and Equipment Loc Heat Ammo

1 Streak SRM 4 Front 0 25 23.00
1 ER Medium Laser Front 5 11.00
1 Machine Gun Left 0 100 2.75
1 Machine Gun Right 0 1.25

1 C.A.S.E. Equipment Body 0.00
Infantry Bay Body 13.00
TOTALS: 5 920.00
ltems & Tons Left: 0 .00

Calculated Factors:

Total Cost: 1,289,633 C-Bills

Battle Value: 500

Cost per BV: 2,579.27

Weapon Value: 203/ 173 (Ratio = .41/ .35)

Damage Factors: SRDmg = 14; MRDmg = 7; LRDn@y =



Packrat LRPV

Type/Model: Packrat LRPV

Tech: Clan /2830

Config: Wheeled Vehicle

Rules: Level 2, Standard design
Mass: 20 tons

Power Plant: 120 Doorman 140 Fusion
Cruise Speed: 75.6 km/h
Maximum Speed: 118.8 km/h
Armor Type: CerPlate Mod 2F Standard
Armament:

1 MPA-14 Mod. 12a Streak SRM 6

1 Series 2a ER Medium Laser

2 Type AP40 Machine Guns
Manufacturer: Robertson Technologies

Location: Terra
Communications System: O/P COMTES
Targeting & Tracking System: O/P 2000JSA

Overview
Robertson Technologies designed th&Batong-Range Patrol
Vehicle as a mobile system that could travel witkelor no support, cross
through enemy lines, and create havoc with reamaonications and
supplies. Powered by fusion reactors to providenitdd movement, this
vehicles proved its worth in SLDF covert operations
With the change in society broughtbgrthe establishment of the

clans one would assume this vehicle would no lohgee a use for the
clans, but that assumption would be wrong. Refittedlan technicians and
put into service as a clan paramilitary patrol uibigives the often brutal
clan law enforcement officers another deadly weapdheir arsenals.

Capabilities

The Packrat moves on a series of eight solid rublkes, each with
its own suspension system and support drives. PHu&rat also supports a
great deal of armor for a vehicle of it size. y=fon tanks support six tons of
armor, but the Packrat, only a 20-ton vehicle, suiggfour tons of
protection.

The Packrat's systems are small, wwvas intended only to give the
vehicle time to run from a confrontation. Now thbaug its new role as a
clan paramilitary patrol unit these weapons makaé of the most lethal
police cars in the known universe.

The interior of the Packrat is unltkat of any other vehicle
produced before the fall of the Star League. TuppBes and repair
equipment needed on a long patrol are stored effilyi, now that space is
used to store weapons for ten fully equipped persbiThe Packrat was not
designed as a troop transport, but it can carrglem paramilitary officers.
Usually this done for crowd control situations, alinare more common in
some clans than others.

The O/P communications system is the most powédnsmitter of
its size. It allows the Packrat to also work agsebof operations for
extended “police actions” conducted by clan pariaany officers.

Deployment

Although all the clans have a fareant of these vehicles, the more
repressive on the none warrior caste clans haasgarlnumber. The Jade
Falcon and Smoke Jaguar clans seem to have theshighmbers of these
vehicles, while the Wolf and Sea Fox clans havdehst number of these
vehicles. Everyone else falls somewhere in betvieese four clans.



Packrat LRPV

r [ & L 14

Type/Model: Packrat LRPV

Mass: 20 tons
Equipment: ltemMass
Int. Struct.: 8 pts Standard 02.00
Engine: 120 Fusion 04.00
Shielding & Transmission Equipment: 02.00
Cruise MP: 7
Flank MP: 11
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 1.00
Crew: 2 Members 0.00

Armor Factor: 64 pts Standard ¢4.00

Internal Armor
Structure Value

Front: 2 16
Left / Right Sides: 2 16/16
Rear: 2 16

Weapons and Equipment Loc Heat Ammo

1 Streak SRM 6 Front 0 15 24.00

1 ER Medium Laser Front 5 11.00
1 Machine Gun Left 0 100 2.75
1 Machine Gun Right 0 1.25

1 C.A.S.E. Equipment Body 0 .00
Infantry Bay Capacity Body 11.00
TOTALS: 5 720.00
ltems & Tons Left: 2 .00

Calculated Factors:

Total Cost: 598,950 C-Bills

Battle Value: 511

Cost per BV: 1,172.11

Weapon Value: 247 /203 (Ratio = .48/ .40)

Damage Factors: SRDmg =17; MRDmg = 8; LRDnty =



Rotunda

Type/Model: Rotunda

Tech: Clan /2830

Config: Wheeled Vehicle

Rules: Level 2, Standard design
Mass: 20 tons

Power Plant: 160 LTV Fusion
Cruise Speed: 97.2 km/h
Maximum Speed: 151.2 km/h
Armor Type: Mercury Weave Standard
Armament:
1 Kolibri Delta Series Medium Pulse Laser
2 Chis Series Small Pulse Lasers
Manufacturer: Buhallin Military Products
Location: Terra
Communications System: SP/2 HAYOT
Targeting & Tracking System: Hanover Sight 300042

Overview

The Rotunda RND-J-111 is essentiabglf sufficient home and
fighting vehicle for its one-person crew. It carecgte for extended periods
of time with little maintenance or other suppots.fusion power plant gives
it unlimited range, allowing it to fill the role afcouting and recon duty for
the Star League on Periphery worlds.

With the change in society broughtbgrthe establishment of the
clans one would assume just like the Packrat vitingcle would no longer
have a use for the clans, but that assumption walatwlbe wrong. Refitted
by clan technicians and put into service as a g&amilitary patrol unit just
like the Packrat, it gives the often brutal claw Enforcement officers one
more deadly patrol unit.

Capabilities

The sleek Rotunda often shows updentification profiles as a
civilian ICE transport instead of an armored samart Which is useful when
trying to sneak up on lower caste gatherings drgagolling a
neighborhood looking for clan subversives. The €lagver know what type
of sensor may have come home with a un-clan likeversive lower caste
member.

All the weapons on the Rotunda haaenreplaced. A series of
pulse laser are pointed in all directions, whichseful in a crowd control
situation.

Another change to the vehicles oagohesign is the prisoner bay
that has been added in the back, were the longlEgiuipment was once
stored by SLDF soldiers. This space can hold uprisdners comfortable
and 20 if comfort is not an issue, in clan law eoément it usually is not.

Deployment

Although all the clans have a fareant of these vehicles, just like
the Packrat. The more repressive on the none waaigie clans have a
larger number. The Jade Falcon and Smoke Jagues $¢&m to have the
highest numbers of these vehicles, while the Wiadf Sea Fox clans have
the least number of these vehicles. Everyone aledomewhere in
between these four clans.



Rotunda

Type/Model: Rotunda

Mass: 20 tons
Equipment: ltembass
Int. Struct.: 8 pts Standard 02.00
Engine: 160 Fusion 06.00
Shielding & Transmission Equipment: 03.00
Cruise MP: 9
Flank MP: 14
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 1.00
Crew: 2 Members 0.00

Armor Factor: 40 pts Standard @®.50

Internal Armor
Structure Value

Front: 2 12
Left / Right Sides: 2 10/10
Rear: 2 8

Weapons and Equipment Loc Heat Ammo

1 Medium Pulse Laser Front 4 12.00
1 Small Pulse Laser Left 2 11.00

1 Small Pulse Laser Right 2 11.00
1 C.A.S.E. Equipment Body 0.00
Prisoner Bay Body 11.00
Cargo Bay Capacity Body 1.50
TOTALS: 8 520.00
Items & Tons Left: 4 .00

Calculated Factors:

Total Cost: 451,367 C-Bills

Battle Value: 387

Cost per BV: 1,166.32

Weapon Value: 103/ 103 (Ratio = .27 / .27)

Damage Factors: SRDmg =11; MRDmg = 4; LRDny =



Infantry Support Weapons Carrier
“Cavalry Horse”

Type/Model: Infantry Support Weapons Carrier
Tech: Clan /2830

Config: Wheeled Vehicle

Rules: Level 2, Standard design

Mass: 25 tons
Power Plant: 55 WorkHorse w. PowerChain Fusion
Cruise Speed: 32.4 km/h
Maximum Speed: 54.0 km/h
Armor Type: CerPlate Mod 2F Standard
Armament:

1 Ultra AC/5

2 Medium Pulse Lasers
Manufacturer: Niles Industriplex Alpha

Location: Niles
Communications System: Build 1685 Tacticom
Targeting & Tracking System: Version Gamma-V TTS

Overview

The I.S.W.C. ,Cavalry Horse, was dampt by clan Hell's
Horses to create a heavy support vehicle for thege contingent of
infantry. As an infantry support vehicle the Cayafiorse has had
mixed results.

The mixed results seem to come froenntiss use of the
vehicle by over eager tank crews, seeking glotyaittle. Instead of
supporting the infantry like they should, some gesem to have a
death wish and go hunting bigger prey. Unforturyateis leaves the
infantry vulnerable to attack by larger units aisdaily gets the crew

of the Cavalry Horse killed. Their vehicle was nedesigned to take
on more heavily armed and armored tanks in a siarfayht.
Capabilities
The Cavalry Horse is slow for suchmab tank, which would
seem to be a weakness for a small vehicle. It wbeld weakness
except that the Cavalry Horse is well armed withJdna AC/5 and 2
Medium Pulse Lasers, which is more than enougpdiner if the
vehicle is used for its intended infantry suppotér Also carrying five
tons of armor makes this vehicle a very tough awrack for infantry,
its intended target.
Many of infantry stars owe their asshte crews of the Cavalry
Horse I.S.W.C. Even more amazing in a clan, is rhledits Horses
infantry are not afraid to admit that these velsidan make the
difference between success and disaster.
Deployment
The Cavalry Horse is built exclusivblythe Hell's Horseman,
but they are not the only clan to use the destgmas spread through
the other clans, especially ones with larger imfaocbntingents,
through trade or battlefield isorla.



Infantry Support Weapons Carrier Internal  Armor

Structure Value

7 n Front: 3 22
Caval ry HorSe Left / Right Sides: 3 16/16

Rear: 3 10

Turret: 3 16

Weapons and Equipment Loc Heat Ammo Iteriviass

1 Ultra AC/5 Turret 0 20 28.00

2 Medium Pulse Lasers Turret 8 2.00
1 C.A.S.E. Equipment Body 0.00
S TOTALS: 8 425.00
Type/Model:  Infantry Support Weapons Carrier ltems & Tons Left: 6 .00
Mass: 25 tons
Calculated Factors:
Equipment: ltemMass Total Cost: 639,188 C-Bills
Int. Struct.: 15 pts Standard @.50 Battle Valuei 434
Engine: 55 Fusion 01.50 o (D B0 R TR 'r
Shielding & Transmission Equipment: 01.00 Weapon Value: 314 /314 (Ratio = .72/ .72)
Cruise MP: 3 Damage Factors: SRDmg =20; MRDmg = 13; LRBg
Flank MP: 5
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 1.50
Crew: 2 Members 0.00
Turret Equipment: 01.50

Armor Factor: 80 pts Standard (.00



J. Edgar Hover Tank

Type/Model: J. Edgar

Tech: Clan /2830
Config: Hovercraft
Rules: Level 2, Standard design

Mass: 25 tons
Power Plant: 170 Clan Type XL Fusion
Cruise Speed: 129.6 km/h
Maximum Speed: 194.4 km/h
Armor Type: StarSlab/7 Ferro-Fibrous
Armament:
2 Series 2a ER Medium Lasers
2 Pattern J4 Streak SRM 4s
2 Type AP40 Machine Guns
Manufacturer: Alphard Trading Corporation
Location: Alphard
Communications System: Consolidated 6c¢
Targeting & Tracking System: Consolidated Type VST

Overview

The J. Edgar is one of the few vehicles producetheynow-defunct
Alphard Trading Corporation. Although the vehicéedd fairly well in early
years, the diversification failed as the years @dsBewer and fewer
vehicles were sold, until finally ATC closed dowhraanufacturing
facilities.

Only a few J. Edgar’s went with theC#L.when they left the Inner
Sphere and even fewer survived the Pentagon Ciais\W5o it is rather
strange to see such a rare vehicle getting resefmcan upgrade. At the
time though the clans were short on all militaryipgqent, so the few
remaining J. Edgar’s were upgraded and put intaceby the fledgling
clans. This venerable hover tank slips away ifiscarity year by year,

soon it will be gone from all clan arsenals.
Capabilities

The J. Edgar is a sturdy lightweigbvercraft. Though it originally
used a fusion engine and was upgraded with an Xiofuengine, this only
slightly increased its speed.

The weapons systems took the heaofest upgrades performed to
the J.Edgar. The J. Edgar went from one mediunm kse two standard
SRM 2s, to two Series 2a ER Medium Lasers, twoeRati4 Streak SRM
4s, and 2 Type AP40 Machine Guns. This upgrade tige/eenerable hover
tank a much heavier punch than its, old incarnatibrfortunately this
upgrade in weapons did come at the loss in arnubithiss was judged
acceptable due to the J. Edgar’s high speed.

Since all the J. Edgar’s electromiese one of a kind being only
produced by the vehicles manufacturer, Alphard ihnga@orporation, they
all had to be replaced. None of its original eleecits could work with or
keep up with the new weapons and engine.

Deployment

At last count the Clans had less fifgnof these hover tanks
still in their toumans. The largest concentratibd.dedgar’s is in the
Goliath Scorpions touman with a total of twentyetawehicles, and
two of these are originals that are located inrtBeekers museum.



