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MechWarrior Three Material.

Draconis Combine.

These rules are to be used in games of MW3. They are also meant to supplement the life paths in the MW 3 main book. Unless otherwise stated, they follow standard rules.

Skill, Tactics \ Combined Arms.(Expanded)

Cadets attending the Sun Tzu School of Combat are better in combined arms situations. To reflect this, graduates of the Tsun Tzu School of combat will receive Tactics \ Combined Arms, which applies only to ground units. If combat involves only one type of unit, +1 to the Target Number. This will reflect that the character has problems commanding only one type of unit. 

Major Kuritan Military Academy (Generic)

Affiliation: House Kurita. Cannot have combat paralysis, Glass Jaw, No seriously "questionable" events in the character's past, to GMs discretion, unless a contact 1 is used to hide it.

Attending any Academy in House Kurita is an honor. For those born to lower classes in the Combine, achieving Warrior Status is one of the few ways of improving their social standing. For Nobles, it is the way of maintaining their dominant place in society. Gaining a slot is a privilege. This is particularly true for MechWarriors. Training Academies are scattered all over the Combine and administered by the Department of Indoctrination. Those who are thought to be fit to serve, will attend any of the well known Academies and Universities. 

This is not a full life-path and should not be taken as such. Instead it offers generic information common to most Kuritan Academies. The entries that follow round up the Major Kuritan Academies detailed in Sowing the Dragon's Teeth. P. 23. Simply add on (or replace as noted) the requirements, traits and skills listed bellow with those given in the specific Academy. If this Path and the specific academy entry both list the same trait or skill, apply both effects.
Time: 2 Years.

Attribute Minimums: Int 5, Ref 4, and Soc 4

Attribute Thresholds: Soc +1.

Traits: Promotion, Well Equipped, +1 Dex

Skills:  Academic Military History, Protocol Kurita +1, Quirk \ The Code of Bushido, Survival +1, Blades +1 
Field: Basic Training.

Events:

2. - Loose talk brings the attention of the Internal Security Force upon you! (Enemy 3, ISF. Stigma/ Traitor. No further military paths within the Combine) 

3. - Honor demands that you defend yourself! Problem is, your opponent is your social better! (Enemy 2, unattractive, good reputation, Blades +1, or Enemy 3, Bad reputation, Demotion) 

4. - You are forced to leave the Academy since "you are a waste of resources." (+1d6 to the time it will take to complete this path. -1 Edg, +1 Cha, +3 fast talk)

5. - You excel in the physical arena, but the theory is hard! (Running +1, Military Martial Arts +1, slow learner)

6. - The local Yakuza Enforcer contacts you. You could make a fortune! (Player choice, if accepted, In for life, Contact and wealth 3. If player rejects, Brave, enemy one Quirk \ Paranoia) 

7. - Living by the Code brings some satisfaction. (Quirk \ Code of Bushido, Good Reputation)

8. - All work and no play leads to good scores in training. (Enemy 1, Introvert, choose stigma/ poor team player or poor vision)

9. - You seem to see things where there are none. (Sixth sense, quirk paranoia, choose addiction 1 or introvert)

10. - The Dragon requires unflinching devotion. You report a traitor in your mist to the ISF. (Contact 1, choose in for life with the ISF or bad reputation)

11.- Training reveals a hidden talent! (Night Vision, G-Tolerance)

12.- You realize that there is more to the Code than just being a good Warrior. (Interest \ Art Oral Traditions Draconis Combine, Martial Arts \ Karate, Blades +2)

13.- Your instructors emphasize devotion to duty in the New Way. (Good reputation, Academic, Draconis Combine History, Tactics \ any +1) 

14.- Duty demands that you reject the man in shiny glasses, who claims to know of the Black Dragon (Enemy 2, Contact 1, good reputation) 

15.- You are the one to get things on base. (Natural Aptitude Scrounge, gregarious, contact 1)

16.- The ISF note your devotion to the Combine (Players choice: Good reputation and contact 1, or proceed to Special Forces AIT and then continue the life path)

17.- Night operations reveal a secret talent, (Night Vision, sixth sense, Ambidextrous)

18.- You come at the near the top of your class, earning you a choice assignment. (Proceed to the Wisdom of the Dragon, and then continue from here, well equipped, contact 2, fast learner)

19.- You are the top cadet in your class (Contact two, commission, rank, well connected) 
20.- Choose one or roll twice and apply both effects.
Aerospace and Interstellar Institute. (AII)

Affiliation: House Kurita Only. May not have poor vision, Transit Disorientation Syndrome, poor hearing or disabled.
The AII teaches students to serve as Aerospace Pilots, or to crew DropShips or JumpShips. Slow turnover of DropShip and JumpShip crews meant that all Cadets were also trained as Aerospace Warriors. The DCMS deployments of WarShips, an increasing number of Cadets have been selected for WarShip Training. 

Time: 2 Years.

Attribute Minimums: Int 5, Ref 5, and Soc 4

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, +1 Dex

Skills:  Academic Naval History +2, Protocol Kurita +1, Sensors +1, Pistols +1, First Aid +1

Field: Basic Training or Naval Basic Training. (Aerotech 2, page 62)

 Aerospace Pilot (Dex 5, Reflex 5)

Ship's Crew (Dex 4)

DropShip Pilot (Dex 5, Int 5)

JumpShip Pilot (Ref 5)

Note, player can use naval life paths found in Aerotech 2. (Page 62)

Events: Do not roll for events.

Next Path: Tour of Duty Inner Sphere (4), Tour of Duty House Kurita (4)

An Ting University:

Affiliation: House Kurita only. May not have poor vision or glass jaw.

An Ting University reopened its doors in 3055 under the auspices of Coordinator Theodore Kurita. It offers a variety of Occupational Fields, primarily MechWarriors, Aerospace and Armored Infantry. Its graduates are expected to serve two years in the Legions. Personnel applying from the An Ting region receive preference over other cadets. 

time: 2 Years.

Attribute Minimums: Dex 4, Ref 3, and Soc 3

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, +1 Dex, Quirk \ loyalty to Theodore Kurita

Skills:  Tactics Combined Arms +1, Blade +1, Academic \Kuritan History,

Field: 
MechWarrior. (Dex 4, Int 4)

Aerospace Warrior (Dex 5, Ref 4)

Cavalry (Dex 4, Ref 4)

Infantry (Dex 4, Bld 4)

Armored Infantry (Dex 5, Bld 5, Ref 5)
Events: Do not roll for Events.

Next Path: Tour of Duty Inner Sphere, (4) Tour of Duty Draconis Combine (4)

Dieron District Gymnasium.

Affiliation: House Kurita Only. Will accept anybody who meets the requirements.

The Dieron District Gymnasium is the typical training academy for regular combine forces. It is distinguished from other academies since it does not enforce absolute loyalty to House Kurita. The ISF posts at least one agent at all times. 

Time: 2 Years.

Attribute Minimums: Int 5, Ref 4, and Soc 4

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, Dex +1, Enemy 1, (ISF Agent)

Skills:  First Aid +1, Rifles +1, choose two non-combat skills with the GM’s approval and one more combat skill, all at +1

Fields:

MechWarrior (Dex 4, Ref 4)

Events: Do not roll for events.

Next events Tour of Duty Inner Sphere (4), Tour of Duty, Draconis Combine (4)
Dover Institute for Higher Learning.

Affiliation: House Kurita only. If military path, cannot have disabled or glass jaw. 

The Dover Institute of Higher Learning finds itself between a technical college and a University. Due to its nature the player can choose to follow the standard university life path (MW 3, page 46) for any civilian major with traits as follows, or the military path.

Time: 2 Years.

Attribute Minimums: Int 5, Ref, and Soc 4

Attribute Thresholds: Soc +1.

Traits: Promotion 2, well equipped, +1 Dex

Skills:  Academic \ Kuritan Literature +2, Academic \ Science +2, pistols +2

Field: 
MechWarrior (Dex 4, Ref 4, Int 5)

Mech Technician (Dex 4, Int 5)

Engineer (Int 5)

Doctor (Int 5, Dex 5)

Events: For civilian fields roll on the event table of University, MW 3 page 46 instead of General Academy Draconis Combine.

Next Path Tour of Duty Inner Sphere (4), Tour of Duty Draconis Combine (4) Civilian Job (4), Post-graduate studies (4), Ne'er do Well (4), Travel (4)

Galedon Military Academy

Draconis Combine Affiliation only. Cannot have glass jaw, disabled, poor vision or poor hearing. Must meet attribute minimums for Bod and Ref.

Characters who attend the Galedon Military Academy are among the fittest soldiers in the Combine. They are also extremely loyal to the Combine. Training is brutal, pushing Cadets to excel.

Time: 2 Years.

Attribute Minimums: Bod 5, Ref 5

Attribute Thresholds: Build +1, Cha -1, Ref +1

Traits: Promotion, Toughness, Pain Resistance, Quirk \ Loyalty to House Kurita.

Skills:  Running +2, climbing +2, Military Martial Arts +1, Survival +1 

Field: 
MechWarrior (Dex 4, Ref 5)

Aerospace Warrior (Dex 5, Int 4)

Cavalry (Dex 4, Ref 4)

Infantry (Build 4, Dex 4)

Armored Infantry (Build 5, Dex 5)

Events: Do not toll for events.

Next Path: Draconis Combine Tour of Duty (4), Inner Sphere Tour of Duty (4)

Pagoda for Luthien Officers.

House Kurita Affiliation only. Must have a Contact 1 already in the trait list.

The Pagoda for Luthien Officers is a very exclusive academy for the upper crust of Kuritan nobility. s emphasis is on protocol and influence over military matters.

Previous Paths: Nobility, (1), Military School (2)

Time: 2 Years.

Attribute Minimums: Soc 5

Attribute Thresholds: Soc +1.

