Instructions for playing Against The Bot v2.5
Created by CampaignAnon for use with MekHQ.

This article assumes you’d like to play with the most recent, up to date rules for Against the Bot (AtB),
as such, here are the following links to download the program:

http://megamek.org/downloads

Scroll down on this page until you come to the MekHQ variant for your OS of choice, then download
the program to your hard drive, extract the .zip file. Included in the newer versions of MekHQ are the
Against the Bot rules, which should be referred to for Prisoner Exchanges and other rules as needed.
This file is currently named “rules 2.31.xls.” Starting on the next page is a Table of Contents for ease of
Reference. Also, for the greatest familiarity with the rules MekHQ uses, make sure to read the
Maintenance, Repair, Salvage and Customization chapter in Strategic Operations, the Creating a
Mercenary Unit chapter in Field Manual: Mercenaries, Revised, or if you are using the rules from
Campaign Operations, refer to the Force Operations chapter. Nothing presented in this document is
official, and is available solely as a fan resource.

Changelog:

v1.0: First version (02/21/2017). Added Part 1 (Setting up Against the Bot Rules).

v1.5: Second version (02/22/2017). Added Part 2 (Starting your first contract) and Part 3 (Extras) with
Step 3.1

v2.0: Third version (02/27/2017). Added ToC, Steps 3.2, 3.3 and 3.4. Updated Step 1.16D’s info about
lance ratios, updated Step 2.4 with info about built in GM Tools RAT Generator.

v2.1: Fourth version (02/28/2017). Added Changelog, Rule References in opening paragraph and Step
3.5 (Quirks).

v2.5: Fifth version (03/03/2017): Completed Step 3.5 Custom Quirk rules, added Step 3.6 Rerolling
Battlefield Conditions and Step 3.7 The Salvage Screen
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Part 1 (Setting up Against the Bot rules):

Step 1.1 (New Campaign Dialog):

First however, you should launch the program. If this is your first time creating a campaign, click the
“Start a New Campaign” button, and you should see something similar to the image below:

| [ o 2]
2 s s Jls Jie ]
s [ o (u 2] s]
s (v ] ® | s | ]
5 | o | =

N BE

01/01/3067

January [ >

Lnading.['.ampaign. "

Set your preferred day and date and move on to the next step. If you don’t have one, there are several
eras to choose from. If you wish to play an Introductory Technology game (that is, using only "Mechs
from TR0O:3039) then any date before 3050 might be preferable. If you want to play in the Clan
Invasion Era, then set the date from 3049 to 3060. The FedCom Civil War is 3060 to 3067, and the
Jihad Era is 3067 to 3090. After that is the Dark Age, which runs from 3090 to 3145. For this article,
the date will be the default 3067 one above.



Step 1.2 (Presets):

Next you'll choose your preset. As a new user you won’t have some of these options, but that’s okay.
To start with, we’ll choose the “Official AtB Options” preset, and modify it from there.

S

Official AtB Options
@ (Release 2)These are the default settings for the Against the Bot campaign system. As
always change them to what you like for your style of play.

CA's AtB Settings
) Used in the memeworthy Shearington Shatterer's Campaign, these rules are a somewhat
generous option for people who aren't looking for a gritty, penniless game.

TW Standard Default

This is the default settings used by MHQ. Itis intended to follow the Total Warfare line of
= rulebooks whenever possible, and for rules outside of this scope it uses Field Manual:

Mercenaries, revised rules.

Shearington Shatterers 2
- Updated 55 game for new AtB.

Simple Presets
~ This set of presets attempts
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to provide the simplest rules settings possible for those who
A HH &) - HE H— P

(i i

Ok Cancel




Step 1.3 (General Options Tab):

After choosing your preset you will get the following image:

I Campaign Option: =)

| Soecial Abilities | Skill Randomization | Rank System | Mame and Portrait Generation | Personngl Market | Against the Bot
General | Repair and Acquisition | Tech Limits | Personnel I Finances | Mercenary I Experience I Skills

Mame; |Campaigninon's Example|

Faction: Mercenary -

Use UnitRating  Unit Rating Method: \FM: Mercenaries (rev) - |

Date: Tuesday, January 1 3067

Canfirm Confirm and Save as Preset Load & Preset Cancel

This window is the aptly named Campaign Options, and I’ll go over each tab in some detail. For now
though, let’s go over the General tab. I've already changed the Unit Name, but feel free to name it
whatever you want.

Next, the faction menu. For simplicity’s sake, until you are more comfortable with MekHQ and AtB,
stick with the Mercenary faction. There are rules to play as a House or Clan unit in the AtB rules file.
After that comes the Unit Rating and Unit Rating Method options. Using the Unit Rating is
recommended, as this can determine contract bonuses and loans (covered later). The Method itself is
up to you, with the options of the rules in Field Manual: Mercenaries (Revised) or in Campaign
Operations. I'll be using the FM: Mercenaries Revised rules due to the AtB rules using its rating system
for this guide.

Thirdly is the date option, which you’ve already determined and shouldn’t change unless you want
errors to creep in.

Finally, you have the option for a different camouflage. On the downloads page for MegaMek is a .zip
file containing a large number of camo styles available, if the default ones included aren’t to your
taste. After confirming these options, we’ll move on to the next tab, Repair and Acquisition.



Step 1.4 (Repair and Acquisition Tab):

The default tab looks like the image below, but I’'m going to cover the tab in two parts to make things

clearer.

Rank System |

MName and Portrait Generation

Personnel Market | Against the Bot

Special Abilities I Skill Randomization
General Repair and Acquisition

TechLimits |

Personnel Finances

Mercenary Experience Skills

Repair

[] Use era mods for repair rolls

[ Place tech assigned to unit at the top of the list for repairs
[] After repair reset to the technician at the top of the list
Use Quirks

Damage/destroy parts by margin of failure

Margin: | 35

Equipment hit in combat survives on a roll of | 10| or better
Maintenance

Make maintenance checks

30 5| Maintenance cyde length in days

0 - Maintenance modifier
Use quality modifiers in maintenance checks
D Reverse guality names
Only damage parts that are already at worst quality (Unofficial)

[ log maintenance ralls in log file

Acquisition
11 Waiting period (in days) between acquisition rolls
Acguisition Skill: :Adminish'at'on -
Only support personnel can make acquisition checks

2+ Penalty for Clan equipment
05| Penalty for Inner Sphere equipment

2| Maximum Acquisitions Per Day (0 for unlimited)

Delivery
Delivery Time: 20 de + 0 :Days v:
Minimurn Transit Time: 1= 'Days v.

Reduce delivery time by 15 .Days = per MoS

Confirm and Save as Preset

Load & Preset




Step 1.4A (Repair and Maintenance):

The left half of the page deals with repairing your units and keeping them maintained, something
incredibly important if you want to keep going on the AtB game. I've set up some of the rules as |
recommend them already in this next example:
Repair
Use era mods for repair rolls
| Place tech assigned to unit at the top of the list for repairs
After repair reset to the technician at the top of the list
| Use Quirks

Damage/destroy parts by margin of failure
Margin: | 3
Equipment hit in combat survives on a roll of | 10 5| or better

Maintenance
| Make maintenance checdks

30 - Maintenance cyde length in days

-3+ Maintenance modifier

| Use gquality modifiers in maintenance checks
Reverse guality names
| Only damage parts that are already at worst quality (Unoffical)

log maintenance rolls in log file

In the Repair section, | tend to not use the Era Mods for Repair Rolls as the option isn’t as effective
when you’re a mercenary. Next, “Place tech assigned to unit at the top of the list for repairs” means
that whenever you go to the Repair Bay in MHQ, the tech assigned to that tech will be the first
available. The next option just resets to the tech at the top of the list. The third option is to allow units
to use the Strategic Operations Quirk rules. Finally in Repair, an option that is up to you to leave on or
off is the Damage/Destroy parts by MoF. Pretty self explanatory, but | recommend leaving it off if your
Techs are inexperienced.

In Maintenance, first we have the “Make Maintenance Checks” option, which follows StratOps’ rules
on maintenance, where part quality matters. Under this option are the Cycle length, which should be
a month for simplicity’s sake, as well as the modifier. The Maintenance Modifier is something that by
default can see your units coming apart at the seams with the Damage/Destroy option on. There are
several modifiers to use, but the -3 option is the easiest, with 0 or -1 being harder. Next up is the
Quality Modifiers in maintenance checks, which means better parts are easier to maintain. Thirdly, the
reverse quality names isn’t necessary, unless you want your best parts to have A quality, rather than F
quality. The last two options are pretty self explanatory.



Step 1.4B (Acquisition and Delivery):

Below is an image of how | normally set acquisition rolls:
Acquisition
1 5= | Waiting period (in days) between acquisition rolls
Acquisition Skill:| Administration -

| Only support personnel can make acquisition checks

2 == | Penalty for Clan equipment
0 - | Penalty for Inner Sphere equipment

2 | Maximum Acquisitions Per Day (0 for unlimited)

Delivery
Delivery Time: 25 ds + 0= Days
Minirmum Transit Time: 15| |Days -

Reduce delivery time by 1+ |Days -« | per MoS

These are all pretty self explanatory, but if you want to make as many acquisition rolls per day as you
want, feel free to set it to 0.

