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ell, it’s time again for the Solaris Sentinel.  I know it’s been a long two months without my witty and dry banter, but I do have quite a bit for you the reader this time in form of new announcements and stories regarding our future here as an e-zine and to the future of BattleTech as a whole.  While I must say WizKids announcement did take me back, I had been prepared for it; there were plenty of signs pointing in that direction.  I’ll leave it at that and address THAT issue later in this issue of the Sentinel.  There’s plenty to entertain you with, so sit back and enjoy!

Ross Koga

Editor and Chief

Solaris Sentinel
The Future:  The Solaris Sentinel’s Path
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Remember when I made out that mission statement a long time ago when FASA bit the dust?  Well, with the new announcement from WizKids, I’ve decided to update everyone on the status of the Sentinel and what I’m looking forward too.  It’s unfortunate that WizKids decided to make their changes, but I really feel that it’s unfair for me to judge what they are going to do on word from the Internet.  With that said, I plan to wait till the new BattleTech is released before I make my finale judgments on it.  As for the paper, well, I plan to support both versions of the game, both the “new” version as it’s been dubbed (original, I know) and the “classic” version, the BattleTech most of us know and love.  I can’t do that you say?  I can and will.  If nothing else, I can expose both branches of players to the other form of the game; the new players to the old game and old players to the new game.  Might not do any good for either side, but I hope that it will.  Then we come to the OTHER game that I have decided to pick up.  It’s called CAV (Combat Assault Vehicle) and is produced by Reaper Miniatures out of Lewisville Texas.  I have a new writer to help me organize this little adventure as well.  Kevin “General308” Shirey will be in command of the CAV section in the Sentinel, the CAV Editor.  You can check out his first addition to the paper in the separate CAV download, so feel free to read what he has to say.  I won’t go into detail in this article about CAV; I’ll just let Kevin do his thing.  So, the Solaris Sentinel now will encompass three game systems and continue giving painting tips, tricks, and techniques for ALL of them, even the plastic clicky game (yes, I WILL find a safe way to get rid of the paint on plastic minis)

Now, you might be asking, “Ross, why aren’t you all pissed off and ready to go head hunting because of what WizKids have done?”  Well, to answer that question, I’ll say that yes, I was pretty mad when I first learned of the decision, but I’ve gotten over it and have actually started to look forward to the new game.  It really gives me a chance to recruit new players into our system of things and will let me reach a wider audience than before with this here little e-zine.  I mean, although it really sucks that things have been changed, there really was a need for that, considering the fan base was dwindling slowly but surly.  Did I want a scale change for the minis?  Nope, never ever.  This makes the old minis, well, old.  You can still use them for your own pick up games, but not in any wizkids stuff.  But, I must say that if they do it right, the new minis will rock at the scale they are set to be on.  You can check out the CAV minis in General’s articles.  That scale is AWESOME!  Great detail and quality.  If WizKids can follow the same, they might still convert a few of the hard line fanatics. 

But as a “reporter”, I must say that my stance is neutral regarding all of this.  There are positives and negatives to any issue, especially one as hot as this one.  I would really like to play with the new system before I condemn it or embrace it.  It is only fair.  So, now we whole up and prepare for the time between now and next year when the new game is unveiled.  Let’s have a good one!
Ross Koga

Editor and Publisher
Interview with Randall Bills
Answer with as little or as much info as you can (preferable more, readers like more =)

1) What is your favorite 'mech?


Wow, that's a hard one, since there are so many different designs, from many eras.  Not to mention, now that I've designed many of the newer ones, it's hard not to be biased.  However, if I had to choose, I'd probably fall back on any Banshee S variant (piloted the 3S for years and was able to design both the 6S and 7S).

2)  When designing characters, do you use MW3rd or do you mainly visualize the character and his/her strengths and weakness?


Visualize.

3) What is most important to you when writing a book?  Describing the characters, action, what?


Character development.  Though I enjoy coming up with new ways to write battles, which in BT are required, as Loren put it so succinctly in Illusions of Victory, there really are only twenty-three ways to describe how a PPC melts armor off a Mech. However, the interactions of characters with each other, the shadings of gray as each character moves through the story that is what makes it all worth while for me.

4) When naming characters, do you add underlying meaning to them or are they random names?


Usually, though only with the most important characters.  In fact, naming a character can usually be pretty painful for me. For example, when I generate a new RPG character, regardless of the game, I'm usually playing through several sessions before I settle on a name I think is cool enough and 'fits the mold' of the character I have in my head.

> >5)  Okay, one question that has popped up on the net after Bryan Nystuls Test of Vengeance came out was, "Where are the Nova Cats?"  Some people think they have gone the way of The Black Thorns, Wolf Dragoons, and other pet Merc units, being "erased".  have they?


YES! Though, obviously, they will continue to integrate with the

Combine, they are simply too enjoyable a faction to delve into to let them die.

6)  Could you tell us more about what you did with FASA from the time you took over till the point were FASA closed it's doors?