Traits: Commission, well equipped, Cha +1, Vehicle 2, Custom Vehicle 2

Skills: Protocol House Kurita +2, Bureaucracy +1, (Choose Tactics \appropriate to the AIT +1 and Academic \ Military History +1, or Administration +1 and Leadership +1)

Field: 
MechWarrior (Dex 4, Ref 4)

Aerospace Pilot (Dex 5, Ref 4)
Events: Do not roll for events.

Next Path: Tour of Duty Inner Sphere (4), tour of Duty Draconis Combine (4), Travel (4)
Sun Zhang MechWarrior Academy.

Draconis Combine Affiliation Only.

Cannot have slow learner, Disabled or Bad Reputation. Cannot have a questionable event in the character’s past, or a contact 1 willing to hide it.

The Sun-Zhang Academy is the Largest MechWarrior Academy of the Inner Sphere. It promises to bring the best in a Cadet. Graduation brings honor to the Graduate and his family. In the equipment list receive a Katana and a Wakizashi for free.

Time: 4 Years. (FM: House Kurita: 29)

Attribute Minimums: Int 5, Ref 4, Dex 4

Attribute Thresholds: Soc +1, +1 Dex.

Traits: Promotion, well equipped, owns vehicle, Quirk: Loyalty to House Kurita, Quirk \ Code of Bushido.

Skills: Protocol Kurita +1, Blades +1, Interest \ Oral Traditions House Kurita, Academic \ Military History +1 Tactics \ Any +1

Field: 
BattleMech Pilot (Dex 4, Ref 5)

Aerospace Pilot (Dex 5, Ref 5)

Armored Infantry (Bod 5, Dex 5)

Events: Do not roll events.
Next Path: Sun Zhang Cadre (4)

Sun Zhang Training Cadre. 

House Kurita Affiliation Only. Must attend Sun Zhang MechWarrior Academy.

Time: 1 Year.

Attribute Minimums: Int 5, Ref 4, Soc 4

Attribute Thresholds: +1 Cha

Traits: Promotion, well equipped, Vehicle (2)

Skills:  Add +4 to one military skill, +2 to two skills in primary field,  +1 to any other skill

Events: 

2.- You finally crack under the pressure! (No further military service, addiction 2, bad reputation, Introvert) 

3.- While on combat operations you are stranded behind enemy lines! (Escape artist +2, Fast talk +1, survival +1, bad reputation, addiction 1)

4.- You ejected, problem is you cannot quite remember what happened. (Amnesia, Bod -1, disabled)

5.- A skeleton in your past re-emerges. The ISF wants to talk to you (Enemy 2, Quirk paranoia, introvert)

6.- When you wake up you realize just how badly hurt you were. (Unattractive, Addiction 1, choose lost limb 2 or glass jaw)

7.- Intense combat makes you wonder whether you can hack it! (Slow learner, half to your skills)

8.- Traveling to your new posting reveals that you are not quite fond of space travel. (Transit disorientation syndrome)

9.- While on post at Wolcott you get sick! (Allergy, poison resistance)

10.- You are having some doubts about the proper interpretation of the Code. (Players choice, if these doubts are serious, Contact 1 Black Dragon Society and In for Life. If player decides to continue on the "proper path" Enemy 1, Stigma \ ISF suspect)

11.- While in combat you realize that you have a natural knack for this (Natural Aptitude piloting or Natural Aptitude Rifles, Combat sense)

12.- Endless days of boredom are replaced by seconds of fear! (Addiction 1, +1 to two military skills)

13.- The Code demands you defend your honor! (Good reputation, Quirk Code of Honor, Blades +1)

14.- You did not know you had it in yourself! (Leadership +1, Brave, good reputation)

15.- You may be a Cadet, but you have the gift (Natural Ability Leadership, Promotion)

16.- You are known for finding things when needed. (Appraisal +2, Scrounge +2, Gregarious)

17.- During an operation you lead a charge after your Ta-i gets killed earning you the Bushido Blade! (Commission, brave, Good Reputation, Vehicle 2)

18.- You manage the impossible and graduate only after one tour in the Cadre! (Commission, Vehicle 4, add +3 to half your skills. Take Natural Aptitude in one of your skills in your military field)

19.- Your Performance Evaluation and loyalty to the Draconis Combine places you above par! (Promotion, Good reputation, Contact 2, well equipped)

20.- Choose one, or roll twice and apply both effects.

Next Path: Tour of Duty Inner Sphere (4), Tour of Duty Draconis Combine (4), Sun Zhang Training Cadre (4)

University of Proserpina (UP)

Draconis Combine Affiliation Only.

Since the University of Proserpina trains both Enlisted and Officers this school offers two passes. The first pass simulates Enlisted Training. The second, and fully optional pass represents OCS. The first pass will give the character all he needs in his Advanced Individual Training. The Second Pass will offer some refinement in skills, and the OCS package. OCS is only available for MechWarrior and Aerospace trained characters. 
Time: 2 Years.

Attribute Minimums: Soc 4, Bld 3

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, +1 Dex, commission if doing a second pass.

Skills:  Blades +1, rifles +1, Protocol Draconis Combine +1, running +1, Swimming +1, Academic Draconis Combine Military History +1.

Field: 
MechWarrior (Dex 4, Bld 4, Ref 4)

Aerospace Pilot (Dex 5, Ref 4)

Cavalry (Dex 4, Bod 4)

Infantry (Bld 3, ref 4)

Armored Infantry (Bld 5, Ref 4)

Battlefield Specialist (Int 4, Bld 5)

Events: Do not roll for events.

Next Path: Tour of Duty Inner Sphere (4) , Tour of duty Draconis Combine (4), travel. (4)

New Occupational Field. 

Battlefield Specialist:

Blades.

Gunnery Humanoid laser

Gunnery Humanoid Missile

Gunnery Humanoid Ballistic.

Piloting BattleMech

Piloting \ Battlesuit

Rifle

Martial Arts Military

Tactics combined arms

Stealth.

When assigning skills, One skill at +6, two skills at +4, the rest at +2.

Wisdom of the Dragon.

Draconis Combine Allegiance Only, Cannot have questionable events in characters past, or a contact willing to hide it. Cannot have poor vision above 2, or poor hearing above two. Cannot have glass jaw.
The Wisdom of the Dragon is a post graduate school. All Cadets come from other schools or from the field. This school serves as an officer candidate school. As such all graduates will graduate with a commission in the DCMS, and are considered the elite of the elite. If a character comes from the academies he must meet a social of 5. If the character is coming from the active force,  he must have a contact 2. All Cadets are issued a Katana and a Wakizashi at graduation. In the equipment list, get it for free.

Time: 2 Years.

Attribute Minimums: Soc 5

Attribute Thresholds: Soc +1.

Traits: Commission, well equipped, Vehicle 2, custom vehicle 2 for Armor, BattleMech, Powered Armor and Aerospace characters equipped only. Quirk \ Loyalty to house Kurita, Quirk \ Code of Bushido.

Skills:  +4 to two skills in primary AIT, +2 to another two skills, Protocol House Kurita +1.

Field: Officer Candidate School

Events: Do not roll for events.

Next Event: Tour of Duty Inner Sphere, Tour of duty Draconis Combine.

Tour of Duty: Draconis Combine.

After training all soldiers of the DCMS report to their Regiments for duty. For some these two years are filled with boredom and routine. For others these are years of intense combat, that tests their skills as warriors. For some this is the fulfillment of the code as true Samurai of House Kurita.

Time: 2 Years.

Traits: Promotion, well equipped, Vehicle (2) for MechWarrior, cavalry, BattleArmor and Aerospace trained characters.

Skills:  +3 to half your military skills, +2 to two non-military skills

Events: 

2.- Your unit is chosen for an abject lesson behind enemy lines! (Fast talk +2, Pistols +1, Introvert, Glass Jaw)

3.- Your Lance died before your eyes leading to nightmares at night. (Addiction 1, glass jaw, bad reputation)

4.- The Clan Star was far more than you bargained for. (Quirk, Code of Bushido, Demotion, Brave)

5.- Good news you are alive, bad news you are alive! Now if you could only remember! (Lost limb 2, amnesia, disabled)

6.- Didn't the Tai Sa order a retreat? Then why are you charging? (Quirk \ Code of Bushido, Brave, choose unattractive or disabled)

7.- You must remember that you are but a Warrior in House Kurita bound by honor and duty. Others fill the paperwork! (Enemy 2, timid, bureaucracy +1)

8.- A tour of Duty in the Lyons Thumb introduces you to the Lyrans as more than just potential Enemies. (Enemy 1, Appraisal +1, scrounge +1)

9.- I know that my duty is to the Combine, but she is beautiful. (Dependent 1, Introvert)

10.- This last tour has been really boring! (Add +1 to all your Military Skills, +1 Career Soldier)

11.- The Tai Sa in your regiment does not particularly like you. You receive a letter from the Bureau of Substitution (Enemy 2, Bad Reputation, Demotion)

12.- You find a way to procure the goods for the boys! (Contact 1, Scrounge, In for Life, Wealth, next life path, Yakuza)

13.- You wish you got to serve on the front lines against the Clans. Instead you find yourself on a backwater world fighting pirates! (+2 to all military Skills, Good reputation)

14.- This is the worst fighting in your unit’s history! (+3 to all military skills, +2 to two non-military skills, brave)

15.- Night Fighting is somehow easier for you. (Night Vision, Sixth Sense)

16.- Combat operations allow you to live the Code as well as you understand it. (Quirk \ Code of Bushido, Quirk Loyalty to House Kurita, Blades +2, +2 to half your military skills)

17.- You were assigned to a unit that liberated planets from those damnable Jaguars! (Good reputation, Contact 1, +3 to all your skills in one military field)

18.- Your performance in the field earns you a Commission (Leadership +2, proceed to Wisdom of the Dragon School, if you already have a commission,  take promotion instead add +4 to all your combat skills in one combat field, take strategy at +3)

19.- Your performance this year earns you the Bushido Blade in combat. (Promotion, Wealth, Good reputation, Contact 2)

20.- Take one or roll twice and apply both results.