Step 1.5 (Tech Limits):

This tab is pretty simple, though | should stress that unless you are running a really, really high end
campaign, or you are beating the Clans like a rented mule, you should leave the “Pay for Clan Parts
and Equipment” option off. This is due to how good Clan equipment is, and how rare it should be in

Mercenary hands.
/| Limit Units and Parts by Year
/| Disallow extinct units and parts
Allow the purchasing of Clan units and parts
/| Allow the purchasing of Inner Sphere units and parts

Only allow canon units for purchase

Maximum Tech Level:| Experimental i w

| Use amme by type (Unoffidal)



Step 1.6 (Personnel):

Most of these options stay as default, especially the salary portion, though | do increase the NonCom
multiplier to 1.5. The rest are pictured below. | do recommend that unless you want to see oddities
like toddlers with small arms skills rivaling trained infantrymen, you turn off conception.

Use Tactics Skill as Commander Initiative Bonus

Use Individual Initiztive Bonus
Use Toughness

Use Artillery Skill

Allow Special Abilities

Use Pilat Edge

Allow Implants

Capture Prisoners in Scenarios

Default Prisoner Status: Prisoner v
Use higher-precision skill level averaging

IUse Advanced Medical Rules (Unoffical)
IUse Dylan's Random XP (Unoffical)

1+ Days to wait between healing checks by doctors
15 | Days to wait for natural healing

15| Minimum number of hits for wounded crews and infantry

Randomize the number of hits received by crews and infantry
Tougher Healing

IUse procreation (Unofficial)

IUse procreation without a relationship (Unoffical)

Display children in the person panel

[] Log Conception and Birth

Log Saver - Use Reassign instead of Remove/Assign



Step 1.7

(Finances):

Aside from increasing the cost of Clan parts to 2.0, rather than 1.0, this page stays the same for the
most part. Once your unit owns their own DropShip and JumpShip, you should turn off the “Pay for
transportation” option, otherwise you’ll have to pay to transport those two vessels. I'd recommend
turning it off even if you just have a DropShip, otherwise transit costs skyrocket.

e T O O O O O O ™ O I . I ™

Step 1.8

Pay For Parts 2,00 == Clan tech price modifier
Pay For Mew Units Value of used parts

Pay for personnel salaries 0.10 = A Quality

Pay for averhead expenses 0.20 = B Quality

Pay for unit maintenance 0.30 = C Quality

Pay for Transportation 0.50 1= D Quality

Allow selling of units 0,70 1= E Quality

Allow selling of parts 0.90 = F Quality

Pay for personnel recruitment 0.33 = Value of damaged parts
Limit loan parameters by unit rating 0.50 = Reimbursement % (as decimal) for cancelled orders
IUse percentage based maintenance costs (Unofficial)

Infantry Don't Count for Contract Pay

(Mercenary):

This tab leave as the default. These options work well.

Step 1.9

(Experience):

| tune XP awards like the following image:

-

2k
15

155

,_.
4k

¥P for each completed scenario

XP for every

¥P for every

¥P for each 12 rolled on a successful task

¥P for each 2 rolled on an unsuccessful task

¥P for every
¥P awarded to the selected negotiator for a new contract

¥P awarded to each administrator every Monday for the work of the previous

4w

Ak

104

kills

Ak

successful tasks

active month{s) on a 2d6 roll of greater than or equal to | |

week(s)

| also edit the XP costs at high levels of skills, making the points required for 9+ be the previous rank

+20.

Step 1.10 (Skills):

Leave these as is, there’s no change necessary.



Step 1.11 (Special Abilities):

Leave as is as well, unless you want to edit the Natural Piloting/Gunnery SPAs to make them
purchasable. If so, set those SPAs to 60 XP apiece, because of how game changing they are.

Step 1.12 (Skill Randomization):

Another one to not make any changes with, unless you want to really get into the nitty gritty of skill
work. Until you’re really comfortable with AtB, or you want that randomness, leave these as alone for
now.

Step 1.13 (Rank System):

By default as a Mercenary, this is set to the Star League system, though you can change this to any
system you want, or create your own.

Step 1.14 (Name and Portrait Generation):

| prefer to have portraits for everybody, and on the Megamek downloads page you can get various
portrait packs to give your pilots personality... ish.

Step 1.15 (Personnel Market):

Unfortunately, aside from the Dylan’s Method option, the market types will only generate one or two
people per week. So to make sure you have a good amount of pilots on hand, you may want to use the
following settings:

Market Type: Dylan's Method -

/| Display a report when market refreshes

Random & Dylan's Elite Removal 10
Random & Dylan's Veteran Removal 8
Random & Dylan's Regular Removal &
Random & Dylan's Green Removal 4

Random & Dylan's Ultra-Green Removal 4

Weight for Dylan's Method to choose most -
. 0.7
common unit type based on your forces =

Step 1.16 (Against the Bot):

This is the biggest section, so I’'m going to cut this into several sub-steps and go over each from there.
To make any changes, you’ll have to have the “Use the Against the Bot campaign rules” option on. The
Skill Level doesn’t seem to have any appreciable effect on games themselves, only the forces as part of
a contract. Though Elite does seem to mess with the RNG a small amount.



Step 1.16A (Unit Administration):

| use the following options in my games most of the time.
Unit Administration

|se share system
Exclude large craft from share value
All personnel have shares
| Treat Aero pilots like Mechwarriors
Do retirement/defection rolls at contract completion
| Customize retirement rolls
Track unit fatigue
| Use leadership skill
| Track original unit
V| Use Aerospace
| Use vehides
| Clan OpFors use vehides
| Instant delivery from unit market
| Display a repart when contract market refreshes

| Display a repart when unit market refreshes

While the share system has its merits, if you're customizing retirement rolls to reduce retirement
(which you absolutely will want to do), it doesn’t need to be on. Treating Aero pilots like
"Mechwarriors means those Aero pilots will keep track of their original fighter. Turn off Retirement on
contract completion, otherwise you’ll start bleeding pilots after every contract. Additionally, if you
want to game the system, turn on “Customize retirement rolls” which happen every year or so, and
make it so your pilots can’t retire, so you won’t lose amazing pilots because they (sensibly) want to
retire on their salaries. The rest of the rules are pretty self explanatory.



Step 1.16B (Contract Operations):

This portion is relatively simple. The higher your intensity, the more often you fight, so you can change
this number from 1 to fight more or less battles.

Confract Operations
Contract search radius (light years): o0 -2

/| Variable contract length
Merc company size limits
Restrict parts by mission
Limit lance deployment by weight
| Limit lance deployment by size
Unit organization:
| Use commander strategy
Base number of lances: =

-

Per rank of strategy: =

| Adjust contract payment for deployment limits
Intensity: 1.3

Chance of battle by role:

Fight: 45%
Defend: 25%
Scout: 65%
Training: 13%

“Company Size Limits” penalize you for being too big relative to your Unit Rating, which means if
you’re a C rated unit but a regiment in size, you suffer, which seems odd.

Step 1.16C (RAT Generation):

This is down to player preference, though with the addition of the MHQ RAT Generator, you have the
option of just using that, and it rolls on an era appropriate table.



Step 1.16D (Scenarios):

Settings are as follows:

Scenarios

Double enemy vehides

OpFar lance type ratios:

Meks: | 3 Mixed: | 35 Vehides: | 3=

| Allow enemy VTOLs

| Adjust lance weight for player vehides

| varied weight distributions by faction
Use DropShips

| Use weather conditions

| Use light conditions

| Use planetary conditions

| Random enemy capture

If the application tends to
hang when starting a game in
MegaMek or does not transfer
all units or settings, Try
increa=sing thi= wvalue.

Delay timer

500 =

For the love of all that’s holy TURN OFF DOUBLE ENEMY VEHICLES, unless you want to drown in a
battalion of Scorpions, it needs to be off. The Lance ratios listed here will give you an even mix of lance
types, so you won't face just vehicles forever. However, these settings mean that you will more likely
face enemy 'Mechs than not. If you’re having trouble facing mostly ‘Mechs, feel free to turn the ‘'Mech
ratio down to 1. The rest are pretty self explanatory, but if you have difficulties with the conditions,
you can turn them off, and random enemy capture is also pretty optional.



Step 1.17 (Saving your Preset):

Once you have all the Against the Bot Options to your liking, click the “Confirm and Save as Preset”
option, which will bring up a menu like this:

==

itle: CampaignAnon's Example

Homebrew Against the Bot rules.

Title your Preset, enter a short description then hit OK.



Part 2 (Starting your first contract):

Step 2.1 (Splash Screen):

Once you save your preset, MekHQ will present you with a screen similar the one below.
File Marketplace Reports View Manage Campaign Help

Current Location GM Mods
Outreach Advance Day
on planet, 0% charged Alow Overtime

4 Daily Log
H
Tuesday. January 1 3067

TOSE | Eriefing Room I Interstellar Map | Personnel I Hangar I Warehouse | Repair Bay | Infirmary I Mek Lab I Finances I Overview|

I My Campaign

Contract market updated

Unit market updated

I've shrunk it a bit so that everything fits relatively closely in this first picture. Feel free to click on the
tabs to see what they do, but for now, it’s going to be pretty empty.