Well, to be very honest, beyond an incredible increase in work load-namely dealing with all the various BT licensees-there was not a significant change in what I'd been doing before I became the BattleTech Line Developer. I'd already been hip deep with Bryan Nystul in molding the storyline, developing products, helping to manage licensees, helping out with the novels and so on for years. Remember that in publishing there is a vast momentum of products moving forward and with the exception of the Revised BMR, everything published while I was the BattleTech Line Developer had already been in development. We did have a BT summit meeting with most of the 'top' authors (both novels and sourcebooks) last December to more fully flesh out the plot arc after the FedCom Civil War, which we'd rough out several years before. Though those plot threads will still occur, obviously, the way in which the fans will find out about those events will be different then what has come before, now that Wizkids owns the BT property.

7)  Now, it would appear that you have found a home at WizKids for awhile, what is your job there going to consist of?


I am currently working with Jordan Weisman in designing the new

BattleTech: Phoenix Rising 'click' system based game. Additionally, I'm working with Jordan, Mike Stackpole and Loren Coleman in developing the 'new' universe and I will be the continuity editor for the new novel line.  Finally, I'm continuing to approve all BT licensees.

8)  Can you give us any hints as the future of BattleTech?  I know I sent the most offical looking e-mail I could type to one of the PR boys at WizKids, but got no response; maybe I sent it to the wrong PR boy =)


Well, thanks to my e-mail, this is late and you already know a lot of what will occur.

9)  At a request, if a "mail-bag" could be assembled concerning MW3rd and BattleTech, would you be willing to answer them to create a kind of ultimate FAQ?  (I can discuss this later)


We were in the process at FASA of trying to generate a FAQ on both of those.  So yes, I'd still be willing to do it.

10)  Any hints on what your next novel will be about?  Loren mentioned that you would be writing about the Fed Com civil war?  Shame the Blood Spirit novel wouldn't fly.


Well, since I pretty much created the Blood Spirits, I was really looking forward to exploring them in a novel.  However, my next novel, Imminent Crisis, which deals with the Civil War fighting on New Syrtis, is very important for the over all story line and so I was willing to make the change.  Of course, I still hold out hope to write a Blood Spirit novel, but with all of the changes, we'll just have to wait and see.

11)  Any favorite factions in the BattleTech universe?


Draconis Combine, Blood Spirits and Nova Cats (real surprise on the last two, eh?).

12)  Do you play your battle scenes out via BattleTech or do you blotch for creative freedom?  (Yes, a Blackjack Omni CAN take a head off with a UAC/5, my g/f has taught me that much!)


No I don't.  However, since I know the BT board game pretty well, I don't really need to. And yes, though I'm not perfect and I take a few liberties now and then, I still do try and make the battles match the board game.

13)  Do you answerer any fan mail and/or questions?


Yes.

14)  Any story concerning the Free Worlds League going to be done in the near future? (I know a few fans that will buy 2 copies of the book if it's done!)


Actually, we had a novel planned for that, but now...we'll just have to wait and see.

15) What is most important to describe to readers in your novels?


As above, the characters.  It is my opinion that a BT novel with poor battle scenes, perhaps even poor settings, but incredible character development and interaction will be enjoyed a lot more then a novel with great battle scenes and settings, but is filled with cookie-cut characters.

16) What's the best 'mech for use in a novel and why?


To be honest, I've not found a specific Mech that is best for the novels.  Instead, after creating a character, I try to find a Mech that 'feels' right for him/her.  Of course, using Mechs I designed is nice too...

17)  When 'Mechs are assigned for book characters, what kind of choice

goes into that?


That is completely up to the author.  Almost with out exception, I never dictated to an author what Mechs he should have in his book.

18)  Concerning the future of BattleTech, what are your thoughts?


Actually, I am very excited. Much to my chagrin, when I turned thirty in March, it dawned on me that I'd been playing BattleTech for half my life.  As such, I've probably every right to be upset that 'my' classic Tech is going way.  However, I simply don't see it that way.  First, how many games in our market have EVER lasted this long with out going through series rules revisions.  Nothing comes close and so what a ride it has been.  Second, for me, though I've played more thousands of hours of Tech then I care to think about, it is the universe that has kept me going for a decade and a half. If the characters are intriguing, if the universe is exciting and new, they'll keep me going for another decade and a half.  Also, not only will FanPro be producing classic BattleTech sourcebooks, but even with out anything new I could still play till my grave if I wanted to.  Not to mention, I think this is the best possible thing that could happen to BattleTech right now.  Toys, comic books, television series, more computer games, the holy grail of a BattleTech movie: all of these things have a much greater chance of occurring the more players we have and BattleTech: Phoenix Rising is set to storm the gaming world like BattleTech did sixteen years ago.  Hope everyone comes along for the ride!