MechWarrior Three Material.

Free Worlds League

These rules are to be used in games of MW3. They are also meant to supplement the life paths in the MW 3 main book. Unless otherwise stated, they follow standard rules.

Stigma \ Prosthetics Free World League Expanded

In the history of the League prosthetics have not been well received. There was a belief that these devices could and did still some humanity from those who wore them. Hence characters wearing a prosthetic device will have to a –2 on all social interactions while at the League, or when dealing with League Characters. If this is a L-5 Device the League character will have to see if they notice. L-6 does not apply.

Major Free Wolds League Military Academy (Generic)

Affiliation: FWL. Cannot have combat paralysis, Glass Jaw, No seriously "questionable" events in the character's past, to GMs discretion, unless a contact 1 is used to hide it. If the character went through the fugitive path, use a contact 2 to hide this.

League troops can either answer to the Captain General through the LCCC or provincial forces. At this time forces have a fifty-fifty split.  Service is seen by some as duty to their Provincial Lord, by others as an honor. 

This is not a full life-path and should not be taken as such. Instead it offers generic information common to most Marik Academies. The entries that follow round up the Major Marik Academies detailed in The Hatchlings  P. 26. Simply add on (or replace as noted) the requirements, traits and skills listed bellow with those given in the specific Academy. If this Path and the specific academy entry both list the same trait or skill, apply both effects.
Time: 2 Years.

Attribute Minimums: Int 5, Ref 4, and Soc 4

Attribute Thresholds: Soc +1.

Traits: Promotion, Well Equipped, +1 Dex

Skills:  Academic Military History, Protocol Marik +1, Quirk \ Loyalty to the Captain General Survival +1, Blades +1 
Field: Basic Training.

Events:

2. – A training accident leaves you disabled. Players choice, (Disabled 2, no further military paths, prosthetic five, stigma \ Prosthetics) 

3. – Next time thing before you leap! Your actions damaged academy property (Enemy 2, poverty, Demotion) 

4. - You are forced to leave the Academy since "you are on the wrong side of a political dispute." (+1d6 to the time it will take to complete this path. +1 Edg, -1 Cha, +3 fast talk)

5. – Why did you even listen to them? (Academic Poltical Science  +1, Enemy 1, fast talk, go into the Word of Blake and continue from there)

6. - The local Mafia street boss contacts you. You could make a fortune! (Player choice, if accepted, In for life, Contact and wealth 3. If player rejects, Brave, enemy one Quirk \ Paranoia) 

7. – Loyalty to the League and the Marik is paramount. (Quirk \ Loyalty to Thomas Marik, Good Reputation)

8. – All that time in the library was not good for you. (stigma \ book worm, Introvert, poor vision)

9. – You talk too much, and do little. (Fast talk, bad reputation, slow learner)

10. – You knew that guy was not trustworthy. Turned him in to SAFE. (Contact 1, promotion, bad reputation)

11.- Training reveals a hidden talent! (NA piloting, leadership +2)

12.- You love the FWL and what it stands for, far more than your province. (Interest \ Art Free Worlds League, Protocol FWL +3)

13.- Your instructors know you have potential. (Add +2 to all skills in Basic Training)

14.- What was it that you needed anyway? You have a knack for finding things at the base. (Scrounge +1, appraisal +1, wealth) 

15.- Give me a good game of Drax, oh yeah! (NA Gambling, wealth, perception +1)

16.- SAFE thinks you may be good Eagle Corp Material (Good reputation Special Forces AIT and then continue the life path)

17.- Night operations reveal a secret talent, (Night Vision, sixth sense, Ambidextrous)

18.- You come at the near the top of your class, earning you a choice assignment. (Proceed to the Orloff Military Academy to finish your training, and then continue from here, well equipped, contact 2, fast learner)

19.- You are the top cadet in your class (Contact two, commission, rank, well connected) 
20.- Choose one or roll twice and apply both effects.
Aitutaki Academy.

Affiliation: House Marik Only. May not have poor vision, Transit Disorientation Syndrome, poor hearing or disabled.
The Aitukai Academy is the most independently minded of all the Academies in the FWL. The LCCC has strict rules on who attends. Cadets who choose to attend this academy and are not from Regulus should roll the life events with a –2 to the roll to simulate the other means used to avoid their graduation. If they are from Rugulus this does not apply. Players may choose during Character generation, if they are SAFE agents, to go through training at the Academy.

The Academy also offers OCS school. Characters who enter it, use the Officer Packet in the MW 3 core book but add the skills of the academy.

Time: 2 Years.

Attribute Minimums: Int 4, Ref 5, and Soc 4

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, +1 Dex

Skills:  Academic History of Regulus +3, Protocol Marik +1, Protocol Rugulan +2, First Aid +1, Blade +3

Field: 
BatleMech (Dex 5, Reflex 5)

Cavalry (Dex 4, Int 4)

Infantry  (Bod 6)

Mech Technician or Vehicle Technician (Int 5) Assume that this pass includes the Basic technician field as well

Events: Do not roll for events.

Next Path: Tour of Duty Inner Sphere (4), Tour of Duty House Marik (4) Tour of Duty SLDF as a badged Warrior (4)

Allison MechWarrior Institute

Affiliation: House Marik Only. May not have poor vision or glass jaw.

AMA is the premiere MechWarrior only training academy in the League. It fosters strong loyalty to the Captain General and it is open to all Citizens of the League. It also dedicates 15% of its berths to the children of dispossessed MechWarriors.  Since the Captain General himself selects them, all graduates are extremely loyal to the Captain General. Moreover, they do have a bias against flyboys.

time: 2 Years.

Attribute Minimums: Dex 3, Ref 4, and Soc 3

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, +1 Dex, Quirk \ loyalty to Thomas Marik. Quirk \ Dislike for flyboys.

Skills:  Increase all your skills in the MechWarrior field by +2

Field: 
MechWarrior. (Dex 3, Int 4)

Events: Do not roll for Events.

Next Path: Tour of Duty Inner Sphere, (4) Tour of Duty Star League (4) Tour of Duty, Knights of the Inner Sphere. (4)

Athene Combat School

Affiliation: House Marik Only. Will accept anybody who meets the requirements.

The Athene Combat School accepts all cadets that meet its stringent physical and mental requirements.  Political orthodoxy is paramount though and loyalty by both instructors and students is ensured through strict background checks.

Time: 2 Years.

Attribute Minimums: Int 5, Ref 4, and Soc 4

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, Dex +1, Quirk \ Loyalty to House Marik Quirk \ Loyalty to Thomas Marik

+1 bod,  +1 will

Skills:  Running +1, navigation ground +1, choose two non-combat skills with the GM’s approval and one more combat skill, all at +1

Fields:

Infantry (Build 5, Ref 4)

Technitian  (Int 6)

Armored Infantry (BOD 5, DEX 4)

OCS, by roll only, (Int 5)

Events: Do not roll for events.

Next events Tour of Duty Inner Sphere (4), Tour of Duty, Free Worlds League (4), Tour of Duty SLDF (4)
Legionary Training Academy

Affiliation: House Marik Only. Cannot have any questionable events in the Character past, or will need a Contact 2 to hide this. 

The Legionary Academy, formerly known as the Humphreys Training Academy fosters  absolute loyalty to Thomas Marik and the Legions. All Cadets will serve in the Legions after graduation. SAFE, as well as all instructors screen all Cadets. 

Time: 2 Years.

Attribute Minimums: Int 5, Ref 3, and Soc 4

Attribute Thresholds: Soc +1, WILL +1.

Traits: Promotion 2, well equipped, +1 Dex, Quirk \ Loyalty to the League. Quirk \ Loyalty to the Legions.

Skills:  Academic \ Free Worlds League History +2, Tactics \ Combined Arms +2, (See House Kurita Life Path)

Field: 
MechWarrior (Dex 4, Ref 4, Int 5)

Aerospace Pilot (Dex 5, Int 5) Player can replace this field with the one in AT 2, page 61-2

Cavalry  (Dex 5)

Infantry (BOD 4, Int 4)

Power Armor (BOD 5, Dex 4)

Special Forces (INT 5, WILL 4)

OCS, by roll only (SOC 4, INT 5)

Events: Do not roll for events.

Next Path Tour of Duty Inner Sphere (4), Tour of Duty Free Worlds League (4) Tour of Duty Legions (4)

Lloyd-Marik Stanley Aerospace School. 

House Marik Affiliation Only. Cannot have poor vision or poor hearing.

The LMS is the premiere naval training Academy in the League. Located on the planet New Olympia the school has started training warship crews, with the first class graduating in 3054. Her graduates are now staffing the nascent Marik Fleet.

Time: 2 Years.

Attribute Minimums: BOD 5, DEX 4, REF 4

Attribute Thresholds: BLD +1, Cha -1, Ref +1

Traits: Promotion, G-Tolerance, Quirk \ Loyalty to House Marik.

Skills:  Zero G,  +2, First Aid +2, Academic \ Naval History +2, Protocol Marik +2, Pistols +2

NOTE Players may choose to use the package and events on page 61-2 Aerotech  2. Replace the skills were appropriate
Field: 
Aerospace Pilot (DEX 5, REF 4)

DropShip (Dex 4, Int 4)

Jumpship (INT 5)

WarShip (INT 6)

Events: Do not toll for events.

Next Path: House Marik Tour of Duty (4), Inner Sphere Tour of Duty (4) 

Princefield Military Academy.

