
GAME-SET-UP
Lay out both BattleTech maps as shown above.

DEFENDER
The defender is a lone MechWarrior in a damaged Zeus. To rep-

resent damage su� ered in an earlier battle, the defending player 
rolls hit locations on the Front side column for four attacks against 
the Zeus, each one in� icting 5 points of damage.

These attacks are resolved before play begins. For these attacks, 
reroll any head hits and do not roll for critical hits, even if the 
’Mech’s internal structure is damaged.

MechWarrior Thompson (Piloting 5, Gunnery 4), ZEU-6S Zeus

Deployment
After the attacker’s ’Mechs are deployed, the defender may 

place his ’Mech anywhere with in three hexes of the west edge of 
the playing area, with any facing desired.

ATTACKER
Three ’Mechs stand between the wounded Zeus and its ren-

dezvous point. Fortunately for the defender, they are piloted by 
rookie MechWarriors even greener than him.

Sergeant Hoff mann (Piloting 5, Gunnery 5), JM6-S JagerMech
MechWarrior Adjani (Piloting 6, Gunnery 5), CDA-2A Cicada
MechWarrior Lucas (Piloting 6, Gunnery 5), COM-2D Commando

Deployment
The attacker sets up � rst. He can place his ’Mechs on any Clear 

Level 0 hexes within six hexes of the east edge of the playing area, 
with any facing desired.

VICTORY CONDITIONS
The game ends in victory for the defender if the Zeus can move 

o�  the east edge of the playing area or destroy all of the attack-
ing ’Mechs. If the Zeus is destroyed, the game ends in victory for 
the attacker.

SPECIAL RULES
The attackers are unprepared for the arrival of the Zeus in their 

area. To simulate their surprise, the defender automatically wins 
the Initiative in the � rst turn.

The defending ’Mech may safely exit the playing area at the 
east edge only. If it leaves the playing area at any other edge, the 
attacker wins the scenario.

Any attacking ’Mech that exits the playing area is considered 
destroyed.

VARIATIONS
Playing the scenario as a chase is a simple way to vary it. All 

the rules stay the same, but the attackers do not deploy on the 
playing area. Instead, the defender places his ’Mech on the play-
ing area � rst, then receives one turn of movement. The attackers 
enter the playing area during the Movement Phase of the second 
turn. Each attacking ’Mech enters the playing area from the west 
edge and starts its movement o�  the board, so the � rst full hex 
the ’Mech enters counts as its � rst hex of movement.

SCENARIO 3: DIVIDE AND 
CONQUER

Explosions shook the ground as the battle raged to a fever 
pitch. The two companies tore into one another with all of the 
� re-power they could muster, vaporizing armor and fusing the 
components beneath.

Slowly but surely the attackers drove a wedge into the defend-
ing force, driving it apart. The attacking force destroyed half of 
the defending ’Mech force, but lost two-thirds of its own ’Mechs 
in the process.

Unwilling to surrender and with no reinforcements within 
range, both commanders grimly ordered their remaining ’Mechs 
to hold their ground.

SITUATION
The attackers have managed to divide the defending force. This 

development gives the attackers a de� nite advantage, because 
they can concentrate their � re on one group of defenders before 
the remaining defenders come within range.

GAME SET-UP
Lay out the BattleTech and Open Terrain #2 mapsheets as 

shown on the next page. 

DEFENDER
The defending force consists of two weakened lances of three 

’Mechs each.

Command Lance
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Recon Lance
Sergeant Alvarez (Piloting 4, Gunnery 4), CLNT-2-3T Clint
MechWarrior Theissen (Piloting 5, Gunnery 4), CDA-2A Cicada
MechWarrior Jones (Piloting 5, Gunnery 4), SDR-5V Spider

Deployment
The defender sets up � rst. The ’Mechs of the command 

lance can be placed along the playing area’s west edge in any 
hexes that lie within 6 hexes of the playing area’s north edge. 
The ’Mechs of the recon lance can be placed along the play-
ing area’s east edge in any hexes that lie within 6 hexes of the 
playing area’s south edge.

ATTACKER
The attacking force consists of a single lance pieced 

together from the remnants of Seymore’s Company.

Captain Seymore (Piloting 4, Gunnery 3), AS7-D Atlas
Lieutenant Marks (Piloting 4, Gunnery 4), DRG-1N Dragon
MechWarrior Kanazawa (Piloting 5, Gunnery 4), DV-6M Dervish
MechWarrior O’Rourke (Piloting 5, Gunnery 4), JR7-D Jenner

Deployment
The attacker sets up after all the defending ’Mechs are set 

up. He can attack the defender’s lances in any order he likes. 
If he wants to attack the recon lance � rst, he can set up his 
’Mechs in the northeast corner of the east mapsheet, in the 
row of hexes numbered 1510 through 1517. If he wants to 
attack the command lance � rst, he can place his ’Mechs in the 
southwest corner of the west mapsheet, in the row of hexes 
numbered 1510 through 1517.