(Note:  Interview was constructed pre-Origins and returned about a week after origins.  Server trouble kept Randall from seeing the interview till about when he returned it to me.)
Something new… brought to you by Archers Miniatures!
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Stinger IIC (both Hells Horses, and Ice Hellion Versions) 
30 tons 
7/11/7, XL Engine 
Armor, Std, 9 H, 10 RA RT LT LA, 14 CT RL ll, 4 RTR LTR, 5 CTR 
Chassis, Std 
1 ER LG Laser RA 
1 ER Med Laser RA 
1 ER Sm Laser RT ( on Ice Hellion Stinger IIC this is replaced with a Lt Active Probe, same location) 
2 ER Sm Laser LT 
10 Double Heats sinks (1 RA, 1 RT, rest are in Reactor) 
JJ locations 1 RL LL CT, 2 RT LT  
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This Light Mech, though around since 2920, has only come to the light of day (quite literally) in the 3060's. In 2918 mech poor Clan Hells Horses was looking for a way to boost its mech forces with a unit that would use few recourses, but deliver high performance. Looking to the many Stingers Moth Balled in the Clan Hells Horses Brian’s Cashes, The Stinger IIC was born. Clan designers wanted a mech that could out shoot a medium mech at range and out maneuver one as well. Initially the Stinger IIC was to carry Machine Guns as well as ER Large and Small Lasers, but was decided that a Mech without Ammo would be much more survivable, and also be a good behind the lines raider. This was importance due to the Clans limited recourses. The ER Medium Laser in the right arm in fact resembles the machine gun it replaced, with a double heat sink in the place of the machine gun ammo bay. Though resources were at a premium the XL Engine was used to enhance maneuverability. In fact the Stinger IIC has proven on several occasions that in the hands of a pilot aware of this mechs long range and maneuverability, and the limitations of others it can take down Mechs of twice its weight. The Stinger IIC does have a even smaller Cockpit than the Star League Stinger, a fact that has drawn more than its share of pilot complaints. 

 The prototypes and early production Stinger IICs were found to a have defective upper leg assembly, prone to being blown off. This has been refitted in older Stinger IICs and changed in newer production Stinger IICs. The Early Stinger IIC lost in a trial to Clan Ice Hellion was of the older style (quite a trade actually, considering the Hellion Prime won it trial by the Hells Horses), this problem has been fixed by the Ice Hellions with a different style upper leg in their production Stinger IICs. The Stinger IIC lost in a Trial of Possession to Clan Fire Mandrill/Kindraa Payne for the Salamander Battle Armor, is of the corrected style. This upper leg weakness can be determined to be the cause of the loss of the un-recovered Stinger IIC to the Jade Falcons on Tokasha, as well it is suspected to be the reason for the loss of the Stinger IIC to the Ghost bears on Predlitz, in the Inner sphere in November 3063. Also due to heat build up, Clan Ice Hellion has swapped a Light Active Probe for the right torso ER Small Laser in Stinger IICs produced by them. 
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Though currently now in production by Hells Horses and Clan Ice Hellion; Clans Jade Falcon,  Fire Mandrill/Kindraa Payne, and Ghost Bear all have at least one of these mechs in a operational condition, it is unknown what these other Clans will do with the design. 

Use Dream Pod 9, Jovian Chronicles’s #DP9-414 Wyvern Marine Miniature for Clan Hells Horses, Jade Falcon, Fire Mandrill, and Ghost Bear Stinger IICs, just leave off the Armor Pieces on Upper Legs and Machine Gun in Left Hand. For Ice Hellion Stinger IICs use #DP9-402 Wyvern, leave off Machine Gun in Left Hand. 
  

 The Stinger IIC was in Prototype Stage in 2921 when the Ghost Bears engaged in battle over Hells Horses Tokasha Mechworks Alpha. Khan Arron Cobb, fearing that this new and unknown Mech would fall into Ghost Bear hands. Ordered all Prototypes, Plans, Tooling, etc. sealed in a large Cave. All records and reference to the Stinger IIC were wiped clean in the Mechworks. This was just a precaution as at this point the Battle was going in the Horses favor. Unfortunately during the haste of retreat and withdrawal from Tokasha, the Cave and its Contents were left behind. The Ghost Bears never did discover the Cave, and it remained intact till the Horses returned to Tokasha after the Ghost Bears relocated to the Inner Sphere. A map to the Cave had been keep by Clan Hells Horses and they looked forward to returning to reclaim its contents. 
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 It was determined that the Cave was actually hidden in a area held by Clan Jade Falcon, though the Falcons also had no knowledge of it or its contents. A diversionary raid was staged to draw local Jade Falcon Forces away from the Cave. This had the desired effect of drawing off the Falcons and might have been a total success had it not been for a point of Jade Falcon Batu Omnifighters that had been sent to investigate a Clan Hells Horses Union C Dropship, found grounded in a area far from the current land battle. The Batu’s were driven off by the Dropships Guns, but not before the Dropship was damaged, causing emergency repairs before the Dropship could lift off again and also knocking out its Communications. The Batus alerted the Jade Falcon Commander, and a 2nd Line Recon Trinary of Falcon Mechs were sent to investigate the Dropship. Heavier Forces were also dispatched. 

 Things had gone well at first for the Hells Horses, the Cave was found and the Supernova and Techs sent to recover the Caves Contents were able to quickly clear the opening. Everything was intact and as it should be, in the cave, it had not been disturbed in 140 years. Plans for an un-built Wasp IIC were also found. 3 of the Prototypes were in pieces, it appeared the last 2, #04 and #05, were operational. Techs Archer and Sal were assigned to attempt to power up these 2 Prototypes and move them to the Dropship while preparations were made to move the other 3 Prototypes and remaining contents of the Cave to the Dropship via J-27 Transports. The larger pieces of tooling would be handled by the Mechs of the Supernova; the Elementals stood guard around the mouth of the cave. It was at this time that the Batu’s Struck, sending everything into disarray. Then with the Dropship unable to lift from its damage, it was quickly loaded, but could not leave. The 2 complete Prototype Stinger IICs were powered up surprisingly without too much trouble. The Techs took this time to lub, service, and learn about the Machines, repairs to the Dropship continued. 