House Marik Affiliation only. Must have Contact one, and Good Reputation

The Princefield Military Academy is a very exclusive school where the noble class sends many of its children. Political orthodoxy takes second place so a GM may judge a character with a shady past able to attend as long as there is a Wealth 3 and the character took noble in the first pass.

Previous Paths: Nobility, (1), Military School (2)

Time: 2 Years.

Attribute Minimums: Soc 5

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, Cha +1, Vehicle 2, Custom Vehicle 2, poverty

Skills: Protocol House Marik +2, Bureaucracy House Marik+1, (Academic \ Military History House Marik+1, Administration +1, Players choiceLeadership +2, Blades +2 or Comms Conventional +2)

Field: 
MechWarrior (Dex 4, Ref 5)

Aerospace Pilot (Dex 5, Ref 4)

Cavalry (Dex 4)

Infantry (BOD 5)

Entry OCS by roll only. Add the following skills to OCS packet

Animal Handling (horse riding +2)
Events: Do not roll for events.

Next Path: Tour of Duty Inner Sphere (4), tour of Duty House Marik (4), Travel (4)

Marik Officer Training College.

House Marik Affiliation Only.

Cannot have slow learner, Disabled or Bad Reputation. 

The MOTC is a graduate school offering command training for Officer Cadets. It can be combined with any Academy, and Cadets getting the OCS roll are assumed to have attended this or any other OCS program. If they choose this one, add +1 to Leadership and +2 to Protocol House Marik.

Orloff Military Academy.

House Marik Affiliation Only.

Cannot have a questionable event in character’s past..

Entrance into the OMA is by invitation only. Those who enter are loyal to House Marik and with proper connections.

Time: 4 Years. 

Attribute Minimums: INT 5, BOD 4 4, SOC 6

Attribute Thresholds: Soc +1, +1 Dex.

Traits: Promotion, well equipped, owns vehicle, custom vehicle 4, Quirk: Loyalty to House Marik.

Skills: Protocol Marik +2, Blades +2, Interest \ art, House Marik, Animal Handling: Horse Riding +1 Strategy +1, Tactics (Combined Arms) +1, Miltary Martial Arts, +2, Pistols +1, 

Field: 
BattleMech Pilot (Dex 5, Ref 5)

Events: Do not roll events.
Next Path: Tour of Duty Inner Sphere (4), Tour of Duty, House Marik (4)

House Marik Tour of Duty

House Marik Affiliation Only. Must attend a Marik Academy

Like all soldiers in the Inner Sphere, sooner or later they all report to their regiments. Most troops under the LCCC command structure will face uneventful tours, while others faced the horrors during Operation Guerrero. 

Time: 2 Years

Traits: Promotion, well equipped, Vehicle (2)

Skills:  Add +4 to one military skill, +2 to two skills in primary field,  +1 to any other skill

Events: 

2.- You had to eject during combat! (Players choice, Lost limb or prosthethic and stigma prosthetics. Introvert) 

3.- While on combat operations in the Sarna March you are stranded behind enemy lines! You are forced to hide from Davion Add 1D6 to this path. (Escape artist +3, survival +1, bad reputation, Scrounge +1)

4.- SAFE thinks you have problems!  (Enemy 2, Bad Reputation, introvert, quirk paranoia, player may choose to join a provincial unit.)

5.- You were offered the chance of a lifetime! Blessed be Blake! (Enemy 2, Proceed to Word of Blake and continue from there.)

6.- You knew you were not fit for space travel!  (Addiction 1, Transit Disorientation Syndrome)

7.- Now you knew the Marik shouldn’t have trusted the SLDF! (Quirk \ Xenophobia, brave)

8.- Night patrols can be interesting! (Poor vision, Sixth Sense)

9.- Now you know why you should hate Indicass eh? ! (Allergy, poison resistance, combat sense)

10.- You knew you have never crossed the Force Commander! (Enemy 2, bad reputation! Player may choose to return to his province)

11.- Next time they ask for volunteers you will seat it out. (Garrison duty, +1 to all your skills)

12.- You knew this girl was trouble! (Dependent 1, +1 language of your choice)

13.- You are torn between your province and your nation. (Players choice, Quirk Loyalty to the Marik, good reputation, promotion 1, or Quirk loyalty to one’s province, bad reputation (if in a national unit), Quirk paranoia) 

14.- Pressure brings it out!! (Leadership +2, Promotion)

15.- Nobody said war was easy, but so far you had a good run! (Promotion, good reputation, players choice +3 to one military skill, +2 to two more general skills)

16.- Hey, life on post ain’t bad, especially when you have a box of Drax. (Natural Aptitude Gambling +2, Gambling  +2, Gregarious)

17.- You are tapped for the Eagle Corp. (Players choice: Special Operations, or good reputation and natural ability Leadership)

18.- You ear the attention of the higher ups! (Off to OCS you go, Vehicle 2)

19.- Your honor in the field of battle means that the Knights of the Inner Sphere send an invitation.  (Player’s choice, proceed to Knights of the Inner Sphere, or good reputation, promotion, leadership +3)

20.- Choose one, or roll twice and apply both effects.

Next Path: Tour of Duty Inner Sphere (4), Tour of Duty Free Worlds League (4), Ne’er do Well (4) Travel (4)

Knights of the Inner Sphere

House Marik Affiliation Only.

The Knights of the Inner Sphere are an elite unit that owes its loyalty to Thomas Marik. Entry into the Knights is by invitation only. GMs may choose to allow players from any house to enter, since theoretically they can also invite members of other Houses as long as they live the Code of Chivalry. 

Time: 2 Years

Traits: Promotion, well equipped, Vehicle (2), In for Life. Quirk \ Code of Chivalry, Quirk \Loyalty to Thomas Marik

Thresholds: Soc +1

Skills:  Add +4 to one military skill, +2 to two skills in primary field,  +1 to any other skill. Interest The Knights of the Round Table by Thomas Mallory +2

Events
Events: 

2.- you cannot live under the Code! (Fast talk +2, Bad Reputation, no further military paths in the FWL)

3.- Your lance lost contact from Lord Masters. You are hunted by those visions of the Jaguar. (Addiction 1, glass jaw, Combat Paralysis) 

4.- The Clan Star was far more than you bargained for. (Lost limb, amnesia, stigma, prosthetic)

5.- The Jaguar still leaps at you! (Addiction, players choice, brave and good reputation, or combat paralysis and stigma coward)

6.- You should have never fired your weapons at that house! (Quirk \ Code of Chivalry, Combat Paralysis, choose addiction or disabled)

7.- You must remember that you are but a Knight of the Inner Sphere bound  by honor and duty. Others do not understand your burden! (Enemy 2, timid, bureaucracy +1)

8.- You still remember Coventry and not quite fondly. You wish you could have fought them! (Enemy 1, introvert)

9.- At times you are tempted by other ways. (Players choice: Join Word of Blake, or Quirk Loyal to Thomas Marik)

10.- You wish you could get some of the action, right! But hey, she is beautiful. (Dependent 1, add +1 to all your military skills)

11.- Colonel Masters himself was annoyed at you. You were challenged to a duel (Bad Reputation, Demotion, blade +1)

12.- You believe in the Star League! Service with Task Force Serpent (Contact 2, +3 to all your MechWarrior Field Skills)

13.- The Trip to the Home worlds tells you why you never liked space travel! (TDS, add +1 to all your skills)

14.- This is the worst fighting in your unit’s history! (+3 to all military skills, +2 to two non-military skills, brave, combat sense)

15.- Combat operations allow you to live the Code as well as you understand it. (Quirk \ Code of Chivalry, Quirk Loyalty to Thomas Marik, +2 to half your military skills) 

16.- Night Fighting is somehow easier for you. (Night Vision, Sixth Sense)

17.- You were at the forefront of an attack protecting your unit. (Brave, Promotion, good reputation)

18.- Your performance in the field earns you a Commission (Natural Ability Leadership +2, strategy +3, NA ability to all of your MechWarrior skills)

19.- Your performance earns you the Star League Medal of Honor (Promotion, Wealth, Good reputation, Contact 2)

20.- Take one or roll twice and apply both results.

Next Path:

ToD Inner Sphere (4), ToD FWL (4), Travel (4), ToD Knights of the Inner Sphere (4)

MechWarrior Three Material.

FM: Mercenaries.

New Occupational Field:

Lawyer. (Note, to reflect legal training at Outreach University)

Career Law.

Academic Law.

Interrogation

Intimidation.

Negotiation.

Administration.

Bureaucracy.

Trait: Good and Bad Reputation, expanded.

In the Mercenary world reputation is very important. When a player has formed a Mercenary Unit, using MW3 to create the Characters, the unit’s actions in the field will have an effect in negotiations. The actions of the Warriors while on Liberty at Harlech though, can also have disastrous effects. If a player character, especially one in a key position in the unit, should have an encounter with the local police, then add a point of bad reputation to the character but also the unit. If the unit gets a real bad reputation, then they may not be able to even get space at the Hiring Hall, and be limited to Temp Town.

Players with a low reputation will start their negotiations at Temp Town. Those who slide will end up in Temp Town. Use the following table in negotiations.

Bad reputation 5, +5 TN in any contract negotiation.

Bad reputation 4, +4 TN in any contract negotiation

Bad Reputation 3, +3 TN in any contract negotiation.

Bad Reputation 2, +2 TN in any contract negotiation.

Bad Reputation 1, +1 TN in any contract negotiation.

Good Reputation 1, -1 TN in contract negotiations.

Good Reputation 2, -2 TN in Contract Negotiations.

Good Reputation 3, -3 TN in contract negotiations.

Good Reputation 4, -4 TN in contract negotiations.

Good Reputation 5, -5 TN in contract negotiations. 