Internal Armor
Structure Value

J. Edgar Hover Tank

. Front: 3 22

B s Left / Right Sides: 3 18/18
Rear: 3 10
Turret: 3 18

Weapons and Equipment Loc Heat Ammo Iteriviass

2 ER Medium Lasers Turret 10 2.00
2 Streak SRM 4s Turret 0 25 .00
2 Machine Guns Front 0 100 31.00
1 C.A.S.E. Equipment  Body 0 .00
i . i = e = +
Type/Model: J. Edgar TOTALS: 10 1025.00
Mass: 25 tons ltems & Tons Left: 0 .00
Equipment: ltemMass Calculated Factors:
Int. Struct.: 15 pts Standard 2.50 Total Cost: 2,659,250 C-Bills
Engine: 170 XL Fusion 13.33 Battle Value: 1,152
Shielding & Transmission Equipment: 01.67 Cost per BV: 2,308.38
Cruise MP: 12 Weapon Value: 603 /512 (Ratio = .52/ .44)
Flank MP: 18 Damage Factors: SRDmg = 27; MRDmg = 13; LRDGig
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 1.50
Crew: 2 Members 0.00
Lift Equipment: 0 2.50
Turret Equipment: 01.00

Armor Factor: 86 pts Ferro-Fibrous 14.50



Nightshade

Type/Model: Nightshade

Tech: Clan /2830

Config: V.T.O.L.

Rules: Level 2, Standard design
Mass: 25 tons

Power Plant: 160 Vlar XL Fusion
Cruise Speed: 129.6 km/h
Maximum Speed: 194.4 km/h
Armor Type: Airframe Pattern 2841 Ferro-Fibrous
Armament:
1 Series 6b ER Large Laser
2 Type V "Longbow" LRM 5s w/ Artemis IV
1 Tracker Series ECM Suite
Manufacturer: Yelm Weapons
Location: Terra
Communications System: Johnston VRR
Targeting & Tracking System: Version Kappa-lll TTS

Overview
Though the SLDF classified the Nightshade as a ebsiput
VTOL craft, the Nightshade's main function was @org the Guardian ECM
Suite into combat.

The Guardian emits a broad-band sitralinterferes with sensors.

This signal projects a "cloak" to a radius of 18&ens, obscuring the
reading, preventing the identification and locatdririendly units. Forcing
enemies units to really on the Mark | Eyeball tiagksystem.

The Nightshade, designed in 2597 nckai fame is it was the first
craft to carry the Guardian system onto the bagdlie:f

The Ice Hellions decided to make thghtéhade into high speed
long range fire support machine, with the addedhbaipy of hiding by using

the ECM suite of the original machine. Many Mechiaas have learned to

be wary of these sneaky battlefield fire suppoit.@.L.'s popping up out

of no where and more than likely out of their ratgeeturn fire.
Capabilities

“As a combat chopper, the Nightshizdeediocre. The massive
engine gives the Nightshade excellent acceleralionat a cost of cargo
space.” That quote was the first impressions eMNightshade, now with
the improvements to its systems this vehicle has Ibward at work erasing
the “mediocre” label.

The only weapon on the original Ngjtade was a medium laser
mounted in the nose of the craft, this was repladiédone Series 6b ER
Large Laser. Which just like the medium laser,rbes ER large laser
was integrateghto the pilot's helmet. When the pilot turns hésad, the gun
swivels with him. Also added were twbype V "Longbow" LRM 5s w/
Artemis IV, giving more fire power at long range.

Nightshade carried only two tonstaislard armor plating, this has
been upgraded tirframe Pattern 2841 Ferro-Fibrous. The targeting
and tracking system was also upgraded to a cldt Wersion Kappa-
TTS.

Deployment

This new incarnation of the Nightsbadas just recently introduced

by the Ice Hellions, so it is exclusive to theiutaan.



Structure Value

N|ghtShade Internal  Armor

Front: 3 12
Left / Right Sides: 3 9/9
Rear: 3 6
Rotor: 3 2

Weapons and Equipment Loc Heat Ammo Iteriviass

1 ER Large Laser Front 12 14.00
1LRM 5w/ ArtemisIV Right 0 24 2 3.00
. . 1LRM 5w/ Artemis IV Left O 1 2.00
Iﬂyg’s‘;/_'\"oo'e"zs':'(')%zts“ade 1 ECM Suite Front 0 11.00
i 1 C.A.S.E. Equipment Body 0.00
Equipment: ltemMass .
Int. Struct.: 15 pts Standard 02.50 leOrIsAIéLST.ons Left: = 7325'0000
Engine: 160 XL Fusion 13.00 i )
Shgarldilgg If;lF‘!'-ralnzsmlssmn Equipment: 01.50 Calculated Factors:
K i Total Cost: 3,704,556 C-Bills
Flank MP: 18 .
. : Battle Value: 2,175
Heat Sinks: 12 Single 02.00 i
Cockpit & Controls: 0 1.50 oSt Bek Sl Lg0=ae
Crewl-oz Mombera® e Weapon Value: 223/ 209 (Ratio = .10/ .10)
Rotor Equipment: Main/Tail Rotors 02.50 M Sl R DI e BRI = 1S LURIET

Armor Factor: 38 pts Ferro-Fibrous 12.00



Coolant Truck
“Snow Ball”

Type/Model: Coolant Truck
Tech: Clan / 2588
Config: Wheeled Vehicle
Mass: 30 tons
Power Plant: 70 GM Fusion
Cruise Speed: 32.4 km/h
Maximum Speed: 54.0 km/h
Armor Type: Magnum Standard
Armament:
2 Zippo Vehicular Flamers (Vehicle)
Coolant System (10 tons Liquid Nitrogen)
Coolant System (5 tons Liquid Oxygen)
Manufacturer: Upsilon Plant 2J Vehicle AssemblyeSie
Location: Strana Mechty
Communications System: Series D8 CC-25X
Targeting & Tracking System: Sloane 220 Lockowsté&m

Overview

Coolant trucks, better known as "co®l@mong Mechwarriors,
station themselves close to the battlefield, whieeg can be hooked up to
heated 'Mechs for the purpose of flushing awayetteess heat with super-
cold liquid nitrogen.

The coolant truck was first developleding the Reunification War,
by the SLDF due to the lack of water for coolingrast periphery worlds.
After its introduction the coolant truck became astrfor all battlemech
equipped forces there after.

So it is no wonder this old battlefieVork horse would be found
among the clans, and in large numbers with theioat single mindedness
for battlemech combat.

Capabilities

The standard model found all overltiver Sphere can still be
found among the clans. Some of these “coolersthare almost 300 yrs old.
It carries nine tons of coolant, (seven tons afitignitrogen, and two tons of
liquid oxygen) in armored tanks kept cold with shnatirculation motors,
which also stir the tank's contents to prevent demgs temperatures that
might a rupture in one of the tanks.

The new model found amongst the c(&newn as Snow Ball),
differs in a few ways from its Inner sphere cousins

Snow Balls use a standard fusionremgihich is smaller than the
I.C.E. that was on the SLDF model, lowering its spged. Also it mounts
less armor, but due to the clans fighting styls thinot a real problem.

Snow Balls carry fifteen tons of caat, (ten tons of liquid nitrogen,
and five tons of liquid oxygen) in their storagaka. They also have a much
smaller and more efficient recirculation motors, trring and cooling the
tanks.

Deployment

Snow Balls are built on Strana Medbyythe clans and issued from
there to all clans by the clan council throughl$raihen a production run is
finished. They are also built by each individuarckhnd various production
facilities all over clan space, but sometimes jug easier to win a
production run from Strana Mechty than waste resgsion producing there
own.



COOlant TrUCk Internal  Armor

Structure Value

“ ” Front: 3 10
Snow Balll Left / Right Sides: 3 20/20
Rear: 3 20
Turret: 3 2

L Weapons and Equipment Loc Heat Ammo Iteriviass

[ EEE g - e =8 2 Flamer (Vehicle)s  Turret 0 20 32.00
L — T ISy 1 C.A.S.E. Equipment  Body 0.00
L= ST L s §. Coolant System (10 ton Liquid Nitrogen) Body 110.00
. ! Coolant System (5 ton Liquid Oxygen) Body 15.00
e Mech Connection Hoses Body 1.50
= :,Z;___‘E_'_-;;—:.

= TOTALS: 0 630.00
Type/Model: Coolant Truck Items & Tons Left: 5 .00
Mass: 30 tons

Calculated Factors:
Equipment: ltemMass Total Cost: 343,275 C-Bills
Int. Struct.: 15 pts Standard 03.00 Battle Value: 78
Engine: 70 Fusion 02.00 Cost per BV: 4,400.96
Shielding & Transmission Equipment: 01.00 Weapon Value: 7/7 (Ratio =.09/.09)
Cruise MP: 3 Damage Factors: SRDmg =1; MRDmg = 0; LRDn =
Flank MP: 5

Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 1.50
Crew: 2 Members 0.00
Turret Equipment: 0 .50

Armor Factor: 72 pts Standard 04.50



Cyrano

Type/Model: Cyrano
Tech: Clan / 2830
Config: V.T.O.L.
Mass: 30 tons
Power Plant: 220 Clan Model XT4 XL Fusion
Cruise Speed: 129.6 km/h
Maximum Speed: 194.4 km/h
Armor Type: Forged Type HH32 with CASE Ferro+eilrs
Armament:
2 Series 2a ER Medium Lasers
2 Type X "Short Bow" LRM 10s w/ Artemis IV
2 Pattern J2 Streak SRM 2s
Manufacturer. Dark Web Armaments Plant
Location: Strana Mechty
Communications System: JNE Integrated Communiaatio
Targeting & Tracking System: C-12 Mk. Il with Anis IV FCS

Overview

The Cyrano was the heaviest VTOL m 8LDF when they left the
Inner Sphere. The Cyrano was the standard gunslhine &LDF, it was
originally developed in 2622 to provide inexpenssupport for ground
troops. The Cyrano excelled as a ground attack®/LTfor the SLDF, it
also escorted the Ripper and the Nightshade onetlang missions.

The SLDF took a large number of Cyrah®.0.L.s with them on
the Exodus, and a large number of them survived®#mgagon Civil Wars
hidden in Brian Caches. Most of these survivinga@g's ended up in the
clan Widowmaker Touman. At first it was fine upgraglthe old vehicles,
but soon it was realized that newer clan technelgiould work better on a
total rebuild. So Widowmaker Scientist went to waakd soon produced
one of the deadliest clan V.T.O.L.s ever.

Capabilities

The Cyrano gained a XL fusion engimkich did not change the
V.T.O.L.s speed at all just lightened its main virtiigsue. It also had its
armor replaced with clan produced Forged Type H#WBR CASE Ferro-
Fibrous. It lost some armor in the redesign, buisagl the new clan version
compensates for it. It also drops the Beagle AdBrabe, clan scientist just
did not see the need for an active probe. Only edroén tell if that was a
good choice.

All these weight saving actions hawede room for a major
weapons change. The Cyrano is missing its namé&aaicmounted large
laser which has been replace by two Series 2a EfRudelasers, these
match the original laser in range and almost im fiower. As secondary
weapons the Cyrano has gained two Type X "Short"Bd®M 10s w/
Artemis IV and Pattern J2 Streak SRM 2s. This neapons load makes the
Cyrano deadly force on the battlefield.

Deployment

The majority of the new Cyranos arerfd in clan Widowmaker,
although they are also found in small numbersnmoalk every other clan.
The only clan not to have any of these V.T.O.Lsla Snow Raven,
because of some grudge that they seem to holdsaghemWidowmakers.

EDITOR’S NOTE:Although the vehicle no longer has its name sagel#aser nose the
scientist that left the name for nostalgic reastrat, would be lost on most clan warriors




Cyrano

Type/Model: Cyrano

Mass: 30 tons
Equipment: ltemMass
Int. Struct.: 15 pts Standard 03.00
Engine: 220 XL Fusion 15.00
Shielding & Transmission Equipment: 02.50
Cruise MP: 12
Flank MP: 18
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 1.50
Crew: 2 Members 0.00
Rotor Equipment: Main/Tail Rotors 03.00

Armor Factor: 38 pts Ferro-Fibrous 12.00

Internal Armor
Structure Value

Front: 3 12
Left / Right Sides: 3 9/9
Rear: 3 6
Rotor: 3 2

Weapons and Equipment Loc Heat Ammo Iteriviass

2 ER Medium Lasers Front 10 2.00

1 LRM 10w/ Artemis IV Right 0 12 2 4.50
1LRM 10 w/ Artemis IV Left O 1 3.50
1 Streak SRM 2 Right 0 50 22.00

1 Streak SRM 2 Left O 11.00

1 C.A.S.E. Equipment Body 0.00
TOTALS: 10 1030.00

ltems & Tons Left: 1 .00

Calculated Factors:

Total Cost: 5,438,000 C-Bills

Battle Value: 3,164

Cost per BV: 1,718.71

Weapon Value: 389/ 345 (Ratio = .12/ .11)
Damage Factors: SRDmg = 33; MRDmg = 21; LRB™MY



Karnov UR Transport

Type/Model: Karnov UR Transport
Tech: Clan /2830

Config: V.T.O.L.

Mass: 30 tons

Power Plant: 130 Clan Type Fusion
Cruise Speed: 97.2 km/h
Maximum Speed: 151.2 km/h
Armor Type: Mix lllc Composite Ferro-Fibrous
Armament:
2 Series 1 ER Small Lasers
Manufacturer: Various
Location: Various
Communications System: Series D8 CC-25X
Targeting & Tracking System: Sloane 220 Lockowst&m

Overview

The Karnov UR Transport is a heawH#licopter, used to carry
cargo into a battlefields rear area.

The Karnov first entered service i®20and was the replacement
for the Osprey which was the first military tilttoo aircraft. The Karnov was
originally built by Boeing and Bell Helicopters @joint effort. This makes
the V.T.O.L. and its name one of the oldest piedesilitary equipment still
in use.

The SLDF took many Karnovs with theimen they left the Inner
Sphere. Serving well in the colonization of the teagon Worlds, and the
civil wars that followed.