 The Mechs and Elementals of the Supernova patrolled the area around the Dropship, soon picking up the Jade Falcon Recon Trinary on their Sensors. The last of the Techs and the 2 mobile prototypes were ordered to the area of the Dropship. This was about the same time the Jade Falcons started their advance. The Falcons had no idea that most of the guns on the Dropship were without power, due to the repairs, but it would not take them long to find out if they got close enough. While repairs to the dropship were proceeding frantically, the 2 Stinger IIC Prototypes joined the Supernova behind their Line of Battle. Tech Archer had originally failed his Trial of Position as a Mechwarrior to a failed Fission Reactor Power Coupling; he had forgone his Secondary Trial of Position, to become a Tech by choice. To learn as much as possible about Battlemechs, and to understand the failure of the Power Coupling that had cost him Warrior Status. Tech Sal, though experienced with moving Mechs around the hanger, and sighting in weapons did not benefit from prior warrior training. 

 The Falcons soon learned of the silent Dropship guns and moved in quickly. The Battle was a quick to develop, with a Hells Horses Stormcrow and 2 Jade Falcon Mechs, a Thorn and Shadowhawk IIC going down quickly. The broken ground filled with deep gullies made it possible for the Falcons to use their maneuverability to get into the Hells Horses line at almost point blank range. The mechs of Clan Jade Falcon and the Elementals and Omnimechs of the Hells Horses Supernova were embroiled in a dust raising furball just on the edge of range of the few working autocannons of the Dropship. The entire Area was soon obscured by a growing Dust Cloud. 

 The Techs keep the 2 Stinger IICs out of the fight other than the occasional long range shot from their ER Large Lasers. Then the Auto Cannons to the rear of the Dropship opened up as LRMs started hitting the farside of the Dropship. Archer and Sal ran their Mechs around the dropship to find it under attack from a Falcon Star of Howlers, led by a Kit Fox "D". Stopping at ER Large Laser range they opened up on 2 of the Howlers, with Sal Taking 1 down almost immediately. Archer soon blew the Ammo on his Howler, leaving a smoking wreck in its place. The Dropship autocannons soon took out a 3rd Howler, as the Kit Fox squared off on Archer. The 4th Howler got what looked to be a lucky leg hit on Sal and he had to punch out, as the Stinger IIC collapsed to the ground. The Jade Falcon Star Commander had no idea what this unknown 30 ton Mech was he was fighting, but he did know it's ER Large Laser out ranged him. Archer walked backwards almost as fast as the Kit fox ran forwards, firing as he went with his ER Large Laser. A center torso hit to the Kit Fox sent it crashing to the ground in a heap with a damaged gyro. Archer advanced adding more laser fire to the Kit Fox, it never did regain its feet before its pilot punched out. As Archer was about to go after the last Howler, it was ripped apart, by the now totally operational Dropship Guns and Missiles. Power to the dropship had been restored. 

 Dropship and Mech sensors were picking up a large inbound force of Jade Falcons. The Supernova, much reduced had dealt with the Falcon Binary, and recall for lift off was given by the Horses Mission Commander. Stinger IIC Prototype #04 was not recovered, there was no time. Tech Sal did not make it back to the Dropship after punching out. When the rest of the Falcons arrived at the site, they saw a departing Dropship, found a Trinary of broken Falcon Mechs, a empty Cave, and a 30 ton Mech of unknown type, almost intact. 

The Hells Horses Mission commander in his report said that due to Archer and Sal's quick action in protecting the Dropship, saved the Mission, Dropship, and Stinger IIC for the Clan. Kahn Fletcher Declared this action a Trial of Position for Archer, due to equipment failure, which was not his fault on his first trial. Star Commander Archer has been assigned Stinger IIC #05, for field testing in Gamma Galaxy, Clan Hells Horses. The weak upper legs have been retrofitted to correct the problem with the Upper Legs. 
All fluff, miniature painting, and stats on the ‘Mech are the property of Ron Smith of Archer’s Miniatures.  Check  out his site at http://www.archersminiatures.com
Brush Masters Contest Update…

Well, with all the difficulties I’ve had getting this thing running, you’d think I would be bald by now!  Between a mission trip, church camp, computer failure, and now website overflow, I’ve been left just sitting here in awe trying to figure out what will go wrong next.  I still have more entries to upload, and now I’m going to extend the dead line to the end of September to get me pictures.  The least I can do… now to figure my new problem out… have fun!

Ross Koga

Hostile Intentions

Planet: Indicass, formerly of the Cappellan Confederation

Time: 02:30 local time, May 15, 3132

The Outback, Indicass

The metallic images moved gracefully through the thick evergreen forest, disrupting the night with their loud stomping and mechanical noise.  Two moons hung overhead that provided exceptional illumination for the two beings as they made their way slowly through the terrain.  The thick trees were batted aside as if they were only minor concerns to the walking giants.  The two shown of a dark, glossy green, even in the night, and sported yellow highlights that gave them an agriculture look that no one for centuries could forget or fail to recognize.  They continued to stalk through the forest, seeming to move with a purpose that defied the slow speed they were traveling.