Moreover, no player or player unit can establish an office at the Hiring Hall with a Bad rep of 2 or above. The Dragoons would not allow it. Getting arrested by the local police constitutes an immediate point of bad reputation. If the arrest involves robbery, murder or any other serious felony, it can go from two points all the way to five. It cannot go over five, but the GM should make it clear to players that a bad reputation is bad for business.

University of Outreach.

Chaos March or Mercenary Affiliation only.
The University of Outreach is one of the finest institutions of higher learning outside of the New Avalon Institute of Science. It produces some of the best Engineers, Doctors and Lawyers in the Inner Sphere. Recent events in the Chaos March though, has made attendance by non Outreach Natives hard. Though, graduation from its prestigious programs guarantees the graduate a bright future. 

Because possible paths cover so many possible careers, the player may select skills to match his or her major. To reflect the advanced medical, legal and engineering training, players should assign a +3 to the specific Career Skill when creating the character, or any specific skill within the specific occupational field. For example, if creating a doctor, assign an extra +3 to any skill within the doctor field.

The main Path represents general study. The second pass represents the player's chosen major or military training at the Outreach Mercenary Training Command.

Time: 2 years

Attribute Minimums: Int 5, Will 3, Soc 3

Attribute Thresholds Int + 1, Soc +2

Traits. Poverty, Well Connected.

Skills: Administration Mercenary +1, Computers +2, Academic Inner Sphere History +1, Negotiation +1, Perception +2.

Previous Paths. Mercenary Brat (2), High School (2), Technical College (3), Police Academy (3), To serve and Protect (4).

Next Paths: University of Outreach Sub-Path, or OMTC Sub-Path.

2. - Got caught selling papers! Expelled from school. (Bad Reputation, Enemy 2)

3. - Stress of college life is too much! You start betting at Mickey Wu's  (Gambling +1, bad reputation, poverty)

3. - Temp Town looks tempting! (Brave, loose half of all your skills, enemy 1)

4. - You buy papers from a friend. (Bad Reputation, +1 year to this path after put on academic probation)

5. - Late nights, you really never knew this was work! (Addiction 1, introvert)

6. - You spend too much time in the library. (Choose poor vision 1 or introvert)

7. - You are approached by an Intelligence agency. (If player accepts the deal, In for Life and timid. If player rejects it, Enemy 2 and brave)

8. - School is hard, but a little extra effort never hurts! (Slow learner, -1 to half your skills)

9. - You married half way into your degree. (Dependent 1)

10. - You become the teacher's pet. (+1 to half the skills, contact 1)

11. - You discover that you have a gift. (Natural Aptitude to one of the technical skills in the field of study)

12. - You meet some interesting people while getting your degree. (Contact 1)

13. - School elections show you can inspire others. (Leadership +1, Acting +1)

14. - You did well in your studies. (+3 to two skills)

15. - You discover an innate ability for languages (Natural Aptitude languages)

16. - Caught the attention of the faculty (Contact 2, fast learner)

17. - While at the lab discovered a new valuable compound.(Wealth 2, contact, well equipped, good reputation)

18. - Made the Deans List (Edg +1, and take two of the following: contact 1, Good reputation, wealth or Fast Learner)

19. - Your studies caught the attention of the planetary administration. (Contact 2, Good Reputation 2, wealth 2)

20. - Choose one event or roll twice and apply both events.
Mandatory Subpath: Sciences Major

University of Outreach Path required.

Skills: Add +1 to any three skills.
Time: Two years.

Fields: Scientist, if Medical School, +3 to any one skill on that occupational field.

Events: Do not roll events for Science Major. 

Next Path: Civilian Job (4), Ne’er do Well (4), Post Graduate Studies (4), Aerospace School, (part of this path, 3), Medical School, (part of this path 3)

Mandatory Subpath: Technical Major

University of Outreach Path Required.

Skills: Add +3 to any one skill in your field, and +1 to any three skills.

Time: Two Years
Fields: Civilian Tech, or Mech Technician. 

Events: Do not roll events for Technical Major.

Next Path: Civilian Job (4), Ne’er do Well (4), Post Graduate Studies (4), Engineering School (part of this pass 3)

Mandatory Subpath: Political Science Major.

University of Outreach Path Required.

Skills: Add +1 to any three skills.

Time: Two Years.

Fields: Politician, or Lawyer:  add +3 to any particular one skill in the Lawyer field. 

Events: Do not roll events for Political Science Major

Next Path: Civilian Job (4), Ne’er do Well (4), Post Graduate Studies (4), travel (4)

Outreach Mercenary Training Command Mandatory Subpath:
State sponsored military academies were the formal places of training for Mercenary personnel until the Clan War. Space was limited, and usually reserved for those enlisted in National Forces. Hence, Mercenary Military Personnel were limited in their opportunities to begin or further formal military training.

The OMTC offers courses ranging the gamut from basic military science, to advanced Staff College equivalent courses. The OMTC contains extensive simulator facilities. It also works in conjunction with the University of Outreach, which outside of the NAIS provides some of the finest educational programs in the Inner Sphere. For a soldier wishing a University degree, the first path is the undergraduate program, the second path represents actual military training.

Special Rules. Characters can come into the OMTC to receive initial training, or more advanced training. Hence, characters receiving initial training will first go through the University of Outreach. In this case Characters will receive basic training as part of their occupational field, following standard MW 3 rules, then entering the more advanced courses. If they are coming in from a Tour of Duty Inner Sphere, Tour of Duty, Mercenary or other Inner Sphere academies, the first two years are "waved," assuming they passed the pre-requisite tests. If characters wish postgraduate training, then they should follow the Post Graduate path, assuming the character will end character creation with the rank of Major or above. PostGraduate Training is given here as a guide, but it is suggested as a role-playing situation.

Time: 2 years.

Attribute Thresholds: Will+ 1, Dex +1, build +1

Skills: Administration Mercenary +1, Bureaucracy Mercenary +1, Computers +2, Language \ Any +1, Interest any +2, Streetwise Outreach +1, Tactics \ any +1, Strategy +1

Traits: Promotion, Poverty, good reputation.

Prerequisite: Basic Training or AIT

Previous Path: Tour of Duty Inner Sphere (4), Military Enlistment (3)

Fields: If the character already has a field and comes in to get further training, he will only gain a +2 per skill, to reflect bad habits acquired in the field.  Otherwise choose from following fields, subject to restrictions. 

Next path: ToD, Inner Sphere, 

Note: The OMTC does not offer conventional Infantry Training. 


Aerospace Pilot (min Dex 4, Rfl 4)


DropShip Pilot (Minimum Dex 4, Rfl 4)


JumpShip Pilot (Minimum Int 5, Rfl 4)


Armored Infantry (Minimum Str 6, Bod 6)


Cavalry (Minimum Dex 3, Rfl 4)


Conventional Pilot (Minimum Dex 4, Rfl 4)


Technician (Minimum Int 4, Dex 4)


MechWarrior (Minimum Dex 3, Rfl 4)

OMTC Events:

2. - Serious training accident, no further military paths. (Lost limb 2, Glass Jaw, choose either timid or introvert)

3. - You got the attention of the wrong people! An intelligence agent offers you the deal of a lifetime! Too late you remember, if it sounds too good, it must be! (Wealth, In for Life, timid)

4. - You truly annoyed the Sergeant, who took an interest in you. (Timid, +1 build, -1 Charisma, running +1)

5. - You should have known better than  to spend too much time at Mickey Wu's! (Gambling +2, Streetwise Harlech, Poverty, -1 to al skills)

6. - You cross a member of another Mercenary Unit. (Enemy 1, bad reputation 2)

7. - You should have known better than to tangle with the local underworld! (Player's choice, if he takes the deal, brave, in for life, if  not, timid, bad reputation)

8. - You spent too much time at the library! (Computers +1, night blindness)

9. - You were by the Masters at arms (Decision at Thunder Rift: Chapter 1) who made tough as nails, but not much else! (Note Bryan, it varies from the GDL saga quite on purpose. This is to reflect the generally poorer training that Mercenary troops would get in general.) (Toughness, slow learner)

10. - Training is long and boring, but a sergeant shares a tad more. (Tactics any / +1)

11. - Training reveals a gift. (Night vision)

12. - To make ends meet you volunteer as a guinea pig at the Medical School (Toughness, poison resistance)

13. - Extra time at the range gives you an edge. (Natural Aptitude Rifles)

14. - Combat exercises are good for you. (Sixth sense)

15. - You seem to stand out. (Contact 1, good reputation)

16. - Life is not that bad on Outreach. You discover two hidden talents (NA gambling, attractive, wealth)

17. - You are offered a contract when you graduate with a top notch unit. (Good reputation, contact 2)

18. - The Dragoons are impressed with you, and offer you a billet in the enlisted ranks. (Good reputation, wealth, well equipped 2)

19. - The Dragoons offer you a commission after you attend OCS. (Commission 1, if you already have a commission, take promotion instead, Wealth 2, well equipped 3)

20. - Take one result, or roll twice and aply both results.

Next path: Tour of Duty, Inner Sphere, 

MechWarrior Officer Training.

Entry: by roll only.

Time: One Year

Trait: Commission, (or promotion if the character already has commission) Good Reputation, well equipped, wealth.

Skills: Leadership +4, Administration Mercenary +3, Bureaucracy Mercenary +3, Pistols +3, Tactics Mech +3, Training +3, Academic Military History +2, Protocol Military +1, CS Soldier +1.
Do not roll for events.

Mercenary Tour of Duty (4)

Mercenary Affiliation Only.

Mercenary Units run the gamut from a single BattleMech lance to a full regiment. Hence, the contracts that they are capable of fulfilling do change from unit to unit. Hence, this life path will simulate the most common events in the life of a Mercenary Unit.  Duties performed by Mercenary Units also run the gamut from Conventional Infantry performing security, to BattleMechs involved in a Planetary Assault.

Time:  2 Years.