Step 2.2 (Adding Starter Funds):

For this article, I’'m going to create a company of BattleMechs and their pilots. Before we do anything,
since this company of 12 pilots and ‘Mechs will be received “for free” at the start of unit creation, turn
on GM Mode at the top of the screen, and then go into the Campaign Options and turn off “Pay for
Personnel Recruitment” on the Finances tab. This will let you hire your starting pilots for free. Next
we’ll need to set up some capital to start with after we hire our pilots. | recommend a starting bankroll
of 20 Million C-bills, which offers a comfortable cushion in case you have problems. Go over to the
Finances tab on the main splash page, which looks like the following image:

Current Location L GM Made J
Outreach
on planet, 0% charged I Allow Overtime ]
|TDBE|B' f I ; Fi : 1 Daily Log
riefing Room | Interstellar Map | Personnel | Hangar | Warehouse | Repair Bay | Infirmary | Mek Lab | Finances | Qverview N
Balance Sheet [ Add Funds (GM) ][ Get Loan Tuesday,
Date Category Motes Debit Credit Balance Manage Assets (GM)

Contract

Het Worth.eu.ueeeswssnnnnan a
LT B 0 Unit mart

Cash.iiiiviannnnnn i}

Spare Parts....... a

Ligbilitie8..cueeanena a

LOBNS..uneeannnnnn a

Monthly Profit.eeeesvanses 4]

Monthly InCOmMEe..seseansns 4]

Contract Payments.... 0

Monthly EXpensesS...ceaeeas 4]

Salaries....ceennnnnn a

Maintenance. .coeauass a

Overhead. cvuvennanaan a




Since we have GM Mode on, the “Add Funds (GM)” button is available to click. Click on that and you
will get a screen similar to below. I've already entered the amount, what type the amount is, and why.

20,000,000 Starting Capital Blc2's cavalier's Starter Fund

Add Funds

Step 2.3 (Creating your pilots):

Now that we have funds, it’s time to create our unit’s original CO and pilot corps. To do so, click on
the “Marketplace” drop down menu, then scroll to “Hire” and then click on “MechWarrior” once that
submenu comes up. You should see the following image before clicking on “MechWarrior”:
Reports View Manage Campaign Help

Personnel Market

Contract Market...

Unit Market...

Ship Search... + | Personnel | Hangar | Warehouse | F

T - T T S —

Purchase Unit
Purchase Parts

Hire Personnel in Bulk

Hire » Mechwarrior

Astech Pool ! Aero Pilot

Medic Pool ' Wehicle Driver
|| Mawal Driver

After bringing up the Hire MechWarrior menu, you should see a menu with options like this:

Kezekia Romero

. A Medchwarrior

Randomize Name B Age: Piloting/Mech:
Gender: Gunnery/Mech:
Randomize Portrait A - Status: Small Arms:

e Toughness:
Choose Portrait B ey Edge:
Injury Penalties:

Edit Statistics (GM)

Regenerate (GM)

Hire Close

Alright! | got Mister T! Well, he’ll be our CO. Before we go anywhere else on the page, | want to talk
about the “Regenerate (GM)” option. This completely tosses out the pilot data for a completely new
one, so you can hit that until you get a pilot you want for your first twelve.




Next though, we’re going to hit the “Edit Statistics (GM)” option, which will let you tinker with this
pilot’s skills, name, and fluff info. The image below has the basics of this new window.

MName: Lawrence Tureaud Random Mame Skills | Abilities
Mickname:  Mr. T Piloting Mech 4+ Level: 4t=| Bonus: (==
Geniers ‘Male .| Gunnery/Mech 3+ Level: 5 Bonus: | 0/
' : Piloting/Aerospace - Level: 0 Bonus: 0=
Phenotype: |Freeborn [ Clanner O - .
[[] Gunnery/Aerospace - Lewel: 0| Bonus: 0=
Birthdate: MNovember 11 3030 36 years old . .
] s [7] Filoting/Ground Vehide - Level: 0| Bonus: 0=
R 2 !, | [[] Piloting/vTOL - Level: 0 Bonus: 0=
Original unit: | M 151 . z
.rlglna unit: |ene =) = [] Piloting/Maval - Level 0~ Bonus: 0=
MNone : :
L 2 [[]  Gunnery/vehide - Level: 0~ Bonus: 0=
[¥7] Founding member 1 shares o ) - -
[] Piloting/Aircraft - Lewel: 0~ Bonus: | =

As you can see, I've changed the CO’s name. Also, I've increased his Piloting and Gunnery to 3/4, up
from 4/5, as well as given him 2 points of Toughness, which interacts with an optional MegaMek rule
to lower the Target Number of Consciousness checks by that amount. Currently, Mister T doesn’t have
an original unit, but I'll add one later, once | have all the pilots and ‘Mechs generated. Once you're
done editing the CO, hit “OK” in this window, and that brings us back to our first window, with Mister
T’s stats.

Next, click on the drop down menu that currently says “None” and scroll down to the Captain rank,
like so:

Ers0

Lawrence Tureaud
Mechwarriar

Piloting f Mech:
GunneryfMech:
Small Arms:
Toughness:

Edge: 0

Injury Penalties: E

Master Sergeant
Lieutenant 1G

Regenerate (GM)

Hire Close

After selecting Captain, click “Hire”, and you’ve got your CO! After that, | recommend your next two
hires be your two other Lance Leaders, both of whom should be Lieutenants. After that, you’ll need to
create the other 9 pilots, and | generally give them the rank of Sergeant. Once you have your pilots
hired, you’ll need to generate your initial "Mech roster.



Step 2.4 (Generating your BattleMech roster):

This step is (relatively) simple. Roll on an era appropriate Random Assignment Table (RAT) for your
starting company. These RAT’s can be found in many BattleTech products, such as Era Reports or Field
Manuals. Another RAT source is the unofficial Xotl’s RAT Tables, which cover 3025-3050 based off of
canon information. This RAT is available here: https://dl.dropboxusercontent.com/u/357573/3028-
3050%20Random%20Assignment%20%26%20Rarity%20Tables%209.1.pdf

There is also the option of the GM Tools RAT Generator, which allows you to choose a faction and roll
on that RAT for the designated year, rather than using an outside source. This option is under the
Manage Campaign drop down menu.

Additionally, you can also choose to use custom unit variants in place of standard ones. So as not to
confuse, | won’t be using any custom units, just know that you have the option.

For this article, I’'m going to be using the Periphery and Mercenary, with a little bit of the FedCom and
Lyran Alliance RATs from Era Report: 3062. For a bit of fluffiness, I'm going to have 2 Assaults, 2
Heavies, 6 Mediums and 2 Lights. Once you have 12 "Mechs rolled (or chosen, | won’t judge), click on
the “Marketplace” menu, like below:

File [Marketplace| Reports View Manage Can

Cu Personnel Market
Out Contract Market...

or g

Unit Market...

TOE Ship Search... '| Personne
Pers Purchase Unit - | View:
[ | Purchase Parts

Ra _ _ Skill L.
Hire Personnel in Bulk
Liel Hire k| veteran
Liey Astech Pool r Elite
Ser Regular
Ser Medic Pool b Yeteran
Sergeant Soma Ambokile Green
Sergeant Abdikarim Thenga Regular
Sergeant Ivana Murovic Green
Sergeant Arev Kukulev Regular
Sergeant Lori Tanaka Regular
Sergeant Zofia Grabowska Veteran
Sergeant Akolo Leilani Regular

Then select the Purchase Unit option, which will bring up a new window. My first ‘Mech that | rolled
was Mr. T’s Battlemaster BLR-3M, which is an Assault "Mech. | changed the weight class to Assault,
while searching for that exact chassis and model. The output is on the following page.


https://dl.dropboxusercontent.com/u/357573/3028-3050%20Random%20Assignment%20%26%20Rarity%20Tables%209.1.pdf
https://dl.dropboxusercontent.com/u/357573/3028-3050%20Random%20Assignment%20%26%20Rarity%20Tables%209.1.pdf

e u

. [ 1 4
nit Type: | Mek - |~ BattleMaster BLR-3M
Neight Class:| Assault - I5 IW non-box set
| ) 85 tons

earch: Battlemaster BLR-3M BV: 1,879
Cost: 8,939,693 C-bills

Advanced Search Clear Sogurce: Clan Invasion

Model Chassis Weight BV Year  Price Movement: 4/6
z Engine: 340

) Ba eMaste a] ] 679 149 a b
BLE-3M (R... |BattleMaster 85.0 1818 3057 5,187,593| | |Pouble Heat Sinks: 13 [38]
Gyro: Standard Gyro

m

Internal: 130
Armor: 2327263

Internal Armor
Head

Center Torso 2

=1 L
(&)

Center Torsoc (rear) 11
Right Torseo 18

P

Right Torsoc (rear)

Left Torao 13

[
o o o O

| |Left Torsoc (rear)
Right Arm 14
Left Arm 14
Right Leg 1z
Left Leg 1z

=

[=3]

L I S T U I N ]
=

o

Weapons Loc  Heat
Machine Gun L a
ER PEC RR 15
SRM & LT 4
Medium Laser LT 3

T Medium Laser LT 3

Buy (TM: Impossible+) Add {GM) Close

Currently, we can’t buy this ‘Mech due to the fact that the unit doesn’t have any Administrators. That’s
okay, we’ll add those later on. For now, just click the “Add (GM)” button, for your commander’s ‘Mech,
as well as the remaining 11 you rolled up.