Harris Costa glanced once more at the status bar on the AgroMech’s control surfaces, checking the temperature and fuel level of the internal combustion engine.  All appeared to be fine, save for the plummeting fuel levels.  Almost to the half way point, Harris thought to himself.  Harris glanced up in surprise and yanked the yoke to his left, maneuvering the AgroMech to the left of a giant tree, avoiding running into the unforeseen obstacle.  He immediately blushed as the call came in from his lance mate, Chris Jorgessan.


“Hey Rookie!  Watch out for those trees, they can be killers!” Chris got out in between his uncontrolled laughing.  “You’ll never be able to go into battle if you can’t at least drive the thing straight!”


“Yeah, battle, all of the one battle you’ve been in.  I’m sure you know from all of the five minutes that those bandits hit the city what it’s like,” Harris retorted dryly.  


“Hey, it’s more time than you have runt, so live with it!”  Chris fired back.


“Yes sir,” Harris said sarcastically.


“Keep an eye out, now.  Enough of these games, it’s time to earn our keep,” came the command from Chris.  Harris didn’t respond, but kept trying to catch a glimpse of enemy ‘Mechs or vehicles that had just raided the city.  If only his lance hadn’t been on reserve duty when they hit, he might have been able to get some of the battle that Chris so glowingly gloated about.  Now he was out in the back woods chasing down phantom bandits that he’d never seen in his life and taking verbal barbs from his best friend.  What a night.  But, he thought, looking on the bright side, we can return in another kilometer or so.  The fuel levels demand it.


“Tango!” Chris screamed into the com set.  “Ten O’clock, look sharp.  I think there were two AgroMechs there, so be ready.  I’ll try to run ahead of them, you head right in.  Move!”


Harris didn’t even question the order.  He pushed the throttle forward on the AgroMech and executed a turn to the ten O’clock position.  The forest began to come faster at him as he reached the fastest speed capable of the ‘Mech.  He glanced down for a second to flick on the power switches for his two weapons and nearly lost control.  The ‘mech was headed down a fairly steep slope, and it seemed he had tried to activate his weapons right as the machine started down the incline.  The ‘Mech tripped on a large stump and seemed to be going down until Harris regained control of the lumbering agriculture ‘mech.  Too close for comfort, he thought.  Now, it’s time to find the bad guys and get out of here.


Harris continued down the slope, looking in vain for the phantoms that Chris had spotted.  Remembering some of his battlefield training, he veered more towards his original course, hoping to correct for some of the time that had passed from when he started his charge.  The veer seemed to work, as Harris’ AgroMech burst from the forest onto a trail, face to face with two unknown AgroMechs.


One was a quad design, carrying a machine gun and what looked like bundles of food stuff.  The other was bipedal, like Harris’ and carried an ax in both arms.  Both machines stood motionless at the sudden appearance of an unperceived threat.  Harris, on the other hand, wasted no time in pressing his advantage.  He turned his machine to face the ax bearing ‘Mech and charged.  The Ax ‘Mech braced, but did nothing in the way of defenses.  Harris ate the short distance up in a heart beat and was on top of the Ax Mech.  With his chainsaw raised, Harris brought the weapon down on the right shoulder of the enemy, sawing into plates of ad-hoc armor and steel.  The grinding from the metal on metal was unbearable, screeching out into the night like a banshee bent on destruction.  Harris gunned the smaller engine on the saw, running the teeth deeper into the structure of the ax ‘Mech as it feverishly tried to break contact with him.  Harris let him succeed, giving the ‘Mech a swift kick to the lower legs that sent the other machine crashing to the ground.  Harris was about to finish up on his destruction when machine gun fire rained down on him.


The second wave sent a bullet wizzed through the cockpit, nearly hitting Harris in the head.  The ring from the round burned his ears, causing him to wince in pain.  Crap!  Must not have armored that section he thought bitterly to himself.  He turned his ‘Mech to face the quad design whose gunner was spraying him with machine gun fire from a turret on top of the mech.  The right arm of Harris’ ‘Mech came up, barrels spinning on his BattleMech class machine gun.  Harris pressed the trigger and sent a line of tracers and bullets into the other AgroMech, with devastating results.  


The bullets stitched up the side of the big quad, finding their way to the gunner turret, which was open for the world to see.  Harris kept his gun trained around the area of the turret, letting the bullets collect there.  He was tempted to let the gun keep pounding that area, but decided to conserve ammunition.  Depressing the trigger, he stood back to admire his handy work.  The turret was bullet ridden, with the body of the gunner lying on the ground, dead.  A few of the other areas where his gun had gone across were leaking fuel or oil; Harris couldn’t tell.  But one thing was sure, he thought, this would be his first kill.  Taking careful aim, he fired another burst into the section where the leaks were coming from.  The bullets again struck at the heart of the quad and sparked a fire there.  Harris was about to pump another few bullets into the body of the machine when he was violently tossed to the ground.  He hit with enough force that he momentarily blacked out.  When he came too, every light in the cockpit was blaring at him, demanding his attention.


Hydraulic lines to the right arm were gone, which wasn’t good news.  His primary weapon, the BattleMech class machine gun, was now useless.  Harris struggled to get the ‘Mech turned over; looking to see what now greeted him.  The ax ‘Mech he’d left for dead stood looming over him, seeming to gloat at the now reversal of fortune for the two.  Harris began to stand up, but the other mech simply knocked him back to the ground.  The ax ‘mech gave the Harris’ ‘Mech a good kick to the torso, shaking the machine up more.  Harris began to panic.  There was nothing he could do.  He decided to do the next best thing, call for help.