The civil war showed its flaws allie@ll. Those two flaws were
light armor and no weapons. When a redesign waedcdr on this old
work horse, these two things were addressed bgl#mescientist.

Capabilities

The new clan built Karnov is a maehihat is carrying one a proud
name, while taking it to the next level.

The Karnov now uses a new fusion pgu@nt instead of a I.C.E.
type, like the old Karnov. This new power plansisaller so the Karnov is
slower, but the redesign in armor makes up for it.

The Karnov is now carrying Mix IllocoBposite Ferro-Fibrous
armor and adding another ton, making the Karnoteberotected than it has
ever been.

The scientist even went as far asragdaeapons for clearing
landing zones. It is not a large compliment of weegpconsisting of two
Series 1 ER Small Lasers, one each mounted orr sittee of the Karnov.
Though it is not much it is better than nothing et&nding in a hot LZ or
when an LZ is being over run.

Deployment

The original Karnov can still be falamongst the clans in various
numbers. Some of these are more antigue museuespiegn combat
operational tilt-rotor aircraft.

The new Karnov built by the clangieduced all over clan space,
and not any one clan holds a monopoly on the nuibirese tilt-rotors.

A few refits and variants of thisaaft already exist, this may
eventually lead to an altogether new aircraft sayed



Karnov UR Transport

Type/Model: Karnov UR Transport

Mass: 30 tons
Equipment: ltemblass
Int. Struct.: 15 pts Standard 03.00
Engine: 130 Fusion 04.50
Shielding & Transmission Equipment: 02.50
Cruise MP: 9
Flank MP: 14
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 1.50
Crew: 2 Members 0.00
Rotor Equipment: Main/Tail Rotors 03.00

Armor Factor: 48 pts Ferro-Fibrous 12.50

nternal Armor

Structure Value

Front:

3 14

Left / Right Sides: 3 12/12

Rear:
Rotor:

3 8
3 2

Weapons and Equipment Loc Heat Ammo Iteriviass

1 ER Small Laser Left 2 1.50

1 ER Small Laser Right 2 1.50

1 C.A.S.E. Equipment Body 0.00
Cargo Bay Capacity Body 12.00
TOTALS: 4 430.00
Items & Tons Left: 7 .00

Calculated Factors:
Total Cost: 1,095,000 C-Bills

Battle Value:
Cost per BV:
Weapon Value:

Damage Factors:

293
3,737.2
60 / 60 (Ratio = .20/ .20)
SRDmg = 6; MRDmg = 0; LRDnty =



Hunter Light Support Tank

Type/Model: Hunter Light Support Tank
Tech: Clan / 2830

Config: Tracked Vehicle

Mass: 35 tons

Power Plant: 105 PowerTech Highlift Fusion
Cruise Speed: 32.4 km/h
Maximum Speed: 54.0 km/h
Armor Type: Forging SA722 with CASE Ferro-Fibsou
Armament:
2 Type XV "Crossbow" LRM 15s
2 Type X "Short Bow" LRM 10s
2 Type V "Longbow" LRM 5s
Manufacturer: Refit
Location: Circe
Communications System: Block 7 TRACONM
Targeting & Tracking System: Hunter (3) Dedicaldds

Overview

The Hunter Light Support Tank was gsting of the assembly
lines at Defiance Industries when the Liberatioff efra was finishing. So
only the few prototype test models and one produaatun (500 vehicles)
went with the SLDF on the Exodus.

All but fifty of the Hunters were séat in Brian Caches when the
decommissioning was taking place for the SLDF ifl€eX his turned out to
be a fortunate event, because almost all of thewiv&ad to be refitted by the
fledgling clans. Thus giving them a reliable anlatigely cheap missile fire
support tank.

Capabilities

The refitted Hunter used by the clsnslower than the models that
came on the Exodus with the SLDF. This is a dedat&ite support tank so
it was not seen as a drawback by technicians thet im charge of the refit.

The new smaller engine freed up large amountsadespo add a much
larger weapons load.

Instead of mounting the single 20etWRM rack, it now mounts a
number of LRM racks. This consist of six separaissite systems two Type
XV "Crossbhow" LRM 15s, two Type X "Short Bow" LRMD%, and Type V
"Longbow" LRM 5s each with twenty-four reloads jpair of launchers.
The six separate missile systems are mounted ipdpelar "missile-box"
style toward the rear of the vehicle, facing fordvarhis allows the Hunter
to fire over defensive barriers without exposirsgit to enemy fire.

Deployment

Clan Smoke Jaguar fought and womiafor a large Brian Cache
that contained three hundred and seventy five@Htnters that belonged to
the SLDF. Although this would seem out of placetfos clan , the logic
behind is quite inline with the Smoke Jaguar plufds/. Why waste
resources on creating and in their mind wastingadgnech when you could
out fit a vehicle for such unfavorable duty as Stgport.

The few remaining Hunters are sprbadughout the other clans,
with the Hell’'s Horses containing the next largastection out side the
Smoke Jaguars.

All the Hunters outside the Smokeudaig are modified in one way
or another, but none as radically as the Smokealagu



Hunter Light Support Tank

Type/ModeI Hunter nght Support Tank
Mass: 35 tons

Equipment: ltemblass
Int. Struct.: 16 pts Standard 03.50
Engine: 105 Fusion 03.50
Shielding & Transmission Equipment: 02.00
Cruise MP: 3
Flank MP: 5
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 2.00
Crew: 3 Members 0.00

Armor Factor: 77 pts Ferro-Fibrous 14.00

Internal Armor
Structure Value

Front: 4 26
Left / Right Sides: 4  20/20
Rear: 4 11

Weapons and Equipment Loc Heat Ammo

2 LRM 15s Front 0 24 310.00

2 LRM 10s Front 0 24 37.00
2 LRM 5s Front 0 24 33.00

1 C.A.S.E. Equipment Body 0.00
TOTALS: 0 1035.00
Iltems & Tons Left: 2 .00

Calculated Factors:

Total Cost: 1,647,000 C-Bills

Battle Value: 836

Cost per BV: 1,970.1

Weapon Value: 541 /541 (Ratio = .65/ .65)

Damage Factors: SRDmg = 35; MRDmg = 27; LRDBi®b



Lightning

Type/Model: Lightning

Tech: Clan / 2830

Config: Hovercraft

Rules: Level 2, Standard design
Mass: 35 tons

Power Plant: 280 GM XL Fusion
Cruise Speed: 140.4 km/h
Maximum Speed: 216.0 km/h
Armor Type: Forged Type HH32 with CASE Ferro+eilrs
Armament:
2 Series 14a Medium Pulse Lasers
2 Pattern J4 Streak SRM 4s
1 Tracker Series Active Probe
Manufacturer: Curtiss Industries
Location: Circe (Refit)
Communications System: Century Model 770
Targeting & Tracking System: Able-Seven SensoteSui

Overview

The Lightning is a lightweight, highesed, hover strike craft
designed in 2696 by Curtiss Industries under cohfoa Star League. The
Lightning's design gives it a limited but importaaimbat role. Carrying
only light armor and weaponry, the Lightning is mall-equipped to engage
in protracted fire-fight. The craft's agility andveanced fire-control system
allow it to close at high speed, maneuver to atjppsof advantage, and fires
its small but accurate array of short-range weaponr

In this way, the Lightning can harasgmy forces, especially slow
'‘Mechs and vehicles. Commanders often organizesediinightning’s into
strike forces, employing them in the initial phagebreak up enemy
formations and to cause general confusion.

This reference for the Lightning ussdhe SLDF still is a sound

description of how the refitted Lightning is usedtbe clans.
Capabilities

The original Lightning GM 210 engigave it a maximum speed of
more than 175 kph, but this has been replacedanvi 280 XL on the refit
giving it a top speed of 216 kph. The Lightningrgad a half a ton of armor,
which is now Forged Type HH32 with CASE Ferro-Filsanaking this
little hover tank that much tougher to kill.

The SLDF Lightning was lightly armetth weapons designed for
short-range combat, two Raker-IV medium pulse Bsand two Maxima
SRM-4 One Shot SRM launchers. The clan refit iy @emilar to the
original in weapons, two Series 14a Medium Pulsseks, and two Pattern
J4 Streak SRM 4s with twenty five reloads for tla@ pf launchers. The
SRMs upgrade is the most significant weapons chaimge the crew now
has more than one shot with these weapons.

It still contains the communicatisystem that came with them
from the Inner Sphere, but the targeting and tragkomputer had to be
replaced with new clan equipment so change in wesjpmuld not tax the
original.

The Lightning now also has a Activelde used to flush out hidden
units during quick cavalry charges.

Deployment

Most of the refitted Lightning’s cae found amongst the Hell's
Horses and Blood Spirit clans, with each of theepttlans containing the
remaining Lightning’s in various numbers.



nghtnlng Internal  Armor

Structure Value

Front: 4 27
Left / Right Sides: 4 19/19
Rear: 4 12

Weapons and Equipment Loc Heat Ammo Iteriviass

2 Medium Pulse Lasers Front 8 2.00
1 Streak SRM 4 Right 0 25 23.00
1 Streak SRM 4 Left O 12.00
1 Active Probe Body O 11.00
1 C.A.S.E. Equipment Body 0 .00

:Ayat’seS/MOde':35Lt'(?:st“'“g TOTALS: 8  835.00

i Items & Tons Left: 4 .00
Equipment: ltemblass .
Int. Struct.: 16 pts Standard 3.50 Calculated. maglors: )
- ; Total Cost: 5,817,967 C-Bills

Engine: 280 XL Fusion 18.00 i

- . . ) Battle Value: 1,277
Shielding & Transmission Equipment: 04.00 i

Cruise MP: 13 Cost per BV: 4,555.96 _

Flank MP'- 20 Weapon Value: 518/ 436 (Ratio = .41/ .34)
Heat Sinks: 10 Single 0.00 Damage Factors: SRDmg = 27; MRDmg = 13; LRDnty
Cockpit & Controls: 0 2.00
Crew: 3 Members 0.00
Lift Equipment: 0 3.50

Armor Factor: 77 pts Ferro-Fibrous 14.00



Striker Light Tank

Type/Model:  Striker

Tech: Clan / 2830
Config: Wheeled Vehicle
Mass: 35 tons

Power Plant: 190 Light Force Fusion
Cruise Speed: 64.8 km/h
Maximum Speed: 97.2 km/h
Armor Type: Forged Type HH32 with CASE Ferro+eilrs
Armament:

1 MPA-14 Mod. 12a Streak SRM 6

1 Type X "Short Bow" LRM 10 w/ Artemis IV

2 Series 2a Mk. 5 ER Medium Lasers
Manufacturer: Roche QuadPlex Alpha

Location: Roche
Communications System: Block 7 TRACONM
Targeting & Tracking System: Hunter (3) Dedicaldds

Overview

The Striker Light Tank served the SL&¥-a fast cavalry tank. In
this roll it earned quit a reputation, amongst arorews for using fast
strikes to bring down larger opponents. So thedeFSarmor crewmen made
sure several battalions of Strikers accompanieah thre the Exodus. Most of
these unfortunately were destroyed during the Bent&ivil War, because
of the good combat record with the SLDF all sided bsed them almost to
extinction.
Yet, this same reputation that almost brought alisw@xtinction made it a
worthy candidate for resurrection by they youngsleOnly a few of the
originals remain most that are now found are the céborn model.

Capabilities

The new Striker is a deserving susoe® the original. It is better
armed, armored, and faster so it performs its waigsLDF roll, but does it
better for their descendents in the clans.

The Striker now has a 190 rated fugower plant giving it a
maximum speed of 97.2 kph. Plus the introductiotheffusion power plant
freed up weight to be used somewhere else.

Almost two tons of this freed up waigvas used in armor
protection. Along with the added tonnage the arwas upgraded to Forged
Type HH32 with CASE Ferro-Fibrous giving this ligiank amazing all
around protection for its size.

The weapons system is still basedratdwo missile systems of
different ranges just like the original, but thésee been replaced by clan
missile systems. The SRM is now a MPA-14 Mod. 12agk SRM 6 for
better ammunition usage. While the LRM 10 was regdeby a Type X
"Short Bow" LRM 10 w/ Artemis IV, giving the LRMauncher much better
accuracy. The two clan Series 2a Mk. 5 ER Mediusetsiare completely
new, SLDF models had no weapons besides the twslengy/stems.

Deployment

The clan variant (designed by Wotteicians) is now being
produced by clans Wolf, Hell's Horses, and Steglevi These clans hold
most of these new Strikers, with a few being traolethken as battlefield
isorla by other clans. An occasional original sheywn the battlefield in
clans without production facilities for the new nabd



Striker Light Tank

Type/Model: Striker

Mass: 35 tons
Equipment: ltemMass
Int. Struct.: 20 pts Standard 03.50
Engine: 190 Fusion 07.50
Shielding & Transmission Equipment: 04.00
Cruise MP: 6
Flank MP: 9
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 2.00
Crew: 3 Members 0.00
Turret Equipment: 01.00

Armor Factor: 125 pts Ferro-Fibrous 16.50

Internal Armor
Structure Value

Front: 4 36
Left / Right Sides: 4  24/24
Rear: 4 17
Turret: 4 24

Weapons and Equipment Loc Heat Ammo Iteriviass

1 Streak SRM 6 Turret 0 15 24.00

1LRM 10 w/ Artemis IV Turret 0 12 2 450
1 ER Medium Laser Front 5 11.00

1 ER Medium Laser Turret 5 11.00

1 C.A.S.E. Equipment Body 0.00
TOTALS: 10 735.00

Items & Tons Left: 5 .00

Calculated Factors:

Total Cost: 1,500,867 C-Bills

Battle Value: 865

Cost per BV: 1,735.11

Weapon Value: 925/ 798 (Ratio = 1.07 / .92)
Damage Factors: SRDmg =29; MRDmg = 17; LRDGmy



Zephyr

Type/Model: Zephyr
Tech: Clan / 2830
Config: Hovercraft
Mass: 40 tons

Power Plant: 225 New Kent TYpe 91 XL Fusion
Cruise Speed: 108.0 km/h
Maximum Speed: 162.0 km/h
Armor Type: Forging SA722 with CASE Ferro-Fibsou
Armament:
1 Pattern J4 Streak SRM 4
1 Series 6b ER Large Laser
1 Hellion Class Homing TAG
2 Series Xl Machine Guns
1 Tracker Series Narc Missile Beacon
Manufacturer: Kindraa Sainze Vehicle Facility
Location: New Kent
Communications System: S9R Beta Series Commuaorcati
Targeting & Tracking System: Sloane 220 Lockowst&m

Overview
As originally designed in 2620, the Zephyr was écalimedium duty
hover tank with the capability of supporting inflantinits and responding
quickly to fill gaps in the line.