Trait: Promotion, vehicle (2) for MechWarrior, Aerospace Pilot, Aircraft Pilot, Cavalry and Armored Infantry trained characters only.

Skills: Add +2 to any of your military skills and +1 to any other skill (Choose Negotiations +1, or Administration Mercenary +1)

Next Path, Neer’ do well (4), Travel (4), OMTC (3), Police Academy (3), Tour of Duty IS, (4) 

Mercenary Tour of Duty Events. 

2. - Caught behind enemy lines! Add 1D6 to the years that this path will take. (Choose, quirk paranoia or demotion. Add escape artist +1 and fast talk +1)

3. - You saw your Lance mates killed because your employer betrayed you! (Combat Paralysis or Addiction 2)

4. - You are sure you ordered Auto-cannon rounds, not blankets! Problem is that your employer will not take them back! (Bad reputation, poverty)

5. - You were sure the contract did not include Guerrilla Warfare! You witness some horrors that you wish you did not! (Poison Resistance, Toughness, disabled 1)

6. - When traveling to your next assignment you discover you do not like travelling much. (Transit Disorientation Syndrome!)

7. - You were sure you could take anything, that is until you had to go on night patrol on New Canton! (Allergy, quirk: fear of animals)

8. – Good news, you found the enemy, bad news, you found the enemy! Intense combat leads to nightmares at night! (Combat paralysis, Introvert, choose quirk paranoia or addiction 1)

9. - You knew that this had to be too good to be true! You marry one of the indigs, who happens to have some kids. (Dependent 2)

10. - You find combat is not that hard, once the troops listen to you! ( Leadership +1, sixth sense)

11. - Night patrols are boring, yet you find something interesting! (Night Vision, Natural Aptitude Sensors).

12. - They promised new and exciting places to go visit, right? ( +2 to two combat skills, +1 to one non-combat skill)

13. – Your Lance Commander dies in combat! You did not know you had it in you! (Commission, if Character already has commission, take promotion instead. If the character does not want the commission, take two promotions instead. Brave)

14. - They told you this at boot camp, ninety-nine percent boredom, punctuated by one percent panic! (Brave, +3 to one combat skill, Sixth Sense, Combat Sense)

15. - Your employer gives you a choice assignment! (Good reputation, wealth, Tactics +1,)

16. - You are at the right place at the right time! (Brave, Good reputation, wealth, land grant)

17. - Your unit’s actions are instrumental in the success of the BattlePlan of your employer! Your employer offers you further education at the OMTC! (Good reputation, wealth, and choose, land grant or title, take the OMTC advanced course and then continue from here)

18. - Your actions reach the ears of some important people in the Mercenary Community. (Contact 2, Good reputation, wealth, promotion, vehicle (2))

19. - Your honorable actions in the field of battle lead for the Wolves Dragoons to try to recruit you. (Contact 3, Good reputation, land grant, title)

20. - Choose one, or roll twice and apply both results.

Northwind MechWarrior Academy. 

Highlander Officer Training. To Replace Officer Candidate School.

Leadership

Computers

Administration

Bureaucracy

Pistols

Training

Tactics \ Combined Arms

The Northwind Academy is open only to Northwind natives, with few exceptions made for off-worlders. Most of these exceptions are made for those who can trace their origins to Northwind. Any off worlder wishing training at the Academy must have a contact 2, who will be able to vouch for the character's Highlander ties.

Northwind Academy:
Previous Path: Military School or High School.

Time: 1 Year.

Attribute Minimums: Int 4, Bod 4, Soc 3

Attribute Thresholds: Bod +1.

Traits: Promotion, well equipped, +1 Dex

Skills:  Academic \ Highlander History and Traditions +2, Tactics \ Combined Arms +1.

Field: Basic Training. 

Events: 
2. - You realize early in your training that you do not have what it takes and opt out. (Stigma \ coward, no further military paths)

3. - A "friend" offers you wealth if you let him into the secrets. (In for Life, Stigma traitor, or Brave, enemy 2)

4. - Highlander traditions are cumbersome at best! (Slow learner, half to all skills learned on this path. Off to Support Services School you go!)

5. - What, you want to make some money my boy? (Gambling +2, addiction +1, Poverty, stigma \ loose with money)

6. - Discipline is hard on your free spirit! (Stigma \ discipline problem, Bad Reputation)

7. - It was a matter of honor! (Blades +2, Brave)

8. - You took the wrong side of the fight! (Stigma \Victor Davion Supporter addiction 1) 

9. - Maneuvers reveal several things, some good, and some bad. (Good hearing, allergy, timid)

10. - You inherited your father's Mech. That is a blessing, aye? (Lemon, owns vehicle)

11. - You are a very popular fellow! (Gregarious, Good Reputation)

12. - You love the Highlanders and their traditions (Academic \ Highlanders history and Traditions +1, good reputation, Interest \ Traditional Bag-pipe music)

13. - Your loyalty is to the Regiment! (Good Reputation, contact 1)

14. - Your interest in the ways of the Star League catches the attention of some. (Contact 1, Black Watch, Academic \ History and Traditions of the Star League +2) 

15. - You are lucky! (Wealth, well equipped, well connected)

16. - You live the Star League in your actions (Player’s choice, continue to the Black Watch and the Gunslinger Program, or stay in the Regiments, Contact 2 Black Watch Regiment, Good reputation, Well Equipped)

17. - You are the one to know when it comes to finding hard to find stuff. (Contact 1, scrounge +2, Appraisal +2, wealth)

18. - Aptitude testing reveals hidden talents. (Ambidextrous, good hearing, night vision)

19.- You are officer material! (Proceed to command school, commission, rank 1, continue Lifepath from there)

20. - Take one or roll twice and apply both effects.

Mandatory Subpaths:

Time: 2 Years.

Traits: Promotion, Well Equipped.

Skills:  Leadership +1, Scrounge +1, Academic \ Highlander History and Tradition +2

Field: 
MechWarrior (Dex 4, ref 4)

Cavalry (Dex 4, Ref 3)

Command (Int 4)

Aerospace (Int 4, ref 5)

Ship's crew (Bod 4)

DropShip Pilot (Int 5)

JumpShip Pilot (Int 5, bod 4)

Officers of the Northwind Regiments receive training at their own Command Training Center

Northwind Academy Command School:

Allegiance: Northwind Highlanders, Mercenaries.

Entry: By roll only

Time: 1 Year.

Attribute Thresholds: Soc +1

Traits: Commission, well equipped, +1 Dex

Skills:  Academic \ Highlander History and Traditions +2, Tactics \ Combined Arms +1, Academic Star League history and Traditions +1.

Field: Highlanders Officer Training

Events: Do not roll for events.

Next Path: Mercenary Tour of Duty (4) or Inner Sphere Tour of Duty (4)

Field Manual: ComStar.

MW 3 Material.

New Occupational Fields: SLDF, ComStar, Word of Blake Allegiances, Free Rasalhague Republic and Clan Nova Cat.

SLDF Command (Replaces Officer Candidate School)

Administration \ Star League.

Bureaucracy \ Star League.

Tactics \ Any

Negotiations

Leadership

Academic \ History and Traditions of the Star League.

Training

Protocol

Pistols.

Gunslinger. 

Perception

Tactics \ Mech

Strategy.

Academic \ The Way of the Clans.

Academic \ Star League History and Traditions

+4 to two skills in the MechWarrior Field, the rest +2 to reflect sim time.

Leadership Training, (Replaces Officer Training for Word of Blake)

Leadership

Strategy

Bureaucracy

Protocol

Tactics 

Training

Pistols

Academic \ Writings of Jerome Blake.

Focht War College.

Allegiance: ComStar, Star League and Free Rasalhague Republic. Cannot have glass jaw, or missing limb.
Focht War College will graduate its first class in the summer of 3062. This facility serves the Star League, ComStar and the Free Rasalhague Republic. Its standards are very high. To simulate this all characters are required to have an INT of 5. The controlling player must decide who sponsored him or her. This will determine the units he can serve with after graduation. Note: For Free Rasalhague Republic characters use a Contact 1. He will follow the ComStar Path, and continue his career in the Kungsarmé.

ComStar Basic Training:
Previous Path: Mercenary Brat (2), Mercenary Tour of Duty (4), any House Specific Tour of Duty (4), Military school (2), High School (2).

Time: 1 Year.

Attribute Minimums: Int 5, Ref 5, Soc 3

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, +1 Dex

Skills:  Career Comstar +2, Academic: ComStar History and Traditions +2, Academic IS History +1, Survival +1.

Field: Basic Training. 

Events: To Follow

Time: 1 Year.

Attribute Minimums: Int 5, Ref 5, Soc 3

Attribute Thresholds: Soc +1.

Traits: Promotion, well equipped, +1 Dex

Skills:  Academic History and Traditions of the Star League +2, Academic \ Military History +1, Survival, Career Star League.

Field: Basic Training.

Events:

2. - Horrible training accident! (Lost limb 2, disabled 2, Choose Glass Jaw or Amnesia)

3. - You are exposed as a spy for Word of Blake ROM. (Stigma \ traitor, Enemy 2, In for Life, Word of Blake ROM, no further military paths in the SLDF or ComStar) 

4.- You should be glad to be alive after the accident in the SimPods. (Glass Jaw, lost limb 1 and addiction 1)

5. - That Cadet, you should have known better than to fight the child of an influential Precentor! (Enemy 2, unattractive, poor vision)

6. - You try very hard and barely make it! (Slow Learner, Timid)

7. - Camping in the wilderness has revealed a strong pollen allergy! (Allergy, Addiction 1)

8. - Night exercises prove to you why you have always feared the night. (Quirk \ fear of animals, night blindness)

9. - There is good news and bad news, you really do not like your classmates but seem to be good at this. (Introvert, Ambidextrous, Blades + 1)

10. – Good news! Your long lost kid brother was found. (Dependent 2,) 

11. - Exercises reveal a hidden talent! (Combat Sense, Natural Aptitude Leadership)

12. - Your gunnery scores ain't bad (Natural Aptitude Gunnery: Specific to AIT. If MechWarrior next Path Gunslinger +2 Gunnery laser, Good Reputation)

13. - Constant night exercises are not as boring as you expected! (Night Vision, sixth sense)

14. - If the Training Company needs it, you are the one to find it! (Gregarious, Scrounge +2, wealth, well equipped)

15. - Drax is your game! (Gambling +3, wealth, seduction +1) 

16. - The Commandant wants to see you! (Well-connected, promotion, player’s choice: Blake's Wrath or Command School) For Blake’s Wrath see MechWarrior’s Guide to Solaris VII, 18.