Step 2.5 (Assigning Pilots to 'Mechs, and "Mechs to Forces):

Step 2.5A (Assigning Pilots to "Mechs):

Now that we have our company of 12 ‘Mechs, we’ll need to assign pilots to them. If you’re not already

on it, go to the Personnel tab now. Select your CO, and right click on his bar, like so:

| TO&E | Briefing F.oom | Interstellar Map| Personnel | Hangar I Warehouse | Repair Bay | Infirmary I Mek Lab |

Personnel Type: :Ar_ﬁue Personnel

w» | View: | General

Rank

Change Secondary Role

Set Salary...
Assign to Unit

K As Pilot ¥

BattleMaster BLR-3M

Choose Spouse (Mate) ! Mone Cerberus MR-V2
Spend XP r Gallowglas GAL-1GLS
Set Edge Triggers r War Dog WR-DG-02FC
Special Flags... r Griffin GRF-3M

Change Portrait...
Change Biography...
Change Callsign...
Edit Personnel Log...
Add Single Log Entry...

Woalverine WVR-TD
Centurion CN3-D
Bushwacker BSW-52
Stealth 5TH-1D
Mightsky MNG5-45

Assign Kill... Wolfhound WLF-2
Edit Kill Leg... Battle Hawk BH-K305
Export Personnel

Sack...

GM Mode *

Mame Skill Level Raole IUnit Assignment Faoro
dechwarrior i

Lieutenant 5G  Sal Change Rank y Mechwarrior Maone
Lieutenant 1o  He Mechwarrior Mone
Sergeant Mit Change Rank System ¥ Mechwarrior Mone
Sergeant Boi Change Status b Mechwarrior Mane
Sergeant Sol . Mechwarrior Mone
Sergeant Ab Imprison Mechwarrior Mone
Sergeant Ive Free Mechwarrior Maone
Sergeant Are . Mechwarrior Maone
Sergeant Lor Recruit Mechwarrior Maone
sergeant Zo] Change Primary Role  * Mechwarrior Maone
Sergeant Ak - Mechwarrior Mone

Obviously, this has a fair few options available to us, but right now we want two options. The first,
which | have highlighted, is “Assign to Unit.” This will let us place our pilots in their respective ‘"Mechs.
I’'m putting Mr. T in this BattleMaster BLR-3M. Also, since this is the easiest time to do so, in this same
menu, go to the “Special Flags” option, and mark your CO as the “Commander.” This affects rolls and
unit size later on. Assign the rest of your pilots to any "Mech you choose, then go over to the TO&E
tab.



Step 2.5B (Assigning ’"Mechs to Forces):

Assuming you haven’t made any changes, the TO&E tab is going to look pretty barren, like the image

below:
Current Location
COutreach
on pianef, 0% charged

TOE | Briefing Room | Interstellar Map I Personnel | Hangar I \

My Campaign

That’s okay, we’re going to make it pop in a moment. First though, let’s go ahead and right click on the

“My Campaign” box, which will bring up the options you can see below.

Current Location
Cutreach
an manet, 1% charged

TOAE | Briefing Room | Interstellar Map | Personnel I Hangi

- My Campaign

Change Description...
Add Mew Force...
Add Unit s

Change Force lcon...

Change Name...

Deploy Force r

Rermowve Force

Feel free to change top level force name at any time. This is your mercenary unit’s name in the
organization. You can also change the Force Icon, which denotes unit size or type. For now though,
let’s just click on “Add New Force.” To keep the organization straight, this should be the top level of
your forces currently, so call it a company. Once you name the unit and hit “Okay” the Force will not
be immediately visible. To make it show up, double click on your very top level unit, and it will appear,

like the image on the following page.



Current Location
Cutreach
an manet, 1% charged

TOSE | Briefing Room | Interstellar Map | Personr

Next, we’ll need to add three sub forces to this unit. Follow the previous steps, except these are
lances, so add them to “The T Company” (or whatever you end up calling your unit), and you should

get this, after double clicking on your company:

Current Location
Cutreach
o mianet, 0% charged

TORE | Briefing Room I Interstellar Map | Pei

B Baracus Lance
D Clubber Lance
B Maohawk Lance

Now that we have our lances, it’s time to add units to those lances. Right click on your first (or
command lance), and then click on “Add Unit.” You will get the screen on the following page. Add your
Captain, and in this case I'm going to add the Cerberus, War Dog and Gallowglas to Baracus Lance.




Current Location
Qutreach

on pisnet, 0% charged

TORE | Briefing Room I Interstellar Map I Personnel | Hangar I Warehouse | Repair Bay I Infirmary I Mek Lab | Finances

Cluk

)
o

Change Mame...
Change Description...
Add New Force..,

Add Unit k

Change Force Icon...
Deploy Force I

Remove Force

Captain Lawrence Tureaud, BattleMaster ELR-3M
Sergeant Mitch Zahakis, Cerberus MR-V2
Sergeant Boulus Azhar, Gallowglas GAL-1GLS
Sergeant Sonja Ambokile, War Dog WR-DG-02FC
Lieutenant 5G Sara Perrier, Griffin GRF-3M
Sergeant Abdikarim Thenga, Wolverine WVR-TD
Sergeant Ivana Murovic, Centurion CN9-D
Sergeant Arev Kukulev, Bushwacker BSW-52
Sergeant Lori Tanaka, Stealth STH-1D
Lieutenant JG Hernmuc Bitok, Mightsky MG5-45
Sergeant Akeolo Leilani, Wolfhound WLF-2
Sergeant Zofia Grabowska, Battle Hawk BH-K305




Follow the previous instructions to add your first Lieutenant to your second lance, and then your
second Lieutenant to the third lance. Once that’s complete, each lance of four ‘'Mechs should look
similar to the image below. (Except for the War Dog’s terrible skills)

TOBRE | Briefing R.oom | Interstelar Map | Personnel | Hangar | Warehouse | Repail

Sergeant Mitch Zahakis (4/5), Cerbearus ME-12

“ Sergeant Boulus Azhar (3/4), Galowgbs GAL-IGLS

sergeant Sonja Ambokile (6/7), War Dog WK -OG02AC

With that, your TO&E is complete for now. As you accumulate more 'Mechs, pilots, and vehicles, you
can expand your TO&E however you want.



Step 2.6 (Support Staff):

Now that we have our combat personnel and ‘Mechs squared away, we need to move on to the next
part of the equation. There are three major support staff types. These are Doctors, Techs, and
Administrators. To start with, we’ll cover Doctors. | prefer to have 1 doctor per 3pilots, so that each
person that’s injured has enough doctor time to heal up properly, and | can take on prisoner healing as
well. We'll add Doctors the same way we added "Mech pilots earlier:

Marketplace| Reports View Manage Campaign Help

Personnel Market
t Contract Market...

| Unit Market...
Ship Search... EI Personnel | Hangar | Warehouse | 1
Purchase Unit ~ | View: |General —
| Purchase Parts
i Skill Level Raole
Hire Personnel in Bulk P T I
Hire r Mechwarriar
Astech Pool ' Aero Pilot
Medic Pool ' WVehicle Driver
‘geant Soma Ambokie Maval Driver
‘geant Abdikarim Thenga _
‘geant Ivana Muraovic VTOL Pilot
‘geant Arev Kukuley Vehicle Gunner
‘geant Lori Tanaka _
'geant zuﬁa Grabulhlska EET.HE .lﬂl.rml:lr Fl|||:|t
geant akolo Leilani Soldier |

Proto Pilot
Conventional Aircraft Pilot
Vessel Pilot

Vesszel Crewmember
Vessel Gunner
Hyperspace Mavigator
Mech Tech

Mechanic

Aerc Tech

Battle Armor Tech
Astech

Doctor

Medic
Adrmin/Command
Adrnin/Logistical
Admin/Transport
Admin/HR



Next, Administrators. For a unit of this size, and for simplicity’s sake, just hire one of each of the four
Administration types seen above. Each of the four deal with different aspects of contract work and
upkeep on your pilots, for the HR Admin.

Step 2.6A (Technical Staff):

In the same way you’ve hired everyone so far, hire 12 "Mech Techs. You can also use the “Hire
Personnel in Bulk” option to save time, but this option doesn’t allow you to customize the Techs, so
you’ll have to do that later. Once you’ve got your techs hired, go to the Hangar tab, and select the
mech at the top of the list. Right click on that unit, and you should get the image below:

|TD&E | Briefing Room | Interstellar Map | Persunnel| Hangar | Warehouse | Repair Bay | Infirmary | Mek Lab | Finances | Qverview

LInit Type: :AJI Lnits - View: :General -
Mame Type Weight Class Status Assigned to

BattleMaster BLR-3M fd=l A IUndamaged Captain Lawrence Tureaud
Cerberus MR-V2 Change site 3 IUndamaged Sergeant Mitch Zahakis
Gallowaglas GAL-1GLS g N Undamaged Sergeant Boulus Azhar
War Dog WR-DG-02FC wap ammo Undamaged Sergeant Sonja Ambokile
Griffin GRF-3M Repair Status » Undamaged Lieutenant 3G Sara Perrier
Walverine WVR-7D ) Undamaged sergeant Abdikarim Thenga
Centurion CN9-D Mothball Unit Limdamacnd Sarmonn T i
Bushwacker BSW-52 Assign Tech ' Sergeant Umaira Jalil (Regular, Orn)
Stealth STH-1D Show Last Maintenance Report Sergeant Abbudin Maghdud Khel (Veteran, Om)
Nightsky NG5-45 ’
Waolfhound WLF-2 Customize ! Sergeant Jay Aczukile (Regular, Om)
Battle Hawk BH-K305 Set individual camo Sergeant Marion bin Usama (Regular, Dm)

Tag as a custom unit Sergeant Hugues Snow (Veteran, Om)

Edit Quirks Sergeant Carol Ata (Regular, Orn)

Edit Unit History... Sergeant Shameka Svejda (Regular, Om)

Sergeant Anna-Christina Ja=ger (Regular, Dm)
Rermove all perscnnel

Sergeant Bogdashha Barazbiev (Regular, Om)

Mame Unit

Sergeant Kathleen Akiyama (Regular, Om)
Sell Unit Sergeant Summer Obadele (Green, Om)
GM Mode | Sergeant Morbert Lindsey (Regular, Om)

Since this is my CO’s mech, I’'m going to assign a Veteran tech to the BattleMaster, and the other
Veteran on the Cerberus. While you can assign the same Tech to multiple "Mechs, since you have
enough techs at this point, just give each "Mech its own technician.