Clan Fire Mandrill for reasons unknoterthem even seemed to
have a large amount of this left over SLDF hovektat first they we just
upgrading them, but with early combat loses thesa siwindled. So instead
of taking time and the resources to design whaleva vehicle the Fire
Mandrills took the obvious route, producing a miatifZephyr.

Capabilities

The three medium lasers provided therattack with the short-

range missile dealing with lighter targets. Althbubese were a fine

weapons load out, it still had the main weaknedb®iveapons system
lacking long-range power.

The first thing addressed on the taraf the Zephyr was the lack
of long-range fire power. This was done by replgdhre 3 medium lasers
with one of the new clan Series 6b ER Large Lagiging this vehicle the
range it had always lacked. The new Pattern BatsRM 4 is good
replacement for the original SRM, giving it bettange and targeting
capabilities from its missiles. The rear facing Bri@eser was removed and
replaced with two Series Xll Machine Guns and katf of ammo, these
work well in dealing with infantry.

The Fire Mandrill Scientist and tewans decided that the original
ECM was not a necessity for the combat roll it vaoloé filling, so it was
removed. The new Zephyr carries a TAG in the tuoetalling in quick
and accurate artillery support. A second new aaitlis a NARC launcher,
giving this vehicle’s star mates carrying missges to home in on the
NARC a better chance at scoring a hit.

With the Zephyrs new weapons load lagter top end speed it
should be a formidable force in the young Fire Mdisdarmor stars.

Deployment
Kindraa Sainze of the Fire Mandrill produces thelZe
exclusively for their forces, and very few haverbésst to other
Kindraa’s or clans.



Type/Model:  Zephyr

Mass: 40 tons
Equipment: ltemMass
Int. Struct.: 20 pts Standard 04.00
Engine: 225 XL Fusion 15.33
Shielding & Transmission Equipment: 02.67
Cruise MP: 10
Flank MP: 15
Heat Sinks: 12 Single 02.00
Cockpit & Controls: 0 2.00
Crew: 3 Members 0.00
Lift EQuipment: 0 4.00
Turret Equipment: 01.00

Armor Factor: 134 pts Ferro-Fibrous 17.00

Internal  Armor
Structure Value

Front: 4 35
Left / Right Sides: 4  27/27
Rear: 4 18
Turret: 4 27

Weapons and Equipment Loc Heat Ammo

1 Streak SRM 4 Turret 0 25 23.00
1 ER Large Laser Turret 12 14.00
1 TAG Turret O 11.00

2 Machine Guns Rear 0 100 3.00
1 Narc Missile Beacon Front 0 6 23.00
1 C.A.S.E. Equipment  Body 0 .00
TOTALS: 12 1140.00
ltems & Tons Left: 2 .00

Calculated Factors:

Total Cost: 5,849,100 C-Bills

Battle Value: 980

Cost per BV: 5,968.47

Weapon Value: 665 /596 (Ratio = .68/ .61)

Damage Factors: SRDmg=17; MRDmg = 10; LRBig



Goblin

Type/Model: Goblin

Tech: Clan /2830

Config: Tracked Vehicle

Rules: Level 2, Standard design
Mass: 45 tons

Power Plant: 180 Model SF-3 Fusion
Cruise Speed: 43.2 km/h
Maximum Speed: 64.8 km/h
Armor Type: Mix lllc Composite Standard
Armament:
1 Ripper Series A1 ER PPC
2 Type AP40 Machine Guns
1 MPA-14 Mod. 12a Streak SRM 6
Manufacturer: Johnston Industries (Refit)
Location: York
Communications System: Build 1685 Tacticom
Targeting & Tracking System: York Y2-T&T

Overview

The Goblin has always been unique ant@itle tanks in that it
carries a small infantry support unit. The supjpit is used either to add
extra firepower to the tank's already formidablemgan or to provide it
with security when the tank is operating in urbeess.

The design of the Goblin originatedhe early 24th century, and
was built by Caterpillar Armaments Division. Thisduction continued
through the Star League and only stopped whenrthgtuption plant was
destroyed by Amaris forces in North America.

The Goblins that went on the Exoduh8LDF are being refitted
by the Blood Spirits, who have the majority of theédther clans are waiting
to see how this refit works in combat before datrig their own.

Capabilities

The BlazeFire Systems Heavy Lasertwasurret-mounted weapon
of the Goblin, but has been replaced by the BloguidtS with a Ripper
Series A1 ER PPC. This switch gives the Goblin ahrheavier punch and
range to its main gun system. The BlazeFire tangeind tracking system
has optional link-ups for the rest of the tankieé&aman crew, so that one of
them can fire if the gunner becomes disabled. TlhedSpirits have been
able to reproduce this system for the ER PPC thH#ionow mounts.

The MPA-14 Mod. 12a Streak SRM 6lspanounted in the turret
and is an excellent choice for a secondary weaptnits accuracy and
ammo conservation. The SRM is controlled by theof ¢he gunner.

The two Type AP40 Machine Guns , oreinted fore and one rear,
are controlled by the driver. The to the rear istoaled through a video
system.

The Goblin has also gained a halfabarmor, but it has kept its
standard armor.

The small infantry support unit titatarries has also doubled from
one ton of carrying capacity to tow tons. This nsakten even large threat in
an urban environment.

Deployment

The new Goblin is refitted by the 8tbSpirits and is just now
reaching frontline armor stars. No other clan & time possess any of these
new vehicles.



Goblin

Type/Model: Goblin

Mass: 45 tons
Equipment: ltembass
Int. Struct.: 25 pts Standard 04.50
Engine: 180 Fusion 07.00
Shielding & Transmission Equipment: 03.50
Cruise MP: 4
Flank MP: 6
Heat Sinks: 15 Single 05.00
Cockpit & Controls: 0 2.50
Crew: 3 Members 0.00
Turret Equipment: 01.00

Armor Factor: 136 pts Standard (8B.50

Internal Armor
Structure Value

Front: 5 35
Left / Right Sides: 5 30/30
Rear: 5 16
Turret: 5 25

Weapons and Equipment Loc Heat Ammo Iteriviass

1 ER PPC Turret 15 16.00

1 Machine Gun Front 0 100 2.75
1 Streak SRM 6 Turret 0 15 24.00
1 Machine Gun Rear O 1.25

1 C.A.S.E. Equipment Body 0.00
Infantry Bay Equipment Body 12.00
TOTALS: 15 745.00
Items & Tons Left: 7 .00

Calculated Factors:

Total Cost: 1,804,525 C-Bills

Battle Value: 763

Cost per BV: 2,365.04

Weapon Value: 770/ 688 (Ratio = 1.01 / .90)

Damage Factors: SRDmg = 25; MRDmg = 15; LRDBn&



Artic Wind

Type/Model: Artic Wind
Tech: Clan / 2830
Config: Hovercraft
Mass: 50 tons
Power Plant: 215 JF XL Fusion XL Fusion
Cruise Speed: 97.2 km/h
Maximum Speed: 151.2 km/h
Armor Type: Ironhold Compound JF Ferro-Fibrous
Armament:
1 Irrlicht Gamma Series Ultra AC/20
2 Series PPS-XIX Medium Pulse Lasers
Manufacturer: Ironhold Auxiliary Production Sitd #
Location: Ironhold
Communications System: JF Integrated
Targeting & Tracking System: JF9 TTS

Overview

Clan Ghost Bear created the Artic Whiodercraft as a heavy attack
vehicle, that could rush in and rip any tank otlbatech to shreds in on
pass.

Artic Winds have been serving with tbeman for 9 months, and
proven their worth in many trails against othenslalhe Ghost Bear high
command is very impressed with the Artic Wind aad brdered that the
production be increased as soon as possible.

Capabilities

The Artic Wind has one purpose and o kill whatever crosses
its path. This killing power comes from the comltioa of its high speed
and main gun.

The main gun of the Artic Wind is tneicht Gamma Series Ultra
AC/20, which has been mounted in the turret to gitlee best field of fire
possible. This weapon as a main gun only has aneldrck and that is the

lack of ammunition. To help the UAC/ 20 get ovestbn flaw two Series
PPS-XIX Medium Pulse Lasers for extra firepowere3étwo rapid fire
weapons are a good companion system for the UAaK0Og advantage of
any holes that are opened up by it.

The five and a half tons of Ironh@dmpound JF Ferro-Fibrous
armor is plenty of protection, when combined wittop speed of 151.2
km/h. This combination of speed and armor makegttie Wind is on
tough hover tank to knock out in a fight.

Deployment

The Ghost Bears hold all the productf the Artic Wind
exclusively and have not yet had to defend it iy @ails of possession. Also
all currently serving Artic Wind tanks are still ihe Ghost Bear Touman,
not one has been lost as battlefield isorla.



. . Internal  Armor
Al’tIC W|nd Structure Value

Front: 5 30
Left / Right Sides: 5 21/21
Rear: 5 12
Turret: 5 21

Weapons and Equipment Loc Heat Ammo Iteriviass

1 Ultra AC/20 Turret 0 20 216.00

2 Medium Pulse Lasers Turret 8 24.00
1 C.A.S.E. Equipment Body 0.00
TOTALS: 8 650.00
ltems & Tons Left: 9 .00

Calculated Factors:

Type/Model:  Artic Wind Total Cost: 7,783,333 C-Bills
Mass: 50 tons Battle Value: 1,609
Cost per BV: 4,837.37

Equipment: ltemMass Weapon Value: 768/ 768 (Ratio = .48 / .48)
Int. Struct.: 25 pts Standard 06.00 Damage Factors: SRDmg = 37; MRDmg = 17; LRDnfl
Engine: 215 XL Fusion 16.67
Shielding & Transmission Equipment: 03.33

Cruise MP: 9

Flank MP: 14
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 2.50
Crew: 4 Members 0.00
Lift Equipment: 0 5.00
Turret Equipment: 02.00

Armor Factor: 105 pts Ferro-Fibrous 15.50



Chaparral

Type/Model: Chaparral
Tech: Clan /2830
Config: Tracked Vehicle
Mass: 50 tons
Power Plant: 200 DS 53 XL Fusion
Cruise Speed: 43.2 km/h
Maximum Speed: 64.8 km/h
Armor Type: Fox Hide Ceramic Plate & CASE FeFibrous
Armament:
2 Series 2a Mk. 5 ER Medium Lasers
1 Pattern J4 Streak SRM 4
2 AIL Arrow IV Systems
Manufacturer. Sea Fox Refit Site #4
Location: Strana Mechty / Sea Fox Enclave
Communications System: CH2 Series Integrated
Targeting & Tracking System: Series VI Integraids

Overview

The Chaparral is a tracked missild tatroduced in 2611 to serve
among mobile units where self-propelled Long Tomd &nipers could not
travel. The Chaparral filled its role well and cooed to serve with the
SLDF until the end of the Star League.

The exiled SLDF had a large numbeCifaparral Missile Tanks
when they left the Inner Sphere, and a large podichese survived to be
part of the young clans.

Capabilities

The refitted Chaparral, being donéCtgn Sea Fox, is not the same
missile support tank that went on the Exodus with$LDF.

The Clan Sea Fox Chaparral's are asmmdotwo Arrow IV surface-
to-surface missile systems. They are mounted iodabyghind the cockpit
that elevates for firing and lowers afterwardsddow profile. Missiles
come in two main varieties, those that home inignads from TAG and

those that are general area saturation. The Clapaed not be in the
immediate zone of combat, no matter which type is&ite it is carrying.

The Chaparral not being in the tlotkombat is a good idea, with
only two and a half tons of Fox Hide Ceramic P&t€ASE Ferro-Fibrous
this vehicle would not stand much of a chance east the crew is protected
from internal ammo explosions with CASE, becaudé e type of ammo
the Chaparral makes for one big fireworks show.

When an enemy gets too close, thep&@inal has a small array of
defensive weapons. This weaponry consists of tweSea Mk. 5 ER
Medium Lasers mounted on the sides of the hullarehr-firing Pattern J4
Streak SRM 4. The SRM in the vehicle's rear aftects the fact that the
Chaparral fights at close range only in retreat.

Deployment

The Chaparral is found in every ciargither the new Sea Fox refit
(which will soon become a production model) or dhiginal SLDF model.
The Sea Foxes will sell or trade this new Chapdimakupport tank to
anyone who can meet the asking price.