17. - During extensive maneuvers you find your niche! (G-Tolerance, free fall +2, toughness)

18. - You are among the best Cadets in the class. (Fast Learner, Leadership +2, pistols +1, well connected)

19. - You graduate in the top 10% of your class. Next path Command School, return and complete this path. (Natural Aptitude Leadership, Contact, commission, fast learner)

20. - Take one or roll twice and apply both results.

Mandatory Subpaths:

Time: 2 Years.

Traits: Promotion, Well Equipped.

Skills:  Bureaucracy +2 (Either ComStar or SLDF) Language \ English +2, Perception +1, Leadership +1.

Field: 
Cavalry (Dex 4, ref 4)

BattleArmor (Bod 5, Ref 4)

MechWarrior (Int 5, Ref 5)

Infantry (Bod 4)

Command (Int 5, Soc 4)

Gunslinger (Ref 6, Int 5)
Events: Do not roll for events.
Next Path: ComStar Service (4), Inner Sphere Tour of Duty (4), Star League Tour of Duty (4) or Covert Ops (4) for Scout of Special Forces Trained Characters only.
Word of Blake.

Word of Blake's conquest of Terra in 3058 secured the Training Triad: Sandhurst Academy, War Academy at Mars and Aphros Academy. These facilities are the finest in the Inner Sphere, and Word of Blake adopted them. Cadets attending these facilities will join the Word of Blake Militia, with the elite of the elite joining Word of Blake ROM. 

This is a general path, and specific requirements for each school should be substituted as needed. Players can also train at Fort Tukayyid or Fort Simms on Gibson pre-3058, using this generic life path. 

Word of Blake Academy (General) 
Prior to 3058 training took place at Gibson. This is not a complete life path. Replace requirements as needed. Though with appropriate occupational fields, it can serve as a general service academy for Acolytes.

Previous Path: Mercenary Brat, (2) Mercenary Tour of Duty, (4) any House Specific Tour of Duty, (4) Military school, (4) High School. (2)

Time: 1 Year.

Attribute Minimums: Int 4, Ref 5, Soc 3

Attribute Thresholds: Edg +1

Traits: Promotion, well equipped, +1 Dex, Stigma \ Word of Blake Fanatic.

Skills:  Interest: The Writings of Jerome Blake +3, Academic IS History +1, Tactics +2, Strategy +1.

Field: Basic Training. 

Events: 

2. - Blake’s ROM suspects you are a ComStar spy. You barely survive the experience! (-1 Bod, stigma \ traitor, Enemy 2, glass jaw)

3. - You should know better than to ask questions! (Quirk \ Paranoia, Enemy 2)

4. - Your unit is forced to face the horrors of jungle warfare (Escape Artist +1, survival +1, Allergy 1) 

5. - Crowd Control, is this what you signed up for? (Leadership +1, Blades +1, In for Life) 

6. - Terrasec Personnel put doubts in your mind about the cause (Quirk \ self doubts, contact 1, Bad reputation) 

7. - You are caught in a fight between two factions! (In for life, Player's choice as to which faction he'll support, Stigma \ Loyalty to specific Word of Blake faction)

8. - Comstar terrorists planted a bomb! (Demolitions +1, lost limb 1, unattractive)

9. - Who blew your cover? (1D6 to the years that this path will take, In for Life, Escape artist +2, Enemy 2, Next Path ComStar Service)

10. - On the way back from Gibson you discovered something you do not like. (Transit Disorientation Syndrome, Zero G Operations +1)

11. - The Word of Blake gives you purpose. (Interest \ Word of Blake +1, Stigma \ fanatic Word of Blake Toyama Faction)

12. - Training reveals hidden talents. (Natural Aptitude Rifles, Ambidextrous)

13. - You help uncover the Comstar spy. (Contact 2, Good Reputation, Perception +2)

14. - We all need to grow roots sometimes. She is also gainfully employed! (Dependent 1, Wealth 2)

15. - Your service is unflinching, and your loyalty above par! Off to Special Training you go! (Players choice, next path Covert Operations or Special Forces. For Special Forces see Page 19, MechWarrior’s Guide to Solaris VII)

16. - Your training scores are high. Leadership is in your future (Next path Leadership, then come back and continue, Commission rank one: Adept)

17. - In your extra time you learn some secrets. (Comms HPG +2, Good Reputation, Contact 2)

18. - If the Command needs it, you'll find it! (Wealth, Appraisal, scrounge, contact 1)

19. - Blake has chosen you for a bright future within the Blessed Order. (Contact 3, Well Equipped, Good reputation, Brave, leadership training)

20. - Choose one or roll twice and apply both results.

Sandhurst Royal Military Academy.

Affiliation: Word of Blake, cannot have any questionable event in the character’s past. Cannot have Glass Jaw.
After the Fall of Terra in 3058 Sandhurst became the premiere training facility for Word of Blake Personnel.

Mandatory Subpaths:

Time: 2 Years.

Traits: Promotion, Well Equipped.

Skills:  Bureaucracy +2 Interest \ Word of Blake +3, Language \ Any +2, Tactics \ Combined Arms +1.

Field: 
Armored Infantry (Bod 5)

MechWarrior (Bod 4, Dex 4)

Cavalry (Ref 4)

Infantry (Bod 3)

Scout (Int 4)

Mech Technician (Int 5)

Military Scientist (Int 6)

Officer Candidate School
Time: 1 Year.

Traits: Commission, Well Equipped, and wealth.

Entry: By roll only 
Skills:  Interest \ The writings of Jerome Blake +3.

Field: 
Leadership Training.

Next Path: Word of Blake Tour of Duty (4), Inner Sphere Tour of Duty (4) Undercover operations for Scout and Special Forces Trained Characters only (4).

War Academy of Mars.

Affiliation: Word of Blake. Cannot have questionable events in the characters past. Cannot have glass jaw.

Training at the WAM is very similar to Sandhurst.  Though the WAM also trains ROM personnel.

Mandatory Subpaths:

Time: 2 Years.

Traits: Promotion, Well Equipped, Stigma \ Word of Blake Fanatic.

Skills:  Interest The Writings of Jerome Blake +3, Tactics \ Combined Arms, Strategy +2, Comms Conventional +2.

Field: 
MechWarrior (Int 5, Ref 5)

Scout (Int 5)

Leadership (by roll only)

Special Forces ROM (Dex 5, Int 5, Bod 4)

Military Academy of Aphros (MAA)

Affiliation: Word of Blake. Cannot have any questionable events in character’s past, cannot have transit disorientation syndrome.

Mandatory Subpaths:

Time: 2 Years.

Traits: Promotion, Well Equipped. Stigma \ Word of Blake fanatic

Skills:  Interest \ Writings of Jerome Blake +3, Tactics \ Naval +2, Zero G Operations +2. Replace Basic training ground for the Naval Basic training found on page 62 Aerotech 2.

Field: 

Aerospace Pilot (Dex 5, int 5)

DropShip Pilot (Int 5)

Ship's Crew (Int 4)
JumpShip Pilot. (int 5, Dex 3)

Characters who choose to have a third pass and take DropShip and JumpShip Occupational Fields enter the game as Adepts.  All others start the game as Acolytes.

Free Rasalhague Military.

Affiliation: Free Rasalhague. Cannot have glass jaw, or timid.

Players may choose to follow the Focht War College life path or the General Academy Path found in MW 3, page 40. The following are the Occupational Fields available per school. Make changes as appropriate.

Tyra Miraborg Memorial Academy.

Affiliation: Free Rasalhague, cannot have lost limbs, or glass jaw. 

Mandatory Subpaths:

Time: 2 Years.

Traits: Promotion, Well-Equipped +2 to any social within the Republic. Edg +1, Quirk \ Xenophobia

Skills:  Career soldier +2, Tactics \ Any +2, Protocol Free Rasalhague, +3, Interest \ The Way of the Clans +2, Language \ English +1. Field: 
Aerospace (Ref 5, Int 4)

MechWarrior (Bod 4, Int 4)

DropShip Pilot (Build 5, Ref 3)

BattleMech Technician  (Int 5)

Ship's Crew (Int 4)

Frihet Training Facility (FTF)

Affiliation: Free Rasalhague.

Cannot have timid or missing limbs.

Mandatory Subpaths:

Time: 2 Years.

Traits: Promotion, Well Equipped, Quirk \ Xenophobia

Skills: Career soldier +2, Tactics \ Any +2, Protocol Free Rasalhague, +3, Interest \ The Way of the Clans +2, Language \ English +1, Rifles +2.  

Field: 
Cavalry (Dex 4, ref 4)

Infantry (Bod 4, Dex 3)

Scout (Int 5, Bod 4)

Mechanic (Int 5, Dex 3)

Tour of Duty: Star League

Star League Affiliation Only.

Units, whether House and badged, or Star League, will serve under orders of the First Lord. Most of their duty is as PeaceKeepers, but some were lucky enough to serve during Operation Bulldog. 