Step 2.6B (Astech and Medic Pools):

For your Doctors and "Mech Technicians to be able to do their jobs properly, they will need support
from Medics and Astechs, respectively. Doctors are considered at full strength when each Doctor has
four (4) Medics, and each "Mech Tech has six (6) Astechs. There are two ways of filling these teams.
The first is hiring personnel in bulk like you’ve done previously, but I've noticed tracking all those
personnel can bloat the save file pretty heavily once you start expanding your unit out. The other
option is on the Marketplace drop down menu, as shown on the next page.



Marketplace| Reports View Manage Campaign Help

Personnel Market

I

t Contract Market...

*

| Unit Market...

g Ship Search... zl Personnel | Hangar I Warehouse | Repair Bay

: Purchase Unit v | View:  General -

T Purchase Parts

3 _ ) Skill Level Raole LInit Assig

i R Regular Mech Tech Bushwacki

f Hire L4 Veteran — Mech Tech Cerberus b
Astech Pool L4 Hire Astechs tl
Medic Pool I Release Astechs

‘geant Hogdashna Barazbiey Bring All Tech Teams to Full Strength

-geant Summer Obadele

-geant Morbert Lindsey Release All Astechs frem Pool "

This option will add Temp Astechs and Medics (as shown on the bottom of MekHQ), that work, though
they don’t gain any experience so you can turn them into real techs, they also don’t bloat the file
severely, as once you start approaching regimental levels, you can have almost a thousand Astechs.
After you bring both sets of Teams to full strength, be sure to go back into Campaign Options and turn
“Pay for Personnel Recruitment” back on in the Finances tab.



Step 2.7 (The Warehouse):

Now that we’ve got personnel, "Mechs, and have them assigned, now we need to fill the Warehouse
with some essential parts. Go to the Warehouse tab, and you’ll see a blank page currently, but we’re
going to change that. First, hit the Marketplace menu, and go to Purchase Parts. This new window is
below:

[ Purchase Part =)

Type: AJI Parts

Filter:

MName Tech Cost Ton Target #5Supply  #Transit  # Orde...

Medium Laser s 40,000 1.0 3+
Medium Laser Prototype 15 40,000 1.0 4+

15 100,000 5.0 44

15 11,250 0.5 3+
Small Laser Prototype 15 11,250 0.5 4+
Large Pulse Laser 15 175,000 7.0 Impossible
Large Pulse Laser Proto... 15 175,000 7.0 Impossible
Large X-Pulse Laser 15 275,000 7.0 Impossible
ER. Large Laser 15 200,000 5.0 Impossible
ER. Large Laser Prototype 15 200,000 5.0 Impossible
ER. Medium Laser 15 80,000 1.0 Impossible
Medium Pulse Laser 15 50,000 2.0 Impossible
Medium Pulse Laser Pra... 15 60,000 2.0 Impossible
Medium X-Pulse Laser 15 110,000 2.0 Impossible
small Pulse Laser 15 16,000 1.0 Impossible
Small X-Pulse Laser 15 31,000 1.0 Impossible
Small Pulse Laser Protot... 15 16,000 1.0 Impossible
ER. Small Laser 15 11,250 0.5 Impossible
Blazer Cannon 15 200,000 9.0 Impossible

15 200,000 7.0 Impossible

15 200,000 7.0 44

15 200,000 7.0 44

15 300,000 7.0 Impossible

15 300,000 6.0 Impossible

15 150,000 3.0 Impossible

15 250,000 10.0 Impossible

15 14,000 0.25 Impossible

7.500

15 1.0 3+
Buy in Bulk Buy Add (GM) Close

As you can see, some parts are impossible for now, and that’s okay. What we’re going to focus on right
now is adding Armor, Heat Sinks, Ammunition, and a few Weapons.
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Step 2.7A (Armor):

Change the Part Type to Armor, and you’ll have a standard list to choose from. If you have several
units Ferro-Fibrous armor, note that down. Right now though, we’re going to start with 50 tons of
Armor, so that you always have a little bit in reserve. If you have a lot of "Mechs with Ferro-Fibrous,
swap to 25 tons of Standard and 25 of Ferro, so you have both. Select the Armor type, and hit “Add
(GM).” Luckily, Armor is added in 5 ton lots.



Step 2.7B (Heat Sinks):

Next, we’ll want to add Heat Sinks. Change the Part Type to “All Parts” and search for Heat Sink. This
should look like the image below. If all of your mechs have only Single Heat Sinks, be sure to get those
Singles, and vice versa. | recommend 20 to 30 Heat Sinks to start with.

| Purchase Part ==
Type: All Parts .

Filter: |Heat Sink|

-~

Mame Ton Target #5Supply  #Transit  # Ordered

1 Compact Heat Sink 1.5 Impossible
2 Compact Heat Sinks 3.0 Impossible
Aero Double Heat Sink 15/Clan 1.0 Impossible
Aero Double Heat Sink 15/Clan 1.0 Impossible
Aero Heat Sink 15/Clan 1.0 3+
Aero Heat Sink 15/Clan 1.0 3+

Double Heat Sink Protot. .. 15 .0 Impossible
Heat Sink 15/Clan 1.0 I+

O o=l O O o O O O
O o=l O O o O O O
o ofslo O o o oo

Buy in Bulk Buy Add (GM) Close

Step 2.7C (Ammunition):

This is one that’s going to be tricky, as it depends solely on what units you have. | recommend 4 tons
of ammunition per ’Mech per weapon, excluding Streak Launchers, 2 tons per. So if you have 3
mechs with a Gauss Rifle, you should have at least 12 tons of ammunition for them.

Step 2.7D (Weapon Spares):

Also varies, but | don’t recommend you have a lot, since you’re playing a mercenary. Go with a half
dozen Medium Lasers and one or two examples of each weapon you have more than one of.



Step 2.8 (Contract Generation):

Now that we’ve got the unit set up, let’s go to Contract Generation. First, click on the Briefing Room
tab, then click on the Marketplace drop down menu and then select the Contract Market option. The
Contract Market window looks like the image below:

& Advance % | 2515 Signing Bonus % | 05| Share % | 205

Employer Enemy Mission Type

Mercenary (Free Worlds League) Saiph Triumvirate Recon Raid
Federated Suns Capellan Confederation Objective Raid
Draconis Combine Pirate Pirate Hunting

Generate (GM) Remove Accept Close




You'll likely have a few contracts generated already, but go ahead and generate 4 more with the GM
mode. Here are my generated contracts below. I've chosen an Extraction Raid for the Free Worlds
League against the Lyran Alliance.

4
[V] Pay MRBC Fee Advance % | 255 Signing Bonus % | 05 Share % | 205 o Mew Contract
Contract Name Mew Contract

Employer Enemy Mission Type Employer:

Free Worlds League
Mercenary (Free Worlds League) Saiph Triumvirate Recon Raid

Federated Suns Capellan Confederation Objective Raid
Draconis Combine Pirate Pirate Hunting
Federated Suns Word of Blake Objective Raid Location:
Federated Suns Clan Mova Cat Planetary Assault
Federated Suns Word of Blake Objective Raid
Exctraction Raid Ally Rating: Regulaz/D

Enemy Rating: Regular/D

Start Date: 03/18/3067
Contract length (months): 4

Enemy: Lyran Rlliance

Mission Type: Extraction Raid

Eilenburg
Days (Jumps) to Location: 76(10)

Overhead Compensation:
Command Rights:

Transport Terms:

Salvage Rights: 502
Straight Support: 0%
Battle Loss Compensation: 40%
Required Lances: 2 Lance(s)
Base Amount: 23,145,500
Overhead Amount: +9,376
Straight Support Amount: +
Transportation Amount: +1,870,000
Total Contract Amount: 25,024,876
Signing Bonus: +0
MREC Fee: -1,251,243
Met Amount: 23,773,633
Advance Money: 6,256,219
Monthly Amount: 4,379,353
Estimated Total Profit: 19,779,133

Generate (GM) Remove Accept Close

Ill go over each portion of the contract here. The Mission Type is an Extraction Raid, which is
enumerated upon in more detail in the AtB rules document. Next are the Ally and Enemy Ratings,
which determine the skills and qualities of your ally and enemy forces. Both sides are Regular skilled,
D rated units, which means they have okay pilots and decent "Mechs. Next we have Overhead
Compensation, which are incidental costs like food and the like. Next are Command Rights, which
don’t have too much of an effect in AtB, beyond whether you'll have an allied bot during missions, or
extra units that join you on deployment. Transport terms covers how much it will cost you to transit to
your contract’s location. Salvage rights determines how much of the equipment you capture you can
keep. Straight Support is how much your employers cover your technical costs, and Battle Loss
Compensation is how much your employer will pay for repairs. All of these are covered in more detail
in Field Manual: Mercenaries Revised.