Internal  Armor
Chaparral Structure Value
Front: 5 14
Left / Right Sides: 5 12/12
Rear: 5 10

Weapons and Equipment Loc Heat Ammo Iteriviass

1 ER Medium Laser Right 5 11.00

1 ER Medium Laser Left 5 11.00
1 Streak SRM 4 Rear 0 25 .00
2 Arrow IV Systems Front 0 20 38.00
Type/Model: Chaparral 1 C.A.S.E. Equipment Body 0 .00
Mass: 50 tons
TOTALS: 10 950.00
Equipment: ltemblass Items & Tons Left: 6 .00
Int. Struct.: 20 pts Standard 05.00
Engine: 200 XL Fusion 14.50 Calculated Factors: _
Shielding & Transmission Equipment: 02.50 Total Cost: 6,128,500 C-Bills
Cruise MP: 4 Battle Value: 785
Flank MP: 6 Cost per BV: 7,807.01
Heat Sinks: 10 Single 0.00 Weapon Value: 539/516 (Ratio = .69 / .66)
Cockpit & Controls: 0 2.50 Damage Factors: SRDmg = 42; MRDmg = 34; LRDni

Crew: 4 Members 0.00
Armor Factor: 48 pts Ferro-Fibrous 12.50



Condor

Condor
Clan /2830
Config: Hovercraft
Mass: 50 tons
Power Plant: 265 PowerTech Highlift XL Fusion
Cruise Speed: 108.0 km/h
Maximum Speed: 162.0 km/h
Armor Type: Airframe Pattern 2841 Ferro-Fibrous
Armament:
1 Kolibri Delta Series Large Pulse Laser
2 Chis Series Small Pulse Lasers
1ICD Type 4 TAG
1 Tracker Series Active Probe
2 Type AP40 Machine Guns
3 Pattern J2 Streak SRM 2s
Manufacturer: Cudahy Assembly Plant Delta
Location: Dagda
Communications System: Series D8 CC-25X
Targeting & Tracking System: RCA Instatrac Mark VI

Type/Model:
Tech:

Overview

The Condor was built for the SLDF d®aercraft that is capable of
moving as fast as the speediest 'Mech and haveybrimapower to damage
a light to medium class mech.

Amazing speed and formidable weapomage this heavy hover
tank an excellent choice for a clan upgrade projete Goliath Scorpions
scientist caste took on the task of refitting ergiCondors and putting the
new model into production.

Capabilities

With an original flank speed of 118/k the Condor was fast, even
for a heavy hover tank. The redesigned Condor tz5d@owerTech
Highlift XL Fusion, increasing the flank speed townbelievable 162.0
km/h. Thus making one of the fastest heavy hovekstavailable to any
clan.

The Goliath Scorpions did away wiile aBmmo feed main weapon,
an AC/5, in the turret. Replacing it with a moreaate Kolibri Delta Series
Large Pulse Laser eliminating the chance of theanrgan running out of
ammo during combat. Also mounted in the turreti€@ Type 4 TAG and a
Tracker Series Active Probe. Making the Condor neweid of hidden
trouble and always ready to call in heavy firehi# heed arises.

For anti-infantry use the Condor tvas Chis Series Small Pulse
Lasers and two Type AP40 Machine Guns one of eatimtad in a sponsen
turret on the left and right side.

The Condor has threattern J2 Streak SRM 2s mounted in the
front. These are used more to clear a path durgigspeed runs, and do a
little damage to enemies while the main gun is lrisg where.

Deployment

About half of the refitted Condore atill in the Goliath Scorpion
Touman, the other half have been lost to combatdaror taken as isorla
by other clans.

All new Condors are still exclusivedsoperty of the Goliath
Scorpions.

(Note: All refitted Condors contain the new weapdnsg use the old IS
TTS’S)



Condor

Type/Model: Condor

Mass: 50 tons
Equipment: ltemMass
Int. Struct.: 25 pts Standard 05.00
Engine: 265 XL Fusion 17.00
Shielding & Transmission Equipment: 03.50
Cruise MP: 10
Flank MP: 15
Heat Sinks: 14 Single 04.00
Cockpit & Controls: 0 2.50
Crew: 4 Members 0.00
Lift Equipment: 0 5.00
Turret Equipment: 01.00

Armor Factor: 134 pts Ferro-Fibrous 17.00

Internal Armor
Structure Value

Front: 5 30

Left / Right Sides: 5 30/30

Rear: 5 14

Turret: 5 30
Weapons and Equipment Loc Heat Ammo
1 Large Pulse Laser  Turret 10 %.00
1 Small Pulse Laser Left 2 11.00
1 Small Pulse Laser Right 2 11.00
1 TAG Turret 0 11.00
1 Active Probe Turret O 11.00
1 Machine Gun Left 0 100 2.75
1 Machine Gun Right O 1.25
3 Streak SRM 2s Front 0 50 4.00
1 C.A.S.E. Equipment Body 0.00
TOTALS: 14 1450.00
Items & Tons Left: 1 .00

Calculated Factors:

Total Cost: 8,955,667 C-Bills

Battle Value: 1,182

Cost per BV: 7,576.71

Weapon Value: 815/ 740 (Ratio = .69 / .63)

lteriviass

Damage Factors: SRDmg = 26; MRDmg = 13; LRDBn&y



Kanga 2

Type/Model: Kanga 2

Tech: Clan / 2830

Config: Hovercraft

Mass: 50 tons

Power Plant: 165 VOX Fusion

Cruise Speed: 86.4 km/h

Maximum Speed: 129.6 km/h

Jump Jets: 6 Standard Jump Jets

Jump Capacity: 180 meters

Armor Type: Durolex Standard

Armament:
1 Hell's Horses **Experimental**Assault Gauss IRif
2 Series 2a ER Medium Lasers

Manufacturer: Hell's Horses (Refit)
Location: Strana Mechty

Communications System: Stony AIX

Targeting & Tracking System: AL2200

Overview

The Kanga became one of the most sstuleand strangest vehicles
of the Star League's Regular Army. The inclusiojuaip jets on a hover
tank did improve the tank's abilities, though tle@icle could not hope to
rival any BattleMech.

In the Kanga's first 100 years, 27,000 of ¢heseful vehicles have been
built at Mitchell Vehicles.

With so many of these unique combéiales built for the SLDF it
is no wonder it would show up with the young claRise fact that the clan
that would try to refit and improve on it is thelMeHorses is even less of a
surprise.

(Note: By 2841 this program and the companion @wgof an assault gauss
rifle were such failures that both got cancelled baried by the scientist
caste.)

Capabilities
TheHell's Horses **Experimental**Assault Gauss Rifle

Fitted to the Kanga’'s was supposed to be the uignmaballistic weapons,
an assault gauss rifle. After extensive testingibapon was a deemed a
failure when used on the Kanga 2. To little ammxp|@sive power surges,
and the shortest of range have all been blaménéofailure of this weapon
by scientist on the project. Although a few scisindind test tankers are
pushing the project forward to be tested furtheaorew with a turret to see
if this improves the basic performance as the sisieand techs workout the

malfunction issues.

{The AL2200 Computer is part of the sophisticateecalled Artificial Intelligence
series developed by Nirasaki Computers Collectiv€aph. It automatically handles all
routine functions, including gyro-stability durifgmps and hover maneuver. The AL2200
can operate the vehicle independently on a preanagied mission.

The Kanga's targeting and tracldystem is second to none. Manual CDC
components are slaved to the AL2200 Computer, aligihe simultaneous targeting of up to
four enemy vehicles or installations, even durinmplicated jump maneuvers or evasive
tactics}

Taken from a brochure given out by 8LDF at an annual event for
the public explaining the amazing computer systétheKanga.

Unfortunately the Hell’'s Horses stisindidn’t realize that the
phrase “pain in the ass” was a better descrigifdhe system.

The Kanga new or old has been dedidérhve no capabilities by
Hell’'s Horses armor warriors.

Deployment

The program has been ruled a faidun@ as soon as all the Kanga’s
deployed are destroyed the will be extinct on takelfof combat. This is
possible, because the Hell's Horses had all knoanga’s (nobody else
wanted them).



Type/Model: Kanga 2

Mass: 50 tons
Equipment: ltembMass
Int. Struct.: 20 pts Standard 05.00
Engine: 165 Fusion 06.67
Shielding & Transmission Equipment: 03.33

Cruise MP: 8

Flank MP: 12

Jump MP: 6
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 2.50
Crew: 4 Members 0.00
Lift Equipment: 0 5.00

Armor Factor: 56 pts Standard (.50

Internal Armor
Structure Value

Front: 5 21
Left / Right Sides: 5 13/13
Rear: 5 9

Weapons and Equipment Loc Heat Ammo Iteriviass

1 Assault Gauss Rifle* Front 0 12 29.00

2 ER Medium Lasers Front 10 22.00
1 C.A.S.E. Equipment Body 0 .00
6 Standard Jump Jets B.00
TOTALS: 10 550.00
ltems & Tons Left: 10 .00

Calculated Factors:

Total Cost: 3,810,000 C-Bills

Battle Value: 1,715

Cost per BV: 2,221.57

Weapon Value: 310/ 310 (Ratio =.18/.18)

Damage Factors: SRDmg = 28; MRDmg = 8; LRDn1g =

Assault Gauss Rifle Stats (Lost to history by tlams)

Type Heat Dmg Min Sh Med Long Tons Crits Ammo/T Cost A/Cost
AGR 2 25 1 1-2 34 57 16 12 4 500,000 25,000



Vedette

Type/Model: Vedette
Tech: Clan / 2830
Config: Tracked Vehicle
Mass: 50 tons

Power Plant: 250 Clan Type Fusion
Cruise Speed: 54.0 km/h
Maximum Speed: 86.4 km/h
Armor Type: Forged Type HH32 with CASE Ferro+eilrs
Armament:
2 Type OVR-X LB 5-X ACs
Manufacturer: Tokasha Vehicle Production Site #7
Location: Tokasha
Communications System: CH2 Series Integrated
Targeting & Tracking System: Garret Fib

Overview

The Vedette is one of the only velsgieoduced by the New Earth
Trading Company. During the end of the Star Leabee/edette was just
coming into being. Only five prototypes had beeiitlauind at the start of the
Amaris coup of the Star League. These were deermétevalue by
Amaris technicians so they waited out the conflichi warehouse on New
Earth.

When the SLDF was preparing to leawe exile, two of the
vehicles were accidentally taken by SLDF supplyspeal.

After the Operation Klondike the twedéttes were found by Hell's
Horses technicians in a Brian Cache. After eelitdworking the Hell’s
Horses decided to put this cheap and easily pratiizoe into their touman.

Capabilities

A little reworking by the Hell's Hags technicians roughly
translates into a whole new vehicle.

The first little change included adglia 250 Clan Type Fusion
engine, replacing the I.C.E that was on the twaqtypes found in the Brian
Cache.

The second and most dramatic charageimnvthe main weapons
system located in the turret. Instead of switcluogthe prototype’s weapon
system it was just upgraded from a standard AC&Tgpe OVR-X LB 5-X
AC, but they took it one step farther by addingeosnd. The two LB-X style
AC/5s make the Vedette into a virtual sand blaster.

The Vedette also mounts six tons@BEd Type HH32 with CASE
Ferro-Fibrous, which is about standard for a tatke Vedettes size.

The only draw back of this tank slack of secondary weapons.
This though was decided to be acceptable, bechadddll’'s Horses needed
a cheap and reliable tank to bulk out their touman.

Deployment

Even though the Vedette is exclugiyebduced by the Hell’s

Horses they can be found all through the clans.



Vedette

Type/Model: Vedette

Mass: 50 tons
Equipment: ltemblass
Int. Struct.: 25 pts Standard 05.00
Engine: 250 Fusion a2.50
Shielding & Transmission Equipment: 06.50
Cruise MP: 5
Flank MP: 8
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 2.50
Crew: 4 Members 0.00
Turret Equipment: 01.50

Armor Factor: 112 pts Ferro-Fibrous 16.00

Internal Armor
Structure Value

Front: 5 32
Left / Right Sides: 5 22/22
Rear: 5 14
Turret: 5 22

Weapons and Equipment Loc Heat Ammo Iterivkass

2 LB 5-X ACs Turret 0 40 316.00
1 C.A.S.E. Equipment  Body 0.00
TOTALS: 0 450.00
ltems & Tons Left: 11 .00

Calculated Factors:
Total Cost: 2,405,750 C-Bills
Battle Value: 417

Cost per BV:
Weapon Value:
Damage Factors:

5,769.18
231/ 231 (Ratio = .55/ .55)
SRDmMg = 8; MRDmg =7; LRDntg =



Mobile Hyperpulse Gener ator

Type/Model: Mobile Hyperpulse Generator Command
Tech: Clan /2821
Config: Wheeled Vehicle
Mass: 50 tons
Power Plant: 280 Clan Model XT4 XL Fusion
Cruise Speed: 64.8 km/h
Maximum Speed: 97.2 km/h
Armor Type: ProTech 5 Ferro-Fibrous
Armament:

1 Mobile HPG*

2 Series IX Machine Guns

2 Series 2a ER Medium Lasers
Manufacturer: Strana Mechty Grand Council Facility

Location: Strana Mechty
Communications System: Verizon 2 HPG Command Comm
Targeting & Tracking System: Series | GDS

Overview
Mobile headquarters have been theeneewnter of military
operations since before humans ever stepped iattesphey collect
reports from every source they can on a battlefelgive a
commander the best picture of what is going on.
Capabilities
The standard Mobile HQ had changeke liince the 20

century at its first introduction during World WirThe real major
change to the Mobile command truck came at thergasf the Star
League with the addition of the mobile Hyperpulsegyator. This
gave a battlefield command the ability to talk iy af his command
above or below him within a 50 light year radius.

Deployment
The Mobile Hyperpulse Generator Comdnigrbuilt by the

Grand Counsel and a trail is held each year thatagitees at least
every Clan can obtain a few of these often overdokut valuable
combat support units.