VICTORY CONDITIONS
The winner is the team that cripples or destroys all of the 

opposing team’s BattleMechs � rst.

SPECIAL RULES
For the purposes of this scenario, a ’Mech is considered 

crippled under any of the following conditions: one or both 
legs are destroyed, all of its weapons are destroyed, its gyro is 
destroyed, or it has taken two engine critical hits.

If a ’Mech exits the playing area for any reason, it is consid-
ered destroyed and may not re-enter the scenario.

To re� ect the defenders’ disrupted command structure, the 
defending team must subtract 2 from all of its Initiative rolls.

VARIATIONS
For a smaller (and shorter) game, remove the Grasshopper, 

Cicada and Dragon and follow all other rules.
If three players want to try the scenario, two players can share 

command of the defending side. In this case, each defending 
player controls one of the defender lances. The two players 
take turns rolling Initiative for their side. If at any time the two 
players cannot agree on which ’Mech to move or declare � re 
with, both roll 2D6. The player with the higher result decides 
the defending side’s action for the remainder of that phase.

For a more challenging (and longer) game, players can 
introduce Planetary Conditions, such as � ghting at night, or 
in a strong wind.

Full Moon Night
If a scenario takes place under such conditions, modify 

movement and combat as follows.
All Units: Apply a +2 to-hit modi� er to all weapon attacks. 
Heat: For every 20 points of heat, apply a –1 to-hit modi� er 

to any weapon attacks.

Strong Gale
If a scenario takes place under such conditions, modify 

movement and combat as follows.
All Units: Apply a +2 to-hit modi� er to all missile weapon 

attacks and a +1 to-hit modifier to all direct-fire ballistic 
weapon attacks.

Apply a +1 modi� er to all Piloting Skill Rolls.

Finally, players can introduce the concept of the campaign: a 
series of linked scenarios. Players could decide that Scenario 1 
and Scenario 3 are linked. What this might mean is that which-
ever forces survive could be brought in as reinforcements for 
Scenario 3. For example, if the Defender from Scenario 1 has 
a Catapult and a Commando that survived after winning that 
game, those two ’Mechs (in what ever condition they ended 
Scenario 1 in) are under the control of the Defender in Sce-
nario 3 and can enter along the west edge of the playing area 
during the Movement Phase of Turn 5.

STARTERBOOK: SWORD AND DRAGON
Once players have tackled all three scenarios, they can use 

them as templates to create their own scenarios. 
When players are ready to move on to larger parts of the 

Classic BattleTech universe, as well as more ’Mech designs 
and scenarios for game play, they can visit their local retailer 
to purchase Starterbook: Sword and Dragon, a companion 
volume to this box set (see Starterbooks, p. 9).



MISSION TYPES
The three scenarios in this section demonstrate how di� erent 

maps and ’Mechs can create a wide variety of play, bringing a lot 
of fun and enjoyment to each game. The Technical Readout sec-
tion of the Inner Sphere at a Glance sourcebook contains several 
additional ’Mechs not noted in these scenarios that can also be 
used. Also, as noted in Classic BattleTech: More Than a Game (see 
p. 9), the Technical Readout series of sourcebooks allows players 
to choose from a plethora of additional ’Mech designs, while the 
map sets allow for more and varied terrain.

With the depth of the Classic BattleTech universe as a backdrop 
to the game, players can wed each scenario they play to events 
and places set within the game universe. What’s more, players 
can build scenarios based directly on the most common mission 
types found in Classic BattleTech, adding another layer of realism 
to every game played. Beginning on page 35 of the Inner Sphere 
at a Glance sourcebook, players will � nd a description of the most 
frequent missions that a MechWarrior might be assigned. 

HOW TO USE THE CLASSIC BATTLETECH UNIVERSE
The following is an example of how players can take the exten-

sive background material of the Classic BattleTech universe and 
use it to � esh out their games.

This isn’t about changing the game mechanics, or how a sce-
nario is played; Total Warfare contains an entire Creating Scenarios
section, where speci� c rules are provided for various types of 
scenarios and their e� ects on game play. Instead, this is about 
bringing additional excitement to each game through the use of 
a vibrant, living universe. The example given is one of hundreds, 
if not thousands, of possible ways that players can bring the Clas-
sic BattleTech universe to life through each and every game they 
play.