“Chris, were are you?  I am in a jam here!  Help!”


“On the way rookie,” came a cool reply.


The ax ‘Mech began to raise its left arm ax, directing it at the head of Harris’ ‘Mech, its intentions all to clear.  The moon light made the machine look all the more evil as it methodically began to aim its death blow.  The ax hit the apex of its rise, and then began to come down with force.  Harris watched in surprisingly calm demeanor, even at his own demise.  Yet in that split second, a blinding light struck out from the forest, catching the ax ‘mech full in the back and side torso.  The light illuminated the entire area around the two ArgroMechs, bathing both in a pale blue electrical light.  The beam, which actually resembled lighting, drilled a hole through the ax ‘mech, melting armor and destroying componets of the ‘Mech.  The ax mech quivered for a second, then fell like a rag doll, with limbs free to fall how they liked.


Harris shook his head.  What was that?  He knew it couldn’t be what his head was telling him it was.  Right out of his grandfathers stories.  A weapon so fierce that only another BattleMech armed with one was considered worth enough to face it.  The Particle Projection Cannon it was called.  It was known to ‘Mechwarriors as the PPC.  Who had one of those weapons on this planet?  From what he knew, the last BattleMech lifted off planet a hundred years ago.  Where had that come from?


“Chris, someone just shot the enemy agro up with a PPC!”  Harris called franticly out into the com set.


“I know I saw it.  Get your butt up and out of there.  We don’t know what it is,” the panicked voice of Chris came.


“I’m already on it!”  Harris said as he stood the ‘Mech to its feet.  He moved it back into the forrest and waited for Chris to move up to his position.  He scanned the opposite tree line franticly, looking for movement from another machine, but couldn’t see a thing.  He was still searching when he caught movement off to his left.  Chris’ ‘Mech came lumbered down the hill, seeming to look for the other machines as well.


“What are you doing?  I’m back to the north!  Turn around and come back north!” Harris screamed.


“North?  I thought I just saw you over to the south?  What’s going on?  Where are you?” came the reply.


One of the problems of outfitting AgroMechs for combat was they didn’t carry sophisticated electronics gear.  Sure they had radars, but those were useless in the forests or canyons in the area, as the radars were slow and only adjusted to making sure the ‘Mech didn’t run into anything out in the field.  They were basically the same model that had been in use since men left Terra for the stars.  And they did no good here.  If a BattleMech was in the forest, it was more than likely that it could see them and they were totally blind.  Harris subconsciously took a few steps back, waiting for Chris to find him.  He was about to turn to put more distance between him and the opposing tree line when he caught movement in the southern tree line.  A gigantic site greeted his eyes.  Never before, except in books, had he seen something like this.


There stood a BattleMech, a large BattleMech.  It stood on back-canted legs, transforming into some sort of avatar of the battlefield; giving it a living presence.  The torso resembled the shell of a crab, but the arms gave the ‘Mech true life.  One arm was an elongated barrel which Harris tagged to be a Large Laser, probably the ER model if this was the ‘Mech he was thinking of.  The other arm was shorter and stubbier, but looked to meaner than the Large laser arm.  Sparks   shot off from the open barrel, as if some creation of Zeus was contained there.  Yup, ER PPC, Harris mentally thought to himself.  This was one of the ‘Mechs he had studied in his free time.  It was a Maelstrom.  Seventy-five tons of pure aggression that could out run some medium ‘Mechs and pretty much EVERY AgroMech.  It was based on the fabled Marauder, another ‘Mech that his grandparent’s generation feared.  The Maelstrom was considered the nastier brother of the Marauder, so Harris knew that if it came to a fight, he and Chris were doomed.


Another shape loomed out of the shadows, this one even taller than the hulking Maelstrom.  It had high shoulders that covered the sides of the ‘Mech.  Each arm ended in a menacing barrel, which Harris identified as PPC’s.  Each torso carried on as well.  It was pretty obvious to Harris that this was one of the most powerful weapons platforms known to man:  the Awesome.  With 4 PPC’s and enough heat sinks to use them, this ‘Mech could easily take down other BattleMechs at will.  Then a third image moved out of the shadows, this one smaller than the first two.  It’s highly stylized head spoke of ancient Roman army commanders, of centurions.  In fact, this was just that, a Centurion-class BattleMech.  Its right arm ended in what looked like an overlarge machine gun, but Harris remembered a story about this particular design that his grandfather used to tell him.  The Rotary Autocannon, capable of firing a stream of bullets that was unmatched by anything humans had created yet.  His grandfather told him about a fellow pilot that had had one of those machines.  Good guy, at least till a Word of Blake Buccaneer split that stylized head in two.  All three machines were painted white, with the right side of the ‘Mech accented in cobalt blue.  Chains ran from the right arm, over the front of the torso, and down the left leg.


Three on two… great, glorious odds if they decided to duke it out Harris thought.  Maybe they will just…  Harris didn’t have time to finish his thought as a voice came over the radio.  This was a voice that commanded respect even through the com set.  This was a voice that lead men into battle and commanded men to die.  