To keep Contracts straight, before you accept the Contract, make sure to give it a name. | prefer to
name them after the Planet and Type. So this contract would be the “Eilenburg Extraction Raid.” After
naming the Contract, hit Accept, and then Close. On the Briefing Room page, make sure to place your
units in the Assignments required in the Contract on the bottom right.



Step 2.8A (Transiting to your contract’s objective):

Now that we’ve accepted our contract, we need to get to our target. Luckily, the contract was nice
enough to include travel time in it. First, go to the Interstellar Map tab, pictured below. Enter your
target planet in the Find Planet box, and hit Enter/Return. This will select the planet. Next, hit
Calculate Jump Path. Once you have the Jump Path calculated, then click Begin Transit.

TOSE | Briefing Room | Interstellar Map | personnel | Hangar | Warehouse | Repair Bay | Infirmary | Mek Lab

Finances | Overview

ind Planet: Ellenburg

Vindemiatrix

Haddings

Milkon

Alchiba

Afleir

Aquileia Tyrfing

Talitha

Remulac
Van Diemen IV

Path .. L Begin Transit

Athenry

Nirasaki

o @EF""
Cillbourn Saffel

Fomalhaut
New Eaith gigj

. Epsilon Indi
. Epsilon Eridani .

. Terra Firma
[

Hall

This will start your journey to your target. Once you’re ready, click Advance Day. If you want to

Summary
Total jumps:

Transit Time (Start):

Transit Time (End):

Total Recharge Time:
Total Time:
Total Cost:

Full Path

Outreach (176 hours)
Hechnar (177 hours)
Castor (187 hours)
Wyatt (183 hours)
Gacrux (205 hours)
Algorab {162 hours)
Rahne (175 hours)
Hyde (177 hours)
Arcadia (LC) (172 hours)
Dar-es-Salaam (172 hours)
Eilenburg {194 hours)

10 jumps

3.32 days from Outreach to
Jump point

4.62 days from final jump
point to Eilenburg

67.13 davs

75.07 days

1,700,000 C-bills

advance multiple days at a time, click on the Manage Campaign drop down menu and hit Advance

Multiple Days, as shown below.

File Marketplace Reports View [Manage Campaign] Help

Current Location
Cutreach

on mianet, 41% charged

TOSE | Briefing Room | Interstellar b

i=iru:| Planet: Eilenburg

You’re on you’re way to your first contract!

Show GM Teools Dialog
Advance Multiple Days

Randomize Bloodnames All Personnel

Mass training

Infirr




Part 3 (Extras):

Step 3.1 (Adding Additional Forces):

Once you reach your destination and engage in fights, you can add additional lances to a battle by
going to the TO&E tab, and right clicking a Force, and scrolling through the options as below.

EE?--G Baracus Lance

Change Mame...
E}'D Change Description...
Add Mew Force...

Add Unit L4

Change Force Icon...
Deploy Force K Eilenburg Extraction Raid * Hide and Seek (Attacker)
Remove Force Ereakthrough (Attacker)

These units will be initially deployed as Reinforcements, that take (12-Average Walk/Cruise Speed of
the force) — 1 for Jump MP turns to arrive. So if you have a lance of 4/6/4 '"Mechs you want to help

you, they will take ((12-4)-1) = 7 turns to arrive. If you want to deploy as a unified force, you can edit
the deployment like so in MegaMek:

Griffin GRF-3M

EE Tons

Deploy before round 7 View...
Configure...
Edit Damage...
Wolverine WVR-7D
55 Tons Configure all
uirks: +1f-1 -
Eeplﬂ'-lr bE];Qre round 7 Set individual camo
Delete...
Centurion CH3-D Randomize L
50 Tons
u Quirks: +1f-0 Change Cwner 4
Deploy before round 7

Swap pilots with *



Griffin GRF-3M
Equipment | Deployment | Quirks

Deployment Round: ;Before round 7w |

Deployment Zone: [E=RARE R -

Deploy Hull Down  [peforeround 1 /=
Before round 2

Deploy Prone Before round 3
Before round 4
Before round 5
Before round &
Beforeround 7 =

You can do this for all of your mechs, just be aware that Against the Bot determines matches by lance,
not by company, and it does BV balance. So if you have a High BV lance, you may end up fighting a low
of less skilled, but more numerous opponents.

Step 3.2 (Chase Missions):

Currently, Against the Bot does not apply a turn penalty to Player and Bot Defenders on chase
missions, so these have to be added manually. You can edit the enemy Bot’s units exactly like you edit
your own units deployment wise. First, if you don’t know the speed of the enemy unit, right click on it
and click View, like so:

Cauldron-Born (Ebon Jaguar) C

View...

Configure...
Ma Edit Damage...
Configure all

Set individual camo

Delete...
Mz Randomize >
75
Change Owner >
Swap pilots with >

Equipment L4
Wu
&0 Save Quirks for Chassis

Save Quirks for Chassis/Model



As we can see below, the Cauldron-Born C moves 5/8.
Cauldron-Beorn (Ekon Jaguar) C
Clan TW

65 tons

BV: 2,085

Cost: 18,467,281 C-bills

Source: TRO 3058 - Clan Invasion

Movement: 5/8

Engine: 325 XL

Doukle Heat Sinks: 13 [26]
Gyro: Standard Gyro

Internal: 104 (Endo-Steel)
EArmor: 182/211 (Ferro-Fibrous)

From that, we can work out the necessary modifier to its deployment turn. This would be ((12-5)-0) =
7. After bringing up the Configure window for the Cauldron-Born, you would change the "Mech’s
deployment to be before Turn 7, like the image below:

Piot | Equipment | Deployment | Quirks | Partial Repairs

Deployment Zone: .Use Owners™ v.
Deploy Hull Down [
Deploy Prone =

Now that we’ve changed the deployment for this first ‘Mech, make sure to do it for all of the Bot’s
units.

Step 3.3 (Removing Scenarios):

If you have a Scenario type that you just don’t like, or if the scenario doesn’t play properly, you can
remove this scenario. To do so, you will need to have GM Mode on. Then right click on the scenario, as
in the image below, and mouse over GM Mode, and click Remove Scenario. This will remove the
scenario from the list.

Victory
Hold the Victory
Stand U GM Mode P Remaove Scenaria

Breakthi UL A CEOReT VICTLT §



Step 3.4 (Repairs):

After your first engagement, you’re probably going to be faced an image similar to the one below in

your Repair Bay.

|TD&E | Briefing Room | Interstellar Map | Personnel I Hangar | Warehou5e| Repair Bay | Infirmary I Mek Lab I Finances | Dverviewl

[ Mass Repair /Salvage ][

Instant Mass RepairSalvage al

Do Task

= Target
Name Type Status 00 . e Site -
Dragonfly (Viper) D Mk 11 Mek Undamaged 1 0Transp Al .
Ryoken (Stormcrow) Prime #£4 Mek Light Damage 4 0Transp...
Thor (Summaner) Refits 2 #2 Mek Undamaged 3 0Transp... |- _ .
Wulture (Mad Dog) Leon 2 #6 Mek Undamaged 1 0Transp... Repairs | Acquisitions
Supernova (Standard) Mek Undamaged 3 0Transp...
Ryoken (Stormcrow) Prime ... Mek Moderate Da... 4 0Transp...
Daishi (Dire Wolf) Wallen 6 #4 Mek Light Damage 0Transp. .. P 8i
Mad Cat (Timber Walf) Pryd... Mek Undamaged 2 0Transp... N Gouss Am”fi <hats ne;:ed
15 minutes
- n Reload LRM 15 Ammo Bin
LRM 15 Ammo, 3 shots needed
Internal: 152 15 minutes
Armor: 2257307
Internal Armor s
Replace Armor (Standard)
Head 3 9 Left Leg, 12 points
Center Torao 31 &0 minutes, Green (-4)
Center Torsoc (rear) 14
Right Torsc 21 Replace Armor (Standard)
Bight Torac ([rear) 10 Right Leg, 2 paints
Left Torso 21 13 10 minutes, Green (-4)
Left Torso (rear) 10 =
Right Arm 17 26 Replace Armor (Standard)
= - Left Arm, 25 points
Left Rrm 17 3 125 minutes, Green (-4}
Right Leg 21 [ R
Left Leg 21 29
Replace Armor (Standard)
Right Arm, & points
Weapons Loc Heat 40 minutes, Green (-4)
EE. FEC LA 15 e
Medium Pulse lLaser LA 4 MMM Reolace Armor (Standard)

»

m

Show All Ted

While you're free to use the Mass Repair/Salvage option as seen in the image, | recommend that you
instead repair each component one at a time. This allows your best techs to work on parts, and your
techs will actually finish repairs in a timely manner. Also, as we can see by this example, | have several
"Mechs that need repairs. If you assigned a technician to ‘Mech, such as the Dragonfly at the top of
the list, that needs only minimal repairs, that Technician can work on other units without issue, such

as this Daishi.



Step 3.5 Custom Quirk rules (option):

NOTE: Nothing in this section is official rules wise. Please do not construe any assertions found here
to be fact or canon.