Devil in the Details
While Scenario 2: Trial by Fire is perfectly enjoyable to play as 

is, players that have perused the Mission Types section of the Inner 
Sphere at a Glance sourcebook may decide that the Zeus is actually 
part of a Guerrilla Warfare campaign (see p.  36, Inner Sphere at a 
Glance) launched by House Kurita (Draconis Combine) on a House 

Steiner (Lyran Alliance) world. The players look at the Map of the 
Inner Sphere 3067 poster and decide that this scenario takes place 
on the world of Summer; see map excerpt at bottom left (� nding 
the world of Terra—a star shape at the center of the map—and 
then counting seven worlds at a left-hand angle into the blue sec-
tion to � nd the planet Summer).

While House Kurita will disavow any knowledge of the Zeus
pilot and his activities (as noted under Guerrilla Warfare, no gov-
ernment will publicly condone such actions), perhaps he is the 
commanding o�  cer of a small force inserted on-world for such 
guerrilla work and he has got key information that could link back 
to House Kurita. 

Such an incident might ultimately lead to a small-scale war 
between the two Great Houses.

More Speci� cs
All of these details are taken from information found in this 

box set. However, as noted under Classic BattleTech: More Than a 
Game, numerous sourcebooks exist that can � esh out many dif-
ferent aspects of the universe even further. For example, taken 
from Handbook: House Steiner, see Planet Details: Summer (see p. 
63) provides additional details about that world.

The planetary statistics provide some nice � avor that helps to 
create a visual image for players of what the world is like. In addi-
tion, upon reviewing the text, the players will note that the world 
of Summer has germanium deposits: germanium is one of the key 
metals used in the construction of the Kearny-Fuchida hyperdrive 
of JumpShips. With that in mind, the players can quickly massage 
the background details above to re� ect a Guerrilla Warfare cam-
paign intended to shut down those germanium mines, in hopes 
of a� ecting House Steiner’s ability to repair their JumpShips. This 
would in turn a� ect the Lyrans’ ability to prosecute any type of 
war with House Kurita. 

This level of detail adds a whole new dimension of urgency to 
the mission. The attacks on the germanium mines are not a direct 
assault against JumpShips (see JumpShips, p. 34, Inner Sphere at a 
Glance). However, if the mines are damaged signi� cantly, such a 
loss might a� ect the military and civilian sectors (i.e. critical inter-
stellar trade), hitting too close to home. If House Steiner can make 
a connection between such an attack and House Kurita, a retalia-
tory strike, if not a micro-war, would almost be inevitable.

In the End
As mentioned above, Scenario 2 is perfectly fun played as 

described on p. 59. However, by taking some additional details of 
the universe and applying them to a given scenario, players can 
create a wonderful level of urgency and realism. This in turn can 
help to transport players into the cockpits of their ’Mechs. They’re 
not simply moving miniatures around the board and tossing dice 
for a victory condition. Instead, players are � ghting across alien 
landscapes for vast star empires, and their every action could win 
or lose a world!

Under such situations, a game of BattleTech will never be just
a game.
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PLANET DETAILS: SUMMER

Warmed despite its cool sun by the grace of its rapidly thin-
ning ozone layer, Summer is a rocky, mostly barren planet that 
nonetheless drew in colonists eager to exploit its deposits of 
crude oil and radioactive metals. Infertile soil, largely incapable 
of growing suffi  cient edible crops to support the local popula-
tion, limited agricultural endeavors and forced the people of 
Summer to rely on their neighbors for food, trading on their 
vast wealth in fuels to pay their way. During the Star League 
era, Summer’s importance grew when germanium deposits 
were discovered in the Balise Mountains of the Wessler con-
tinent, but the Amaris Coup shattered many of the shipbuild-
ing facilities that had made Summer so vital. Nevertheless, 
as part of the Lyran Commonwealth, this world thrived even 
in the days when the Lestrades held the planetary throne in 
the capital city of Curitiba, on the Lestrade continent. The 
Lestrades, one of the Skye region’s more vocal proponents of 
secession, fell from grace after the death of Aldo Lestrade IV 
in the late 3020s. That event ultimately led to the ascension 
of the Hayne dynasty, which has long dominated Summer’s 
remaining continent, the polar landmass of Aberdale, where 
a number of commercial refi neries collectively control more 
than twenty percent of the planetary income.

Noble Ruler Duke Genovese Hayne

Star Type (Recharge Time) M4V (205 hours)

Position in System 1st

Time to Jump Point 2.56 days

Number of Satellites 1 (Ni� heim)

Surface Gravity 1.03

Atm. Pressure Standard (Breathable)

Equatorial Temperature 42° C (Tropical)

Surface Water 77 percent

Recharging Station Nadir

HPG Class Type A

Highest Native Life Plants

Population 2,561,000,000

Socio-Industrial Levels B-B-A-B-F