“Attention bandits.  This is Colonel Edward Pershing of the Sentinel Guards.  Please turn your ‘Mechs off and dismount them.  You will be spared if you comply,” the voice boomed out.


“I’m afraid that as part of the Indicass Militia, we can not back down from your challenge.  We have been set up to protect the planet, and if you do challenge us, you are attacking the planet as well.  We thank you for your assistance with the bandits, but we would really not like to engage you,” Chris spoke calmly.  Harris glanced at his com port and noticed a private incoming call.


“Run, Harris, run for your life. I’ll try to buy you some time, but I can’t promise you anything.  Contact the others, tell them about the BattleMechs.  Run!” Chris said hurriedly.


Harris didn’t say a thing.  He turned the AgroMech around and began trudging through the forest at his best possible speed.  

“I won’t forget you Chris,” finally made it out of Harris.

Harris didn’t get to see, but Chris turned and confronted the three BattleMechs.  The Maelstrom raised both arms at him and opened up.  Both energy beams missed, but not because of any pilot error, but because Chris took his AgroMech down to the ground, fully prone.  Chris extended the BattleMech class medium laser at the Maelstrom and fired, catching the right arm of the brute.  Armor melted down the arm, but little damage was done.  The Awesome lumbered forward and fired all four PPC’s at the downed AgroMech, catching it in the head, upper back and shoulders.  The hellish blast totally obliterated the upper section of the AgroMech, not even leaving scraps for the vulture’s to eat.

The final ‘Mech took off on a burst of speed not thought possible by the farmers of Indicass.  It raced into the forest, hunting for the other AgroMech.  As it ran, the pilot switched over to its mag scan view mode, trying to catch the metallic ‘Mech as it moved away from them.  The forest didn’t yield much, but a few small iron rocks.  The Centurion continued on until it came to a huge reading of metallic content.  This brought the ‘Mech to a halt as it scanned the area, looking for tell-tale signs of the AgroMech.

“Switching to visual scans,” the Centurion pilot reported over a broad beam channel.


The mag screen disappeared and was replaced by the colorful details of the planet, and a huge chain-saw buzzing right at his head.  “Scan this, you bastard,” went over the same open frequency that had just been transmitted.  Harris’ chainsaw caught the Centurion right where the “neck” would be if it was a human and not an avatar of war.    The saw shrieked and sputtered, but then continued to buzz and grind through, decapitating the head from the main body.  Both elements fell to the ground like a child’s play toy.


That left Harris standing over the remains of BattleMech, full of battle lust and desire.  He quickly glanced around for signs of the enemy and found nothing.  He turned the wounded AgroMech and started heading back for the mining shaft when the radio blared to life, again.


“Nice try pup, but I’m afraid that your times up,” came the commanding voice.


Harris turned his ‘Mech around and saw the white and blue Maelstrom standing a good 200 meters away, weapons locked on him.  The ER large laser quivered and then unleashed it’s built up energy, sawing into the heart of the AgroMech.  The Internal Combustion Engine erupted in flames, failing.  Sirens lanced out at Harris, informing him of the status of what was left of the AgroMech.  The machine began to waiver, back and forth, back and forth.  And then anticlimactically the machine lost its balance and fell to the earth.  The last thing that Harris saw was his home world rushing to greet him. 


“I want that one alive, Mike.  He has promise.  Cage him up with the others; if he lives, great; if he dies, I don’t really care.  Now let’s get off this rock…”

Point and Counterpoint: the Old Guard Speaks Out

"First of we would like to set the record straight on what the Old Guard is about. We are not "anti-WizKids" as many seem to think. I believe it is fair to say that we are a guarded neutral at this point. 

We are trying to remain optimistic in regards to the "new era" Battletech that WizKids is releasing. In one of our current polls on the Old Guard discussion board (http://pub89.ezboard.com/boldguard) we asked if our members would purchase the new ‘BattleTech CMG.’ 18.9% of our respondants said that they would purchase to see how it plays. 21.6% said that they would borrow sets to try it out. 59.5% said they would refuse to purchase the new system. Of the 37 responses we have yet to find any Old Guard member or Classic BattleTech player who says they will buy the new figs and game set and use it exclusively. 

Our main concern is that we have not seen any movement towards providing the support for the classic Battletech from Fan Pro that Jordan Weisman mentioned at Gen Con. While we have seen some response to criticism of WizKids and their of available information, most if not all have been discouraging. The 2 essays by Mike Stackpole jump to mind (while they did quiet some fears, they also put off a lot of Classic players), as does an e-mail sent by Randal Bills to a Classic Btech player in which he stated, and I quote: “…Wizkids has no intention of supporting the classic BattleTech game.” He goes on to talk about how WizKids “is not interested in continuing the classic game.” Although he speaks of the deal with FanPro, attempting to keep Classic Players happy (and if the deal goes well, it will do just that), I find it disconcerting that WizKids is in now way willing to support Classic BattlTech (other than passing it on to someone else). 

We would like to make our feelings on the following points known. 

1) Advancing the timeline to 3132: 

The Old Guard feels that advancing the timeline to 3132 is the perfect 
opportunity to bring new players into BattleTech. By advancing the timeline WizKids is forcing each and every one of us to 'bone up' on history of the last 70 odd years, thus providing an entry point for the new players. 