With the release of the BattleMech Manual and the TRO: 3145 series, most, if not all BattleMech
chassis now have quirks assigned to them for use. There are some examples missing from MegaMek
currently (These are Barrel Fist, Directional Torso Mount, Fine Manipulators, Good Reputation,
Nimble Jumper, Rugged, Stabilized Weapon, Ubiquitous and Slow Traverse), the rest are in game
already. If you want to match canon, you can use the quirk listing from the BattleMech Manual to give
the designs you own their canon quirks.

However, if you want to apply quirks that design does not normally have, such as Combat Computer or
Improved Targeting, there aren’t really any rules in Strategic Operations for adding them beyond point
balancing, which can be hard to make sense of, since you’re unlikely to want negative quirks. To that
end, | have a dual C-Bill/Tech check method that allows for quirks to be added to designs. This section
is still in development, so it may change between versions.

First, you'll need to pay a C-Bill cost for the modification. For individual weapon quirks (these are
Accurate Weapon, Fast Reload, Improved Cooling Jacket, and Jettison-Capable Weapon), the cost is
50,000 C-Bills per point of damage the weapon deals, with a modifier of 1.5x for Clan components.
This would be expressed as (50,000 x Weapon Damage). For example, if you wanted to add both
Accurate Weapon and Improved Cooling Jacket to a Medium Laser (5 damage), both Quirk
modifications would cost 250,000 C-bills apiece, for a total of 500,000-C-Bills. The same modifications
to a Clan ER Medium Laser (7 damage) would be 525,000 C-Bills apiece, for a total of 1,050,000 C-Bills.
If you wish, for whatever reason, to make C-bill costs for modifications more expensive, you can add a
multiplier that increases the C-Bill cost per quirk. So the first quirk would be at 1x, while the second
would be 2x and so on.

After paying the C-Bill cost, you'll next need to make an associated Tech roll. If you're working on a
"Mech, this would be the "Mech Tech skill. A Vehicle would need a Vehicle Tech roll and so on. This roll
is made at the Tech’s skill + 4, with an additional modifier of +2 for Clan technology. Using a Veteran
Tech with 5+ skill to modify the Medium Laser from earlier, they would need to roll a 9 (5+4) or better
to successfully complete the modification. If the same tech was working on a Clan ER Medium Laser,
they would to instead roll an 11 (5+4+2) or better.

The rules for adding chassis wide Quirks follow the same rules, though their costs are different. These
costs are listed below:

Anti-Aircraft Targeting: 4 million C-Bills

Barrel Fist: 1.5 Million C-Bills per limb modified
Battle Computer: 6 Million C-Bills

Battle Fists: 3 Million C-Bills

Combat Computer: 8 Million C-Bills

Cowl: 3.5 Million C-Bills

Directional Torso Mount: 6 Million C-Bills
Distracting: 1 Million C-Bills

Extended Torso Twist: 5 Million C-Bills



Fine Manipulators: 1 Million C-Bills

Hyper Extending Actuators: 2 Million C-Bills

Improved Communications: 2.5 Million C-Bills

Improved Life Support: 2 Million C-Bills

Improved Sensors: 3 Million C-Bills

Improved Targeting: 6, 8, and 10 million C-Bills per range band for Short, Medium and Long
Multi-Trac: 4 Million C-Bills

Protected Actuators: 3 Million C-Bills

Rumble Seat: 500,000 C-Bills

Searchlight: 50,000 C-Bills

Stabilized Weapons: 2.5 Million per weapon, or 10 million per limb
Variable Range Targeting: 5 Million C-Bills

Vestigial Hands: 500,000 C-Bills

Omitted from this list are some quirks that cannot be purchased for a Chassis, and are intrinsic to their
design. These quirks are:
Command Mech
Compact Mech

Easy to Maintain

Easy to Piloting

Good Reputation
Modular Weapons
Narrow/Low Profile
Nimble Jumper
Overhead Arms
Reinforced Legs

Rugged

Ubiquitous

Step 3.5A (Failing Quirk Modifications):

In the event that a Quirk Modification roll is failed, the weapon or chassis immediately gains 1
negative quirk that cannot be removed. For Weapon modifications, roll 1d6 and consult the following
list:

1: Inaccurate Weapon

2: Exposed Weapon Linkage

3: EM Interference

4: Poor Cooling Jacket

5: No Cooling Jacket

6: Nonfunctional

Regardless of the roll, you can spend a point of Edge (if the Tech has any), to reduce the roll by 1.

For Chassis Modifications, the failed modification is more complex, though some have an obvious 1-1
connection.



Anti-Aircraft Targeting and Battle Computer: Sensor Ghosts. Additionally, AA Targeting may also
suffer the effects of Poor Targeting, as detailed below

Combat Computer: Cooling System Flaws

Cowl: Cramped Cockpit, Difficult Ejection, No Ejection System, Poor Life Support and Weak Head
Armor. Roll 1d6, using Cramped Cockpit as 1 and No Ejection System as 6.

Extended Torso Twist: Roll 1d6. On 5-6, apply No Torso Twist

Fast Reload: Ammunition Feed Problem and Static Ammo Feed. Flip a coin, and apply heads or tails.
Improved Targeting and Variable Range Targeting: Apply Poor Targeting to the appropriate range
band, or roll 1d6 and divide by three for Variable Range Targeting, with (1-2) applying to short range,
(3-4) to Medium and (5-6) to Long.

Reinforced Actuators: Weak Actuators or Hard to Pilot

Some Negative Quirks are, like their positive counterparts, intrinsic to the design itself. These are:
Bad Reputation

lllegal Design

Non-Standard Parts

Obsolete

Oversized

Prototype

Weak Legs

Step 3.6 (Rerolling Battlefield Conditions):

If your lance or force leaders have points in the Tactics skill, you will presented with a choice to reroll
Battlefield Conditions such as the Terrain (Map Type), Map (the specific map from the Terrain Type),

Light Conditions and Weather. In the image below, you can see the original map options.
Chase (Defender)
Status: Pending

@ Shield Lance, Mallet Company, Command Battalic

Clan Wolf Enemy Start: 5

Scenario Type: Chase (Defender)

Deployed Unit: Shield Lance, Mallet Company,
Terrain: Hills

Map: Hills-craters

Map Size: 18x70

Light: Daylight

Weather: Clear

Wind: Storm

Fog: More

Flayer Start: 5

5 Rerolls Remaining

Victory Conditions:
Must prevent at least 50% of enemy f1



While you can’t see my units nor the enemy’s | have a series of jumping BattleMechs in this lance,
while the Bot has a primarily groundbound force. For a chase mission, this choice of terrain and map
type is pretty ideal, so I'm going to keep it. However the weather is pretty rough because of the storm,
so | think I'll see what weather | can get. With 5 rerolls, | have lots of options. But let’s see what | get
first. To reroll, click the check box(es) next to the option you want to reroll, then click the (in this case)
button saying “5 Rerolls Remaining.” Below, I've rerolled.

Chase (Defender)

Status: Pending

@ Shield Lance, Mallet Company, Comn

| Clan Wolf Enemy Start: 5

Scenario Type: Chase (Defer
Deployved Unit: Shield Lance,
Terrain: & Hills

Map: & Hills-craters
Map Size: 18x70

Light: & Daylight
Weather: & Clear

Wind: Calm

Fog: Maone

Player Start: S

i 4Rerolls Remaining |

Thankfully, with that reroll, I've lowered the wind conditions and not added a blizzard or something.
You can reroll as many options as many times as your rerolls hold out.

Step 3.7 (The Salvage Screen):

After you complete a mission, you'll see a pop up like the one below:

| I VWeather: I:l Clear

coversaerms 5]

egep more than S0% of -

Chservations:

0 Winner controls the battlefield after the battle.

If under the Observations note, it says that the Winner (or Defender or what have you) controls the
battlefield and you’ve won. Click yes. MekHQ then loads the image on the following page as a
separate popup.



Instructions

Plea=se check the =status of all deploved units. Any marked a=s a "Total
Lo=s=s" will be removed from the hangar. You can also manually edit

damage suffered to each unit.

Total it
Loss

Man 0" War (Gargoyle) Herk 2 [ | viewunit || Editunit |

Light Damage

Vulture (Mad Dog) Leon 2 #4 [ | viewunit || Editunit |

Undamaged

Marauder IIC (Standard) [ | viewunit || Editunit |

Marauder IIC I[Standard}#l I:l [ View Unit ] [ Edit Unit ]

Undamaged A

Masakari (Warhawk) C Mod & [ view Uit ] [ Edit Unit ]

Undamaged

Mad Cat (Timber Wolf) Pryde Delta 7] | viewunit || Editunit |

Undamaged

Rycken (Stormcrow) Prime #8 & [ T ] [ Edit Unit ]

Undamaged

Black Hawk (Nova) Prime [ | viewunit || Editunit |

Undamaged

Ryoken (Stormcrow) Prime £6 [ [ View Linit ] [ EslitLinik ]

Undamaged

Ryoken (Stormcrow) Prime £5 [ [ View Linit ] [ Edit Linit ]

Undamaged

<< Bacdk Mext == Finish

This first page shows the units that | deployed on this mission. Two stars of my "Mechs, in this case. As
we can see, | haven’t taken any crippling losses in battle, though my Gargoyle and a Marauder IIC have
taken some damage. On this page, any units that you sent out that are rendered combat disabled
(those would be marked Inoperative, while a totally destroyed (a ’"Mech that has lost all of its Center
Torso structure) unit would be marked as . You can click on View Unit to see the condition of
each BattleMech. Let’s go ahead and click Next>>. The next image will be on the following page.