M obile Hyper pulse Gener ator

Type/Model: Mobile Hyperpulse Generator Command
Mass: 50 tons

Equipment: ltemMass
Int. Struct.: 25 pts Standard 06.00
Engine: 280 XL Fusion 18.00
Shielding & Transmission Equipment: 04.00
Cruise MP: 6
Flank MP: 9
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 2.50
Crew: 4 Members 0.00
Turret Equipment: 01.50

Armor Factor: 134 pts Ferro-Fibrous 17.00

Internal  Armor
Structure Value

Front: 5 36
Left / Right Sides: 5 26/26
Rear: 5 20
Turret: 5 26

Weapons and Equipment Loc Heat Ammo lteri&ass

1 Mobile HPG* Turret O 112.00
2 Machine Guns Front 0 100 31.00
2 ER Medium Lasers Turret 10 22.00
1 C.A.S.E. Equipment  Body 0.00
1 Advanced Mobile HQ Rear 17.00
TOTALS: 10 950.00
ltems & Tons Left: 6 .00

Calculated Factors:
Total Cost: 6,557,917 C-Bills
Battle Value 2: 765 (old BV = 473)
Cost per BV: 8,572.44
Weapon Value: 477 /477 (Ratio = .62/ .62)
Damage Factors: SRDmg = 13; MRDmg = 8; LRDnig =
BattleForce2:  MP: 6W, Armor/Structure: 0/5
Damage PB/M/L: 2/1/-, Overhéat:
Class: GM; Point Value: 8
Specials: hq



Mongoose

Type/Model: Mongoose
Tech: Clan / 2830
Config: Wheeled Vehicle
Mass: 55 tons
Power Plant: 255 PowerTech Highlift XL Fusion
Cruise Speed: 54.0 km/h
Maximum Speed: 86.4 km/h
Armor Type: Alpha Compound Plate Ferro-Fibrous
Armament:
2 Type X "Short Bow" LRM 10s w/ Artemis IV
1 Type DDS "Kingston" ER PPC
2 Series 1-s ER Small Lasers
Manufacturer: Auxiliary Production Site #4
Location: Brim
Communications System: JNE Integrated Communiaatio
Targeting & Tracking System: Brim CT-37 Mk. Xl

Overview

The Mongoose owes its existence taahevalier wheeled light
tank of the SLDF. Several of this light tank caméhte clan home worlds
along with the Exiled SLDF. After the founding tietclans, Clan Mongoose
had the majority of these Chevalier in their arndai@man. During
Operation Klondike this light tank served well ascaut, but took heavy
loses due to its light size mixed with the aggnessess of clan warriors.

The Clan Mongoose high command ageiewing the combat
records of the Chevalier, gave the scientist acldrieians caste the
directive to build a new vehicle. The directivetsththat this new vehicle
must have the same strengths of the Chevalier tom@consumption and
high speed for its size, while trying to elevatertain weakness of light
armor.

In 2831 the first of the new wheeladk named the Mongoose

rolled of the assembly line at Auxiliary ProductiSite #4. The combat
performance of this tank to date has been excelbfensing several trails
with the Hell's Horse over the design.

Capabilities

The Mongoose gained twenty tons srdusin giving it a more
robust appearance, mostly due to the new Alpha Gang Plate Ferro-
Fibrous armor, that increased the protection Sicpmfly.

Second, Mongoose scientist addedsaPziverTech Highlift XL
Fusion power plant saving weight for heavier firepo.

The Mongoose’s strength is its latkhxgh ammo consumption.
Mounting one Type DDS "Kingston" ER PPC and twoi&ef-s ER Small
Lasers in the turret, both systems using no amre.Mongoose’s only
weapons system that uses ammo are the two Typdott'Bow" LRM 10s
w/ Artemis IV mounted in the front. The Artemis RCS was added to make
every shot from this LRM count, reducing wasted anan missed shots.

Deployment

Clan Mongoose is the only clan pradgchis vehicle at this time,
but the Hell's Horses are trying to change this@sn as possible. This
vehicle is predominately found in clans Mongoose Hell's Horses with a
few more scattered through out all the other clans.



Type/Model: Mongbose_

Mass: 55 tons
Equipment: ltembass
Int. Struct.: 30 pts Standard 06.50
Engine: 255 XL Fusion 16.50
Shielding & Transmission Equipment: 03.50
Cruise MP: 5
Flank MP: 8
Heat Sinks: 19 Single 09.00
Cockpit & Controls: 0 3.00
Crew: 4 Members 0.00
Turret Equipment: 01.00

Armor Factor: 202 pts Ferro-Fibrous 10.50

Internal Armor
Structure Value

Front: 6 55
Left / Right Sides: 6  40/40
Rear: 6 27
Turret: 6 40

Weapons and Equipment Loc Heat Ammo Iteriviass

2 LRM 10s w/ Artemis IV Front O 24 3 9.00

1 ER PPC Turret 15 1 6.00
2 ER Small Lasers Turret 4 2 1.00
1 C.A.S.E. Equipment Body 0 .00
TOTALS: 19 8 55.00
ltems & Tons Left: 8 .00

Calculated Factors:

Total Cost: 6,311,888 C-Bills

Battle Value: 1,244

Cost per BV: 5,073.86

Weapon Value: 1,608 /1,494 (Ratio = 1.220].
Damage Factors: SRDmg = 33; MRDmg = 22; LRDmM$



Thor

Type/Model: Thor

Tech: Clan /2830
Config: Wheeled Vehicle
Mass: 55 tons

Power Plant: 255 Mk. XII XL Fusion
Cruise Speed: 54.0 km/h
Maximum Speed: 86.4 km/h
Armor Type: Magnum Standard Plate Standard
Armament:
1 Type XV Sniper Artillery
2 Kolibri Delta Series Medium Pulse Lasers
1 Infantry Point Bay (1 ton)
Manufacturer: Cloud Cobra Beta Plant 2F
Location: Babylon
Communications System: Babylon Series Integrated
Targeting & Tracking System: Verizon Babylon 497/6

Overview

To fill the need for quick artillergsponse on a fluid battlefield, the
Star League Defense Forces commissioned a vebiclarty the Thumper
Artillery Piece at speeds of 80 kilometers per hauflat terrain. The Thor
was the design chosen. Production began in 268@@mtthues through the
Amaris coup.

All the Thor’s left with the SLDF wetaken with them on the
Exodus. With the decommission of 75% of the SLDErafeaching the
Pentagon Worlds most Thor's went into Brian Cachégre they stayed
until recovered by the clans after Operation Kléedi

Several upgrades have been tried éygléms who received Thor’s
from these caches, but the one with the most patestbeing refitted by the
Cloud Cobras.

Capabilities

The Thor refit carries Magnum Stawdd@late Standard, instead of
the original Ferro-Fibrous of the SLDF Model. Wahe ton being added
giving it more protection than its predecessor.

The Thumper Artillery Piece has besplaced by the heavier clan
built Type XV Sniper Artillery Piece, giving the ©ha step up in fire
power.

Thor’'s move and fire, but setting up the firingtsta requires one minute,
taking one minute also for tear down before mowggin.

For a secondary weapons the Thor tsawo Kolibri Delta Series
Medium Pulse Lasers in a turret connected to a arecal arm that can be
raised and lowered as the need arises.

The standard fusion power plant Has been replaced with a 255
Mk. XII XL Fusion it did not increase the speedt bhllowed for the new
weapons load out.

The strangest change is the refittieor carries an infantry point for
protection against other infantry that may getlose, while the vehicle is in
a set firing position.

Deployment

The Thor still exist in its originalodel all though the clans, and
even in various refits done by these clans. Tha Claud Cobra refit is the
most promising of all these refits and several €lare starting to convert all
their
Thors to something similar. Cloud Cobras are plagia production model.



Type/Model: Thor

Mass: 55 tons
Equipment: ltemMass
Int. Struct.: 30 pts Standard 05.50
Engine: 255 XL Fusion 16.50
Shielding & Transmission Equipment: 03.50
Cruise MP: 5
Flank MP: 8
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 3.00
Crew: 4 Members 0.00
Turret Equipment: 0 .50

Armor Factor: 144 pts Standard (.00

Internal Armor
Structure Value

Front: 6 40
Left / Right Sides: 6 30/30
Rear: 6 20
Turret: 6 24

Weapons and Equipment Loc Heat Ammo Iteriviass

1 Sniper Atrtillery Front 0 20 222.00

2 Medium Pulse Lasers Turret 8 2.00
1 C.A.S.E. Equipment Body 0.00
Infantry Point Bay Body 11.00
TOTALS: 8 655.00
ltems & Tons Left: 10 .00

Calculated Factors:

Total Cost: 5,609,363 C-Bills

Battle Value: 580

Cost per BV: 9,671.31

Weapon Value: 668 /668 (Ratio = 1.15/ 1.15)
Damage Factors: SRDmg =19; MRDmg = 13; LRDn&y



AC/2 Carrier

Type/Model: AC/2 Carrier
Tech: Clan / 2830
Config: Tracked Vehicle
Mass: 60 tons

Power Plant: 180 InterComBust I.C.E.
Cruise Speed: 32.4 km/h
Maximum Speed: 54.0 km/h
Armor Type: Slab Plate Standard
Armament:
6 Series GAA-22 Autocannon/2s*
1 Goalkeeper Anti-Missile System
Manufacturer: Kirin Zeta Site #23
Location: Kirin
Communications System: AlTalk Communicator
Targeting & Tracking System: Track Eye

Overview

Ever since the development of the fiapid fire cannon centuries
ago, military units have used mobile gun systenmzéwide cheap and
effective fire support. The clans are no exceptothis rule.

In 2829 Clan Hell’s Horses decidedhtld a cheap and effective
long range fire support vehicle that could finchgers nest and harass
opponents. Within three months the AC/2 Carrier vedlgng of a converted,
unused, laborer caste tractor production line.

Capabilities

The technicians that were given tis& taf creating a cheap fire
support vehicle, first had to a weapon. That way eaough they chose the
venerable AC/2. Which they reworked with a littlarcknow how producing
a weapon with the same stats as the one they&efhher Sphere with,
except it weighed in at 4 tons. The techniciansethinthe Series GAA-22

Autocannon/2 and slapped three on each side oktherked tractor chassis.

The vehicle can hold 180 rounds of ammo, 30 rodiodsach weapon,
giving it good staying power.

The AC/2 Carrier has an I.C.E. poplant that gives it a top speed
of 54.0 Km/h, which is slow on the battlefieldwias deemed acceptable due
to the role it is intended to play. It also spaitstons of standard armor to
help make up for its lack of speed.

Almost as an after thought the tectams added a Goalkeeper Anti-
Missile System and one ton of ammo for added ptatec

Deployment

The AC/2 Carrier is only produced arsed by the Hell's Horses.
No other clan has shown the slightest bit of irgene this vehicle, with
some clans going as far as leaving this vehicltherbattlefield in disgust.
The Smoke Jaguars and Jade Falcons have been kmgaras far as
stomping on them with mechs, to truly insult thisar clan.

Known of this bothers the Hell's Hess They will continue to
produce them and use the AC/2 Carrier for fire suipas long as the
combines arms doctrine dominates their clan whetteeothers like it or
not.



AC/2 Carrier

Type/Model: AC/2 Carrier
Mass: 60 tons
Equipment: ltemMass
Int. Struct.: 24 pts Standard 06.00
Engine: 180 I.C.E. (14.00
Cruise MP: 3
Flank MP: 5
Heat Sinks: 0 Single 0.00
Cockpit & Controls: 0 3.00
Crew: 4 Members 0.00

Armor Factor: 104 pts Standard (.50

Internal Armor
Structure Value

Front: 6 28
Left / Right Sides: 6 28/28
Rear: 6 20

Weapons and Equipment Loc Heat Ammo Iteriviass

3 Autocannon/2s* Left O 90 414.00
1 Anti-Missile System Front 0 48 22.50
3 Autocannon/2s* Right 0 90 34.00

1 C.A.S.E. Equipment Body 0.00
TOTALS: 0 960.00
ltems & Tons Left: 8 .00

Calculated Factors:

Total Cost: 1,268,800 C-Bills

Battle Value: 454

Cost per BV: 2,794.71

Weapon Value: 200/ 200 (Ratio = .44 / .44)

Damage Factors: SRDmg =9; MRDmg =9; LRDnf§) =



Bulldog

Type/Model: Bulldog
Tech: Clan / 2830
Config: Tracked Vehicle
Mass: 60 tons

Power Plant: 300 Viper High Output Fusion
Cruise Speed: 54.0 km/h
Maximum Speed: 86.4 km/h
Armor Type: Snake Plate Mod 2F IV Ferro-Fibrous
Armament:
1 Series 6b ER Large Laser
2 Pattern J4 Streak SRM 4s
2 Type AP40 Machine Guns
Manufacturer: Arcadia Refit Motor Pool #1
Location: Arcadia
Communications System: Black Box Mod 3SV
Targeting & Tracking System: Xilex-2000 Mod 2

Overview

The Bulldog was a medium tank, produicg Bulldog Enterprises
during the Star League. The Bulldog did not causemof a stir when it
first became available, as there were already stymmedium class vehicles
on the market. Although the tank mounts formidatdaponry, it does not
necessarily out perform any other medium tanks.

Being a cheap and reliable vehicle entd good choice for
the second line SLDF units, so thousands of buidegre purchased
by the SLDF Quarter Master Corps.

Since most of these vehicles were byeskcond line troops a
large number survived to go the SLDF exodus froenltimer Sphere.

After the founding of the clans the&tVipers came into a
large number of Bulldogs and began refitting thbsirtsecond line
forces.

Capabilities

The Bulldog was designed to be aafetill-trades rather than a
specialist at certain types of missions, mountinly one heavy weapon and
a few secondary weapons. This was kept in mindhé&teel Viper
technicians refitting the Bulldogs.

The technicians first pulled the ECpower plant and replaced it
with a little larger 300 Viper High Output FusioFhis served two purposes
the first being Bulldogs would no longer need tbevgr amps for its main
weapon and second it would increase the top spiethe dank to 86.4 km/h.

Second they replaced the main tun@inted large laser with an
upgrade clan produced Series 6b ER Large Lasenggmuch better
striking range. The two standard SRM 4s were reqlagith two Pattern J4
Streak SRM 4s, which allows for a much lower ammiestimption rate by
these two weapons. Also the two front mounted iafdintry MGs were
replaced with lighter clan models.