Those of us who have been playing BattleTech for years, or who know the 
history of this wonderful universe, will still have an edge in that we can see the subtle nuances that will be sewn into the fabric of BattleTech 3132. As Jordan and Mike said, "Don't think of your character as being old, think of their grand children's job security!" 

2) Returning to the "Beer & Pretzels" formula: 

  Jordan Weisman (creator of BattleTech and owner of WizKids) announced at GenCon that BattleMechs (the fusion powered, death machines we all know and love) will become very rare in the 'New' BattleTech. The emphasis will be placed upon retro-fitted Industrial and Argo 'Mechs, with infantry (PBIs) and vehicles playing a much larger role in the 'New' BattleTech. Quite honestly, this is just a return to 3025 era, with a new source of cheap combat systems. 

Though the concept of combined arms tactics is not a new one as some would have us believe, it would be nice to see it used on a larger scale. Many of us been using combined arms since the beginning. Now others will see the advantages of this method of combat. 

3)Pre-painted, plastic miniatures: 

  We have no issue w/ plastic minis, so long as they are of good quality and have good detail. At Dragon Con (which I attended with another member of the Old Guard) Martin Siever, the WizKids representative, said that the miniatures would be made of a harder plastic than the current MageKnight minis. If that is the case, then we forsee no problem. 

  As to the fact that the minis will come pre-painted, this will be 
inconvient for many. Though WizKids claims the minis can be stripped and repainted, this will cause a great deal of extra work for those that wish to paint their own mech. 

  The minis will need to be removed from the clickbase without damaging 
either the base or the mini. The mini must than be stripped in a chemical that will remove the paint, but not damage the plastic itself. Then it has to be primed and painted. Then, when all that is done, it must be reattached to the base. 

  We understand that WizKids is trying to speed the game up. We also 
understand that the demographic that WizKids is targeting will either not have the time, or the patience, to paint. It seems that WizKids has 
forgotten that the majority of the existing fanbase DOES like to paint it's minis, that we do have the time and the patience. Why make it appealing to one demographic, while alienating another? 

4) Collectible Miniature Game vs Classic Tabletop Game: 

We here at the Old Guard have been hearing some concerns voiced about the 'Grab Bag' feel some players get when they think of CMG's. Not knowing what they are buying is something that a lot of us are uncomfortable with. 

The fear of many players is that they will have to buy 3-4 boxes before 
they get the BattleMech they are looking for, spending a projected $32 plus applicable sales tax just to get there Mad Cat/ Timber wolf. 

Many of collect minis, but they are the minis we WANT, not the ones we end up with. Most of us prefer to go to the local game shop and pay $29.85 plus the applicable tax for three minis that we want, instead of $24.00 plus tax for three booster packs and hope we have the good fortune to get the mechs we want. 

5) Change from 1:285 scale to 1:160 (N-Scale): 

  Like many of our supporting businesses, we feel that changing from the current scale is a mistake. 

  Although terrain may be found in N-scale, it is not exactly cheap, nor is it easy to use with BattleTech. In the current scale we have GeoHex mats and terrain, which many of us already own. This is our major bone of contention with the projected changes. 

  Some of the members of the Old Guard have collections of RalPartha 
miniatures which number in the hundreds (a few even have over 1000 assorted minis). Although we understand that changing the scale levels the playing field between new and old player, so to speak, it has left many of us with a sour taste in our mouths and fears of what is to come. Yet the Old Guard has never heard of any experienced players who are unwilling to share their minis. Quite the opposite actually. We have heard of Veterans of Classic BattleTech gifting new players looking to start their collection with painted miniatures, which is significant if you factor in the cost of the mini and the time to paint the mini. 

6) Multiple Scales in the new system: 

After attending DragonCon in Atlanta last weekend, several of our members returned with transcripts of a Q & A sessions with WizKids Representitive Martin Siever. In the Q & A session Mr. Siever stated that the infantry contained in the new packs would not be of the same scale as the mechs and vehicles (‘there will also be infantry. These will not be scale to the mechs for the purposes of detail.’). We find this to be rather disturbing to say the least. Not only is WizKids going to change the scale of the mechs to be used in the new system, they are going to have infatry (PBIs) which are not in the same scale! Why, I ask you, must they do this to us? I had thought that the new system was going to be a combined-arms approach. How many of you are willing to use PBIs if they stand 2/3rd the height of your mechs?! 

In closing, we of the Old Guard, would like everyone to know that we will continue to play Classic Battletech, regardless of the outcome of the new game. We have a lot invested in the game, both financially and emotionally. We would like to see the support for the game continued and will work to support Fan Pro in that endeavor. 

Look for the counterpoint (an article in support of WizKids) in the next edition of the Sentinel

Well, I’d like to thank you for picking up the 12th edition of the Solaris Sentinel.  I must apologize for not publishing a 11th edition, but I think this massive barrage of info should be well worth it.  Keep checkin’ in on us and good luck!  Till next time…

Ross “Koga” Hines

Editor and Publisher

Prayer for the 09/11/01 bombing….

Father, I pray for the lives of the people who have been affected by this act of terrorism.  I pray that You would be with the living in their time of grief and comfort them during this time of crisis.  Although I know we do not understand this act, I ask that you would use this to the betterment of Your kingdom and Your will.  May the perpetrators be captured and the guilty judged by Your divine judgment.









Amen
Ross Hines
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