Instructions

Please check the status of all deployed personnel. Any marked as MIA or
EIA will be removed as active personnel, but may be made active again
from the personnel table.

Feodora Zilberov
Black Hawk (Nova) Prime (Sheaningfon s Shatterers)

@

Zarek Keller
Mad Caf (Timber Walf) Pride Delta (Shearingfon s Shatferers)

a

Melissa
Man O War (Gargope) Herk 2 (Shearingfon s Shatierers)

@

Jasaon
Marauder I {Standard) £2 (Sheanington’s Shatterers)

@

Brandon Hamid
Marauder IC {Standard) (Shearingfon’s Shatterers)

@

Christina
Masakari (Warhawk) C Mod (Bhearingfon’s Shatferers)

a

Sheila Daniel
Ryoken (Sformorow) Prime £5 (Shearingfon s Shatterers)

@

Po-sin Sanghi
Ryoken (Sformorow) Prime £6 (Bheaningtons Shatterers)

@

Deninis
Ryoken (Sformorow) Prime £8 (Shearington’s Shatterers)

@

Grisha Paschenko
Vil e M Dare) [ enn 2 #4 (Cheariarfan s Shaffererns)

a

This is the status of the pilots involved in the battle. This page specifically covers whether pilots have
taken any hits or have died in the battle, so we can move on to the next image.



Instructions

The following battlefield salwvage has been identified. Check any
galvage units that yvou wish to claim. If this scenario is part of a
contract mission, then vou will only be able to salvage a certain
percentage of the total walue of all units, as stipulated in your
contract. The wvalue of salvage recovered by you or your employer
carries over from each scenarioc in the same contract.

Total value salvaged (Mercs): 158,445,474 C-gils
Total value salvaged (Employer): 2,250,308,677 CBills
Percentage: 6% (max 60%E)

DGrifﬁn GRF-15 [ 7] Escapes [ View Unit ][ Edit Uniit ]
{4,398,466Cbils) Undamaged

& Mad Cat (Timber Wolf) Prime  [/] Escapes [ View Unit ] [ Edit Uniit ]
{40,120, 392Chills) Undamaged

DA.rcherARC—EW [7] Escapes [ view Unit ][ Edit Uniit ]
{13,467,853C-bills) Undamaged

& Mad Cat (Timber Wolf) D Escapes [ view Unit ] [ Edit Uniit ]
(39,752, 155Cbills) Light Damage

- Fenris (Ice Ferret) B [ 7] Escapes [ View Unit ] [ Edit Uniit ]
{10,648, 742C-hills) Crippled

1 Pouncer Prime [] Escapes [ View Unit ] [ Edit Unit ]
{6,541,916C-hills) Crippled

& Black Hawk (Nova) B [7] Escapes [ view Unit ] [ Edit Uniit ]
{16,486,839C-bills) Undamaged

& Uller (Kit Fox) Prime Escapes [ view Unit ] [ Edit Uniit ]
{8,434,073Cbills) Undamaged

T Puma (Adder) B Escapes [ View Unit ] [ Edit Unit ]
{11,318, 725Chills) Light Damage

T Puma (Adder) Prime Escapes [ View Unit ] [ Edit Unit ]
{11,498,694C-hills) Undamaged

I Puma (Adder) Prime #2 Escapes [ View Unit ] [ Edit Unit ]
{11,418, 716C-bills) Undamaged

T Dragonfly (Viper) C [] Escapes [ View Unit ] [ Edit Unit ]
{3,280,827Chills) 5zlvane

1 Pouncer Prime #2 [] Escapes [ View Unit ] [ Edit Unit ]
{58,403, 552Chills) Crippled

F Ryoken (Stormcrow) Prime [] Escapes [ View Unit ] [ Edit Unit ]
{4,108,469Chills) Szlvane

F Loki (Hellbringer) A [] Escapes [ View Unit ] [ Edit Unit ]
{5,445, 728Cbills) Szlvage

As we can see from the units here, | beat up a significant number of Clan "Mechs without taking too
much damage myself. Any unit marked as Escapes is a unit that | can’t salvage, though the Fenris that



escaped actually is missing a Foot and Lower Leg actuator, so I’'m not sure how it ran away. At any rate,
here you can view any units you’ve destroyed, to determine whether you’d like salvage any of the
units you destroyed. I’'m always in the market for Ryoken parts, so let’s look at that one.

Ryoken (Stormcrow) Prime
Clan IW

55 tons

BvV: 2,088

Cost: 14,771,113 C-kills

Source: TRO 3050 - Succession Wars

Movement: 5/8

Engine: 330 XL (& hits)
Double Heat Sinks: 22 [44]
Gyro: Standard Gyro (4 hits)

Internal: 36 (Endo-Steel)
Armor: 35/75 (Ferro-Fibrous)

Internal Armor

Head

Center Torso
Center Torsoc (rear)
Right Torso

Right Torsoc {rear)
Left Torso

Left Torac (rear)
Right Arm

Left Arm 9 18 BLOWH OFF
Right Leg
Left Leg 13 g

Lower Leg

Weapons

+EE Large Laser
+ER Medium Laser
+ER Large Laser
+EE. Medium Laser

Oof. Well, it’s pretty dead. Luckily, the arms are intact, which will net me a pair each of Clan ER
Medium and Large Lasers, plus the remaining armor can be handy, along with whatever Double Heat
Sinks Survived. To salvage it, click the checkbox to the left of the ‘Mech’s like the image below, then
click Next>>

EEEES

Ryoken (Stormcrow) Prime Escapes I View Unit I I Edit Unit I
{4,108, 469Chills)

F Loki (Hellbringer) A || Escapes I View Unit I I Edit Unit I
(5,445, 723C-bills)




Captured Persor |
Instructions

Please check the status of all deployed personnel. Any marked as MI4 or
EIfA will be removed as active personnel, but may be made active again
from the personnel table.

Captured

Marea D
Archer ARC-5W (Tlan Wolf) §

Londaon [
Biack Hawk (Mova) 8 {Tlan Wold

Tekeste
Dragonfy (Viner) C (Clan Wolf

Hanno
Fennis {Tee Ferret] 8 (Clan Wolf

Paiva
Griffin GRF-15 (Tlan Walf

Lenare

Lok (Helbringer) A (Clan Wolf]

Thi-Thuong
Mad Cat (Timber Wolfl O {Clan ol

Derla
Mad Caf (Timber Waolf) Prime (Tlan Wolf

Marka
FPouncer Prime 22 {Tlan Walf]

Alysa
FPouncer Prime {Clan Woalf

Here we have the Captured Enemy Status page. If there are any pilots you’'d like, click the button to
the right of Dead. Additionally, if you have Random Enemy Capture on, some pilots or personnel will
already have the checkbox filled. Go on to our next to last page.



Instructions

Please review the assigned kills for each unit and change, remove, or
add any assigned kills as desired. Cmly units that were destroyed or
unakble to escape are claimable as kills.

Kill Claimed by
Pouncer Prime #2 (Clan Wolf) :Eergeant Jason, Marauder IIC (Standard) #2

Dragonfly (Viper) C (Clan Walf) :Lieutenant 1G Melissa, Man Q' War (Gargoyle) Herk 2
Loki (Hellbringer) A (Clan Wolf) :Sergeant Christina, Masakari (Warhawk) C Mod

Ryoken (Stormcrow) Prime (Clan Wolf) :Sergeant Erandon Hamid, Marauder IIC (Standard)

Pouncer Prime (Clan Wolf) Lieutenant JG Melissa, Man O' War (Gargoyle) Herk 2

Cancel << Back Mext ==

Here on this page MekHQ will take the kills made during the MM game and assign them to your pilots.
Note that if you have Abandon Vehicles options on, that the units whose crews and "MechWarriors
punch out do not have the kill assigned, so it’s up to you to either turn that option off, or keep track of
those units manually to be assigned later. The next page shows the last image of the Salvage Screen,
the After Action Report. Here, the Recovered Units and Personnel shows that | recovered everything
and everyone | sent out, and | don’t have any lost equipment or MIA or KIA personnel, and came back
with a Ryoken. You can fill in the After-Action Report, though this is more if you were playing a GM
curated campaign, rather than an AtB game. Feel free to make notes either way. In this case, | won’t
though. After you’re done, click Finish.



Resalution: | Victary -

Rewards Claimed

After-Action Report

Recovered Units

Man O'" War (Gargovle)
Herk 2

Yulture (Mad Dog) Leon 2
%4

Marander IIC (Standard)
Marauder IIC (Standard)
¥2

HMaszsakari (Warhawk) C HMod
Mad Cat (Timber Wolf)
Pryde Delta

REyoken (Stormcrow) Prime
8

EBElack Hawk (Nova) Prime
Eyvoken (Stormcrow) Prime
$6

Eyoken (Stormcrow) Prime

%5

Missing Units

Salvaged Units

Ryoken (Stormecrow) Prime

Recovered Personnel

Feodora Zilberovw
Zarek Eeller
Melissa

Jason

Brandon Hamid
Christina

Sheila Daniel
Po-=2in Sanghi
Dennis

GFri=aha Paschenkn

Missing Personnel

Dead Personnel
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