The technicians also replaced theoammith the more advanced
Snake Plate Mod 2F IV Ferro-Fibrous, will addingenmore tons of armor
giving the refitted Bulldogs a new tougher hide.

Deployment

The Bulldog is mostly found in thea@ISteel Viper Touman. A few
are found in other clans, with the majority of taé®ing found in the Clan
Jade Falcon.



Bulldog

Type/Model: Bulldog

Mass: 60 tons
Equipment: ltembass
Int. Struct.: 30 pts Standard 06.00
Engine: 300 Fusion 9.00
Shielding & Transmission Equipment: 09.50
Cruise MP: 5
Flank MP: 8
Heat Sinks: 12 Single 02.00
Cockpit & Controls: 0 3.00
Crew: 4 Members 0.00
Turret Equipment: 01.00

Armor Factor: 182 pts Ferro-Fibrous 19.50

Internal Armor
Structure Value

Front: 6 50
Left / Right Sides: 6 34/34
Rear: 6 30
Turret: 6 34

Weapons and Equipment Loc Heat Ammo Iteriviass

1 ER Large Laser Turret 12 14.00

2 Streak SRM 4s Turret 0 25 3H.00
2 Machine Guns Front 0 100 31..00
1 C.A.S.E. Equipment Body 0 .00
TOTALS: 12 860.00
Items & Tons Left: 9 .00

Calculated Factors:

Total Cost: 3,173,600 C-Bills

Battle Value: 791

Cost per BV: 4,012.14

Weapon Value: 963 /813 (Ratio = 1.22/ 1.03)
Damage Factors: SRDmg = 24; MRDmg = 13; LRDBg



Demon

Type/Model: Demon
Tech: Clan / 2830
Config: Wheeled Vehicle
Mass: 60 tons
Power Plant: 220 Homer Firebox Type 3 Fusion
Cruise Speed: 43.2 km/h
Maximum Speed: 64.8 km/h
Armor Type: PanzerSlab Weave TP4/CASE Ferroekibr
Armament:
1 EMRG "Captain" Series Gauss Rifle
2 Series 2FM ER Medium Lasers
2 MPA-14 Mod. 12a Streak SRM 6s
Manufacturer: Coyote Vehicle Works
Location: Homer
Communications System: TeleCom XI
Targeting & Tracking System: Baltex K600 New Type

Overview

The Demon was the Star League's stdrfitgnting vehicle for
engaging 'Mechs after its introduction in 2716. p&esable maneuverability,
good armor, and the powerful Gauss Rifle mountetierturret, made the
Demon a match for light and medium ‘Mechs.

None as an ambush predator by its Stief#s the Demon gained
quit a reputation for taking down high and mightgah warriors.

With its fearsome reputation it isswprise the Demon is being a
refitted and new ones being produced by at leasiobihe clans.

Capabilities

Mounting ten and a half tons of PaBta Weave TP4/CASE
Ferro-Fibrous, the refitted and newly produced Desrare well-protected
for their
class. Armor is concentrated on the front of theisle, since most Demons

engaged in a head-on attacks. The sides and tamgta standard load of
armor, but the back is much more lightly protected.

The Demon carries an excellent miweapons, the most powerful
being a EMRG "Captain” Series Gauss Rifle moumnteal turret giving it a
360 degree field of fire.

For secondary fire power the Demamiea two Series 2FM ER
Medium Lasers, one mount on each side of the vefading forward. They
also possess a limited ability to turn slightly dind into the side arcs of the
vehicle. It also has two forward mounted MPA-14 Mbda Streak SRM 6s
with on ton of ammo between the two weapons, beistheak technology
keeps the low ammo amount from being a handicap.

Deployment

The refitted Demon and the new preiducclan models are being
produced in a joint effort by Clans Coyote and WG@lan Coyote is
supplying the factory for the new vehicles, whilei€Wolf is supplying a
large chunk of the resources for their productidms joint venture is
providing both clans with a potent armored vehfolethe toumans. Other
clans still retain some SLDF era Demons, with a tggrades.



Demon

Type/Model: Demon

Mass: 60 tons
Equipment: ltemMass
Int. Struct.: 30 pts Standard 06.00
Engine: 220 Fusion @0.00
Shielding & Transmission Equipment: 05.00
Cruise MP: 4
Flank MP: 6
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 3.00
Crew: 4 Members 0.00
Turret Equipment: 01.50

Armor Factor: 201 pts Ferro-Fibrous 10.50

Internal Armor
Structure Value

Front: 6 62
Left / Right Sides: 6  38/38
Rear: 6 25
Turret: 6 38

Weapons and Equipment Loc Heat Ammo Iteriviass

1 Gauss Rifle Turret 0 24 25.00

1 ER Medium Laser Left 5 11.00
1 ER Medium Laser Right 5 11.00
2 Streak SRM 6s Front 0 15 3.00
1 C.A.S.E. Equipment Body 0.00
TOTALS: 10 860.00
ltems & Tons Left: 9 .00

Calculated Factors:

Total Cost: 2,666,950 C-Bills

Battle Value: 1,177

Cost per BV: 2,265.89

Weapon Value: 1,844 /1,601 (Ratio = 1.5736}.
Damage Factors: SRDmg =45; MRDmg = 27; LRB"&



SRM Carrier

Type/Model: SRM Carrier

Tech: Clan / 2830
Config: Tracked Vehicle
Mass: 60 tons

Power Plant: 120 Niles Consolidated Fusion
Cruise Speed: 21.6 km/h
Maximum Speed: 32.4 km/h
Armor Type: PanzerSlab Weave TP4/CASE Ferroekibr
Armament:
11 MPA-14 Mod. 12a Streak SRM 6s
1 Goalkeeper Anti-Missile System
Manufacturer: Niles Vehicles Industrial Site #13
Location: Niles
Communications System: Mil-Comm #9
Targeting & Tracking System: Track Eye

LRM Carrier

Type/Model: LRM Carrier

Tech: Clan / 2830
Config: Tracked Vehicle
Mass: 60 tons

Power Plant: 120 Niles Consolidated Fusion
Cruise Speed: 21.6 km/h
Maximum Speed: 32.4 km/h
Armor Type: PanzerSlab Weave TP4/CASE Ferroekibr
Armament:
6 Type 20 "Great Bow" LRM 20s
1 Goalkeeper Anti-Missile System

Manufacturer: Niles Vehicles Industrial Site #13
Location: Niles

Communications System: Mil-Comm #9

Targeting & Tracking System: Track Eye

Overview

Ever since the development of thst fiocket centuries ago, military
units have used mobile missile systems to providap and effective fire
support.

The Long-Range Missile Carrier anel 8hort-Range Missile
Carrier are two typical examples of missile suppmits. Manufactured for
as long as anyone can remember, because easalotiioo and usage by
barely trained crews even the clans cannot igrieseaincient form of fire
support vehicles. In almost a thousasmly of usage the drawbacks
never have changed, slow and very thin-skinnede@ngaged in direct
combat, the carrier's life expectancy is measuresgconds.

Capabilities

The clan incarnation of these velsiegeproduced by the Hell's
Horses. When it was decided that they would prodlnese vehicles, it
almost become a competition between the teamsbhigans doing the
redesign of who could keep the vehicle cost effectiind cram the most
missile launchers on them. The team that finallypweeated two vehicles
that could launch massive volleys of missiles, betbeir inevitable
destruction. (This vehicle has become a kind oighunent among Hell's
Horses armor crews.)

Deployment

These vehicles are spread all thrabglclans, with the Hell’s

Horses being the only clan to producing them.



Type/Model: SRM Carrier

Mass: 60 tons
Equipment: ltemMass
Int. Struct.: 30 pts Standard 06.00
Engine: 120 Fusion 04.00
Shielding & Transmission Equipment: 02.00
Cruise MP: 2
Flank MP: 3
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 3.00
Crew: 4 Members 0.00

Armor Factor: 48 pts Ferro-Fibrous 12.50
Internal  Armor
Structure Value

Front: 6 14
Left / Right Sides: 6 10/10
Rear: 6 6
Turret: 6 8

Weapons and Equipment Loc Heat Ammo Iterivkass

11 Streak SRM 6s Front 0 105 120.00
1 Anti-Missile System Front 0 48 22.50

1 C.AS.E. Equipment Body 0.00
TOTALS: 0 1560.00
Iltems & Tons Left: 2 .00

Total Cost: 3,955,200 C-Bills

Battle Value: 1,237

Cost per BV: 3,197.41

Weapon Value: 739/ 493 (Ratio = .60 / .40)

Damage Factors: SRDmg = 110; MRDmg = 45; LRGNy

LRM Carrie

Type/Model: LRM Carrier

Mass: 60 tons
Equipment: ltemMass
Int. Struct.: 24 pts Standard 06.00
Engine: 120 Fusion 04.00
Shielding & Transmission Equipment: 02.00
Cruise MP: 2
Flank MP: 3
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 3.00
Crew: 2 Members 0.00

Armor Factor: 48 pts Ferro-Fibrous 12.50
Internal  Armor
Structure Value

Front: 6 18
Left / Right Sides: 6 11/11
Rear: 6 8

Weapons and Equipment Loc Heat Ammo Iterivkass

6 LRM 20s Front 0 60 740.00
1 Anti-Missile System Front 0 48 22.50
1 C.AS.E. Equipment Body 0 .00

TOTALS: 0 1060.00

Items & Tons Left: 7 .00

Total Cost: 4,118,400 C-Bills

Battle Value: 1,370

Cost per BV: 3,006.13

Weapon Value: 552 /552 (Ratio = .40/ .40)

Damage Factors: SRDmg = 70; MRDmg = 55; LRBNgp



Manticore Heavy Tank

Type/Model: Manticore Heavy Tank
Tech: Clan / 2830

Config: Tracked Vehicle

Mass: 60 tons

Power Plant: 240 Clan Model XT4 XL Fusion
Cruise Speed: 43.2 km/h
Maximum Speed: 64.8 km/h
Armor Type: Forging OTR17b with CASE Ferro-Fibso
Armament:
1 Type DDS "Kingston" ER PPC
1 MPA-14 Mod. 12a Streak SRM 6
1 Type XV "Crossbow" LRM 15 w/ Artemis IV
1 Series 2b ER Medium Laser
2 Series Xll Machine Guns
Manufacturer: Sheridan LM-TA 8-10
Location: Sheridan
Communications System: Build 1685 Tacticom
Targeting & Tracking System: Garret E5a

Overview

The Manticore is one of the best-destand most powerful tanks
ever created. It was also the first tank mountifRiP& as the main combat
weapon .

During the Star League era this vehwehs more commonly seen
among the Great House Forces than the SLDF Reguiaer brigades. This
was due to the Star League Quarter Master Corpsgséee Manticore as an
obsolete design.

When the SLDF force left the Inner 8ghthey actually possessed
very few Manticores of their own. Most of the Maties, which was still a
small number, that went on the Exodus were brobghiouse Regulars
who had deserted the and joined the SLDF to fightAs troops along side

the SLDF. Most of these warriors ended up in Cler 8dder, and so did
their Manticores. Star Adder Scientist decidedrafe®ing this tank in action
during the liberation of the Clan Home Worlds itmdabbe a good choice for
a production model heavy tank for their clan.

Capabilities

Mounting a large variety of weapostsyns, the Manticore is
capable of handling almost any combat situation.

The original main weapon, a PartitHRIPC, has been replaced by a
Type DDS "Kingston" ER PPC. This gives it a mucktdrerange on the
battlefield. Mounted almost as a backup main weapanType XV
"Crossbow" LRM 15 w/ Artemis IV. Its mounted on topthe main turret,
just above and behind the particle cannon. A swivalint gives it an
independent 120-degree arc of fire.

The Manticore mounts a MPA-14 Moda &treak SRM 6 as a
secondary weapon on the turret. With accurate tiaggand low ammo
consumption this system is a good choice for a&tunounted secondary
weapon. Another secondary weapon, a Series 2b ERulhd_aser is front
mounted to deal with threats when the turret weaoa busy else where.

Almost as an after thought two SeKésMachine Guns are rear
firing to deal with infantry that might try to srieap on the tank.

Deployment

Clan Star Adder is in sole positidrath Manticores that have been
produced so far, although this situation is boundhange as more are used
in combat against other clans, in trials.



Type/Model: Manticore Heavy Tank

Mass: 60 tons
Equipment: ltemMass
Int. Struct.: 30 pts Standard 06.00
Engine: 240 XL Fusion 16.00
Shielding & Transmission Equipment: 03.00
Cruise MP: 4
Flank MP: 6
Heat Sinks: 20 Single 0.00
Cockpit & Controls: 0 3.00
Crew: 4 Members 0.00
Turret Equipment: 01.50

Armor Factor: 230 pts Ferro-Fibrous 12.00

Internal Armor
Structure Value

Front: 6 58
Left / Right Sides: 6  48/48
Rear: 6 28
Turret: 6 48

Weapons and Equipment Loc Heat Ammo Iteriviass

1 ER PPC Turret 15 16.00

1 Streak SRM 6 Turret 0 15 24.00
1LRM 15w/ Artemis IV Turret 0 16 2 6.50
1 ER Medium Laser Front 5 11.00

2 Machine Guns Rear 0 100 3.00

1 C.A.S.E. Equipment Body 0.00
TOTALS: 20 1160.00

Items & Tons Left: 6 .00

Calculated Factors:

Total Cost: 8,331,200 C-Bills

Battle Value: 1,241

Cost per BV: 6,713.3

Weapon Value: 2,150/ 1,926 (Ratio = 1.735b}).

Damage Factors: SRDmg =41; MRDmg = 27; LRDid



Marksman

Type/Model: Marksman
Tech: Clan / 2830
Config: Tracked Vehicle
Mass: 65 tons
Power Plant: 130 RFUM Fusion
Cruise Speed: 21.6 km/h
Maximum Speed: 32.4 km/h
Armor Type: Slab Plate
Armament:
1 Type 31 Long Tom Atrtillery
1 Kolibri Delta Series Large Pulse Laser
Manufacturer: Lum Vehicle Facility Beta
Location: Lum
Communications System: HCFA 3035 2.0
Targeting & Tracking System: ArtFire Il CWS

Overview

The Marksman was not a hit with théd&las a fire support
artillery tank. Pleaged from the beginning witharendous reputation
among artillery crews the twenty that made it aaExodus were lucky to
be there. Buried in a Brian Cache after the decasioning of the SLDF
troops these tanks were lost until about four yagrs

The Clan Snow Raven scientist andrtetdns that found these
Marksman got permission to tinker and see if thmylat create a good
mobile gun platform for defense of a high valugistirget.

The refitted Marksman that emerged avéer cry from the twenty
that entered the Brian Cache all them years agde$igned and given a new
mission only combat will tell if the new Marksmamnhere to stay.

Capabilities

Considered a mobile artillery pieséth a top speed of 32.4 km/h it
barely can be called mobile. The tracks allow tlkiele to enter most
terrain. Its inability to outrun enemies, thougtually has it defending static
targets and giving fire support to frontline units.

With its new roll in defending statargets the armor was reduced
and the Ferro-Fibrous was replaced with standaal Blate. This move also
reduced cost for the Snow Ravens on what amourtpassible one time
refit.

The Sniper Artillery Piece of theginal Marksman was replaced
with Long Tom Artillery Pieces found in the samea&Br Cache. Giving this
refit a much loner range and higher damage potentia

The marksman's only secondary weaparkKolibri Delta Series
Large Pulse Laser mounted in a small turret moutttede rear of the
vehicle. The high rate of fire of this weapon atscbiccuracy keeps most
infantry and light armor at bay, but is not mucbtpction against a
marauding battlemech. If a battlemech gets in cévgrigh to be a threat to
this rear line fighter though the battle is notrgpwell for the galaxy
deploying this vehicle.

Deployment

All twenty of the Clan Snow Raven deployed around their
capitol city. The Not-Named-Clan and the historyalving them has given
the Snow Ravens the belief that you can never Bagagh protection.



Marksman

Type/Model: Marksman

Mass: 65 tons
Equipment: ltemblass
Int. Struct.: 35 pts Standard 06.50
Engine: 130 Fusion 04.50
Shielding & Transmission Equipment: 02.50
Cruise MP: 2
Flank MP: 3
Heat Sinks: 10 Single 0.00
Cockpit & Controls: 0 3.50
Crew: 5 Members 0.00
Turret Equipment: 01.00

Armor Factor: 96 pts Standard (6.00

S

Internal Armor
Structure Value

Front: 7 28
Left / Right Sides: 7 18/18
Rear: 7 14
Turret: 7 18

Weapons and Equipment Loc Heat Ammo Iteriviass

1 Long Tom Artillery Front 0 25 235.00

1 Large Pulse Laser  Turret 10 %.00
1 C.A.S.E. Equipment Body 0.00
TOTALS: 10 365.00
Items & Tons Left: 15 .00

Calculated Factors:

Total Cost: 2,398,000 C-Bills

Battle Value: 478

Cost per BV: 5,016.74

Weapon Value: 381/ 381 (Ratio = .80/ .80)

Damage Factors: SRDmg =22; MRDmg = 21; LRB$



Type/Model: Hades

Tech: Clan / 2830
Config: Tracked Vehicle
Mass: 70 tons

Power Plant: 280 Niles Consolidated I.C.E.
Cruise Speed: 43.2 km/h
Maximum Speed: 64.8 km/h
Armor Type: PanzerSlab Weave TP4/CASE Ferro-Fibrous
Armament:
1 Irrlicht Gamma Series Ultra AC/10
2 Type AP40 Machine Guns
Manufacturer: Niles Vehicles Industrial Site #13
Location: Niles
Communications System: Mil-Comm #9
Targeting & Tracking System: Track Eye

Overview

A result of the Hell's Horses nevedimg fascination with armored
vehicles and the waste not philosophy of the ctasslted in the Hades
MBT.

Using left over parts from other protdon lines and an used
production line at the Niles Vehicles IndustrialeS#13, the vehicle
technicians,wizards, of Clan Hell’'s Horses produaadheap and combat
effective heavy MBT. This tank is so basic it woualat even seem out of

place on the mid Zicentury battlefield, but yet has become a backlione
Hell's Horses armored forces.

The Hades has become affectionatdlga the “armored slab with
a gun duct taped to it”, by Horseman tank crewgrBhe Mechwarriors
who have to fight along side have come to respegtost basic of all
heavy tanks. The Hades was built for one purpose tmkill the enemy.

Capabilities

The power plant is a 280 Niles Coiusded I.C.E. power plant
giving the Hades a respectable top speed of 64/B,Kor a seventy ton
tank. Fuel is not a concern for the Hades witlalitsost thousand gallon tank
and ability to run on even the most unrefined idssls. One of the
Horseman from a test crews was quoted as saying.dilank enough Jaguar
Fusionaires, | could piss in this tank and it would.”

Hades MBTs are protected by twelve amalf tons of PanzerSlab
Weave TP4/CASE Ferro-Fibrous armor. This amourofor is heard of on
a seventy ton tank, giving it unprecedented praiadbr its class.

For a main weapon the Hades mouitdieht Gamma Series Ultra
AC/10 in the turret, with a respectable thirty rdarof ammunition. The
Hades one extremely unique feature is it does s®tam autoloader for the
main gun. The rounds are stored in the CASE comeant at the rear of the
turret and hand loaded into the breach by a crembee in the loaders seat.

As an anti-infantry weapon there tare Type AP40 Machine Guns
with a half ton of ammo mounted in the front of taek. These two machine
guns are controlled either by the driver, usingb@ylesighting, or by the
gunner through a video system.

Deployment

Only the Hell's Horses produce ane tiee Hades MBT at this time.
Most other clans here that it is an armored vehi@ee of second hand
parts and laugh, but when the are confronted ligrao§ Hades MBTs they
stop.



Internal Armor
Structure Value

Front: 7 60
Left / Right Sides: 7 50/50
Rear: 7 30
Turret: 7 50

Weapons and Equipment Loc Heat Ammo Iteriviass

LA : £EE = 1 Ultra AC/10 Turret 0 30 213.00

Type/Model: Hades 2 Machine Guns Front 0 100 31.00
Mass: 70 tons 1 C.A.S.E. Equipment  Body 0.00
Equipment: ltembass TOTALS: 0 670.00
Int. Struct.: 35 pts Standard 07.00 Items & Tons Left: 13 .00
Engine: 280 I.C.E. (B2.00

Cruise MP: 4 Calculated Factors:

Flank MP: 6 Total Cost: 1,875,383 C-Bills
Heat Sinks: 0 Single 0.00 Battle Value: 583
Cockpit & Controls: 0 3.50 Cost per BV: 3,216.78
Crew: 4 Members 0.00 Weapon Value: 526 /526 (Ratio = .90 /.90)
Turret Equipment: 01.00 Damage Factors: SRDmg = 14; MRDmg =9; LRDng&y =

Armor Factor: 240 pts Ferro-Fibrous 12.50



Magi

Type/Model: Magi

Tech: Clan / 2830
Config: Tracked Vehicle
Mass: 70 tons

Power Plant: 280 Type 81 Fusion
Cruise Speed: 43.2 km/h
Maximum Speed: 64.8 km/h
Armor Type: PanzerSlab Weave TP4/CASE Ferroekibr
Armament:
2 Series 2a ER Medium Lasers
2 Series IX Machine Guns
1 Irrlicht Gamma Series Ultra AC/20
2 Pattern J4 Streak SRM 4s
Manufacturer: Huntress Assy Site Z4
Location: Huntress
Communications System: Black Box Mod 3SV
Targeting & Tracking System: Hunter (3) Dedicat@d

Overview

After a scandal and early criticisra Wagi really did turn out to be
an effective tank for the SLDF.

A large number of Magi were among\Bhicles that came with the
SLDF on the Exodus and survived to the foundinthefclans. The reason
for this seems to be that no one among the wafaictipns on the Pentagon
Worlds or the returning Clans knew what the hellise it for in combat.

The majority of these vehicles fegbi@lan Smoke Jagaur hands,
how this happened is still a mystery, to everyorenghem. For a clan not
real fond of vehicles it is amazing they decidedite a refit a try, and they
didn’t due a half bad job of it. Which is even ggutgly admitted by Clan
Hell's Horse, who consider themselves the masteasmored warfare.

Capabilities

This new Magi mounts ten tons of Za8lab Weave TP4/CASE
Ferro-Fibrousarmor, which the Smoke Jaguars win in trials cderéor from
the Hell's Horses.

The Magi's main weapon is now a frmounted Irrlicht Gamma
Series Ultra AC/20, giving the new Magi the concated firepower the
original lacked. With the right and left side figibeing upgraded to two
Series 2a ER Medium Lasers. The Smoke Jaguar tgahsimanaged to
rework the new T&T system the Magi can still fireall three directions at
the same time. Also added to this new Magi wasiragbdattern J4 Streak
SRM 4s with one firing to the right and one to kb of the tank.

The twin Series IX Machine Guns ndiynfire independently of the
other weapons, since they mostly used againsttiyféimeats. These
weapons are now mounted in a lightly armored stoaiét, giving them a
360 degree field of fire.

Deployment

The Smoke Jagaurs are the only dignesent refitting the Magi,
although a rumor is making the rounds that the’sielbrses may by
planning a trial to produce this vehicle. Most ttefi Magi are found in Clan
Smoke Jagaur, with a few being found in Clan Helitsses (acquired
through trade). Any found in other clans are #tél SLDF model.



Internal Armor
Structure Value

Front: 7 52
Left / Right Sides: 7 50/50
Rear: 7 30
Turret: 7 10

Weapons and Equipment Loc Heat Ammo Iteriviass

1 ER Medium Laser Left 5 11.00

.. 1 ER Medium Laser Right 5 11.00
TypelbioEes e 2 Machine Guns Turret 0 100  31.00
Mages FONERS 1 Ultra AC/20 Front 0 25 217.00
] 1 Streak SRM 4 Left 0 25 23.00
Equipment: ltemblass 1 Streak SRM 4 Right 0 12.00
Int. Struct.. 35 pts Standard 07.00 1 C.A.S.E. Equipment Body 0 .00
Engine: 280 Fusion 16.00
Shielding & Transmission Equipment: 08.00 TOTALS: 10 1170.00
Cruise MP: 4 ltems & Tons Left: 8 .00
Flank MP: 6
Heat Sinks: 10 Single 0.00 Calculated Factors:
Cockpit & Controls: 0 S50 Total Cost: 4,502,733 C-Bills
Crew: 5 Members 0.00 Battle Value: 1,216
Turret Equipment: 0 .50 Costper BV:  3,702.91
Armor Factor: 192 pts Ferro-Fibrous 10.00 Weapon Value: 1,613/ 1,449 (Ratio = 1.331L9}.

Damage Factors: SRDmg =50; MRDmg = 23; LRDBig



Burke

Type/Model: Burke

Tech: Clan /2830
Config: Tracked Vehicle
Mass: 75 tons

Power Plant: 225 Homer GM Fusion
Cruise Speed: 32.4 km/h
Maximum Speed: 54.0 km/h
Armor Type: Homer Forge 17k with CASE Ferro-6ibs
Armament:
1 Type X "Short Bow" LRM 10 w/ Artemis IV
2 Ripper Series A1 ER PPCs
Manufacturer: Homer VPlant #66
Location: Homer
Communications System: Khan Series (Type 1)
Targeting & Tracking System: Verizon Homer 497/6

Overview

Even in the Star League days the lestatattlemech commanders
were wary of the Burke and its capability to degtdattlemech. This made
it an early target in battle, because a well plagredip of them could mess
up even the best layed plans.

So when supplies were being acquioedhfe Exodus many of the
surviving Burkes wnet with the SLDF. Some were ger@rian Caches were
they stayed, others fought in the Pentagon Warssame went with
Nichola’s second Exodus. As a testiment to theltoegs of this tank many
of these tanks fought and survived through ittalbecome part of the clans.

Clan Cloud Cobra is in position of thejority of these surviving
Burkes and has recently debuted a refitted versiahis tank.

Capabilities

The SLDF Burke could outshoot manttlemechs of the same
weight class and this has not changed in the refit.

The bulk of the originals firepowemnge from three Chalker Model
25 PPCs. These have now been replaced with twoeRPpgries A1 ER
PPCs, giving the Burke the same damage, with betteye. As a secondary
weapon Burke’s carry a front mounted Type X "Sligow" LRM 10 w/
Artemis IV, giving it another weapon that can hitang range.

The bulk of the Burke’s firepower dahmost light and medium
battlemechs before they can fire back with sigaificfire power to do much
damage.

The Burke's poor maneuverability basn addressed on the refit,
but even with the new engine its top speed is 64l km/h. This can be a
real handicap when the fighting gets in close alhgwaster battlemechs and
tanks to get behind it, hitting its lighter reamar.

As a long range fighter though tletted Burke has few equals in
its weight class whether tank or battlemech.

Deployment

The refitted burke can be found latbtigh Clan Cloud Cobra
enclaves in garrison forces defending importaesdihat may come under
threat of Trial of Possession. A few other clarasjehbegan to convert their
few Burkes to this model or something similar.



Internal Armor
Structure Value

Front: 8 50
Left / Right Sides: 8 36/36
Rear: 8 24
Turret: 8 36

Weapons and Equipment Loc Heat Ammo Iteriviass

1LRM 10 w/ Artemis IV Front 0 24 2 5.50

2 ER PPCs Turret 30 22.00
1 C.A.S.