Time: 2 Years

Skills: +2 to any three Skills in one of your military Fields, and choose one: Interest/ Star League History and Traditions +2, Language \ Any +1 or Tactics/ Any +1

Next Path: Tour of Duty: Inner Sphere (4), Star League Tour of Duty (4) House Specific Tour of Duty (4), Police Academy (3), Ne’er do Well (4), Travel (4)

2. - Your lance-mates die in front of you, while you stood still. (Addiction 1, Combat Paralysis) 

3. – When you wake up in the military hospital you are not sure what you are doing here. One thing is for sure, thanks for the painkillers! (Amnesia, Glass Jaw, choose lost limb or Addiction 2)

4. - Combat was extremely intense. You have never been that afraid in your life! (Combat Paralysis, +2 to two combat skills)

5. - During the jump to your assignment you were sick beyond belief. (Transit Disorientation syndrome, +1 Zero G Operations)

6. - Command really did something wrong. You get to fight side by side with a House Unit your unit has issues with! It devolves into a melee! (Demotion, and choose Bad Reputation or Brave)

7. - While on duty in the Chaos March you were attacked by a Jungle Chirop! (Poison Resistance, Quirk \ Does not like birds) 

8. - Peacekeeping duty is supposed to be boring… right? (Bad Hearing, lost limb 1, demolitions +2) 

9. - Service in the SLDF opens a whole new set of possibilities! (Dependent 1, Contact 1)

10. – There are good things and bad things to service in the SLDF. (Good reputation, Language \ Any +1)

11. - While on post you learn that some may not like you that much. (Enemy 1, Rifles +2, Career Soldier +2)

12. - Star League Service will look good in your record! (Good reputation, Contact 1)

13. - You knew you could take them Clanners! (Good reputation, Brave. 

14. - Fighting was intense, to put it mildly! (Brave, Combat sense, +4 to two of your combat skills in the occupational field, +1 to any other)

15. - You cannot believe it, your CO died in front of you! (Commission, rank one, if player has a commission take promotion instead, if the player does not want it, take two promotions as enlisted, Leadership +2)

16. - The last days of combat revealed something to you. (Natural Aptitude Leadership, Good Reputation, Brave)

17. - For actions in the field you catch the attention of the higher ups! (Contact 2, Good Reputation, choose Combat Sense or sixth sense)

18. - You show to others how honorable you are. (Good reputation, Quirk \ Choose any code, Contact 2)

19. - You did not even know you had it in you! (You are granted the Star League Medal of Honor, Promotion, wealth 2, Vehicle 2, Good reputation, Contact 2)

20. - Choose one, or roll twice and apply both results.

Nova Cat 

MW3 Material.

New Attributes.

Sixth Sense: Expanded. This is an optional rule.

The Nova Cats practice the Ways of seeing. Those with the gift are able to see limited glimpses of the future. To simulate this, and with the GMs discretion, the character can roll 2D10. If the character beats the TN, as established by the GM, he can have a sense of Deja-Vu or have limited information of what will happen. Alternatively, and after performing the necessary fasting, and with the guidance of another Nova Cat, the character can be guided into new paths.

After Clan Nova Cat joined the Star League it has established three main training facilities on Irece and several secondary facilities. Clan Nova Cat also emphasizes the Ways of Seeing espoused by our founders.

Nova Cat Trueborn Sibko

Allegiance: Clan Nova Cat

Clan personnel undergo training at these facilities. The Sibkos train 100 Cadets per class, graduating twelve cadets at a time.

Attribute Minimums: Bod, 3, DEX 4, RFL 3, WILL 3, SOC 6.

Attribute Thresholds: BOD +1, DEX +1

Traits: Well equipped (2), Vehicle (2), Custom Vehicle, Quirk, Loyalty to the Star League, Promotion (rank 6)

Skills: Career \ soldier +3, First Aid +2, Interest \ Clan Nova Cat Remembrance +2, Interest \ The Ways of Seeing +2, Pistols +2, freefall +1.

Fields:

Clan Aerospace Pilot, Elemental or MechWarrior per phenotype if trueborn. If Freeborn:

Aerospace Pilot, (Dex 5, Bod 4 )

Elemental (Bod 5, Dex 4) 

MechWarrior (Int 4, Dex 4, Bod 4)

Previous Path: Trueborn Creche, White collar, Blue Collar,

Next Path: Clan Nova Cat Tour of Duty (4), Clan tour of Duty (4)

Clan Nova Cat Sibko Events:

2. - The stress of training is too much. You wash out. (No further Warrior Caste training. Continue life-path in civilian castes)

3. - Unrelenting training has somehow scarred you. (Timid, Introvert, half to all skills learned in this path)

4. - Visions make you doubt the path the Nova Cat has taken. You have even spoken of your visions (Brave, Stigma \ Clan Crusader, Quirk \ Clan Honor)

5. - Intense training leads you to become centered in your body. (Int -1, Bod +1, Acrobatics +1, Martial Arts Military +1)

6. – You pay little attention to the present, and seem absent minded. (Slow learner, introvert, half to half the skills during this pass)

7. – You have a sense that these changes will challenge your honor! (Stigma \ Crusader, you volunteer for Enhanced Imaging Implant) 

8. - A Bondsman Tech teaches you some of his ways. (Interest \ Oral Traditions of the Draconis Combine, Language \ Japanese +1)

9. - The Way of Seeing is truly the future of the Clan (Sixth Sense, Interest \ The Ways of Seeing + 2)

10. - Training reveals that you are tenacious id not more. (Free fall +2, Toughness)

11. - Honor demands that you enter the Circle of Equals (Brawling +3, Blades +2, unattractive)

12. - Training includes some new techniques. (Martial Arts \ Karate +1, Language \ Japanese +1)

13. - The vision quest led you to new ways of learning. (Fast Learner, sixth sense)

14. - You perform best when fighting with energy weapons. (Dex +1, gunnery laser +2, combat sense)

15. - Even though you are only a Cadet, you are determined to defend the Inner Sphere. (Quirk \ Warden, Academic \ Star League History +3)

16. - Yes, you are a book worm, but it pays off. (+3 to all skills in this path)

17. - You test extremely well. (Commission 1, Good reputation, Quirk \ Warden)

18. - You are all that the Scientist Caste hopes, and have much to live for. (Ambidextrous, good looking, fast learner, good reputation, and sixth sense)

19. You test out extremely well out of the sibko (Commission 2, well equipped, custom vehicle, vehicle 2, good reputation, quirk \ Warden, sixth sense)

20. - Choose one or roll twice and apply both results.

Nova Cat Freebirth Sibko Event.

The arrival of the Nova Cats to the Irece Prefecture has led to the creation of secondary facilities to train Warriors. The Clan trains Freebirths to fill in the billets of Provisional Garrison Clusters. 

Atribute Minimums: Bod, 3, DEX 3, RFL 4, WILL 3, SOC 4.

Attribute Thresholds: BOD +1, DEX +1, SOC +1

Traits: Well equipped (2), Vehicle (2), Custom Vehicle, Quirk, Loyalty to the Star League, Promotion (rank 6), Stigma \ Freebirth

Skills: Career \ soldier +3, First Aid +2, Interest \ Clan Nova Cat Remembrance +2, Interest \ The Ways of Seeing +2, Pistols +2, freefall +1.

Fields:

Clan Aerospace Pilot, Elemental or MechWarrior per phenotype if trueborn. If Freeborn:

Aerospace Pilot, (Dex 5, Bod 4 )

Elemental (Bod 5, Dex 4) 

MechWarrior (Int 4, Dex 4, Bod 4)

Previous Path: White collar (2), Blue Collar (2),

Next Path: Clan Nova Cat Tour of Duty (4), Star League Tour of Duty  (4)

2. - Horrible Training Accident! (No more military paths available)

3. - Your Training Unit is made an abject lesson by a cruel Trueborn! (Glass Jaw, choose lost limb or addiction 2)

4. – You are not too sure about this new path your Clan has taken. (Bad Reputation, Quirk \ Crusader)

5. - You are somewhat of a free spirit and meet some in the Yakuza underground! (Interest Inner Sphere, Contact 1, in for life)

6. - Warrior of the Clan! Yeah right! You are a true Son of the Dragon! Problem is, the Watch is on to it! (Enemy 1, Bad Reputation, fast-talk +2)

7. – Your search for meaning leads you towards Inner Sphere ways! (Interest \ Draconis Combine Oral Traditions +2, Appraisal +1, Seduction +1)

8. - The Great Father ordered a strict separation of the Castes. You seem to have other ideas! (Seduction +2, Wealth +1, Bad Reputation) 

9. – The last few years of training reveal a rebel streak in you! (Bad Reputation, Enemy 1, Brave) 

10. - You are an average Cadet, with a future in the Warrior Caste, but just barely. (Enemy 1, Slow Learner)

11. – You are lucky to be alive and relish the experience of combat! (Combat sense, +2 to two combat skills)

12.-   You find out that the Way of the Warrior means more than just war. (Interest \ art any +3, Good Reputation)

13.- You are liked by your training officer for your  teamwork. (Good reputation, contact 1, gregarious)

14.- You take to this like a duck to water. (Cha –1, Bod +1, Blades +2)

15. - If the command needs it, you know where to go the Merchants of course! (Administration +1, Gregarious +1, Appraisal +2, contact 1)

16.-  You turn out better than your Freebirth Status should predict. (Ambidextrous, Good Looking, Sixth Sense)

17. - In your dreams the Cat shows you better ways of doing things. (Fast Learner, Sixth Sense, Good reputation)

18. - You turn out to be an exceptional Cadet. (Commission Rank 1, Fast Learner, Combat Sense)

19. - You are very good, for a Freebirth that is! (Commission, rank 2, Good Reputation, Contact 2)

20. - Choose one, or roll twice and apply both effects.

Tour of Duty: Clan

Clan Nova Cat Warriors only
The purpose of a Clan warrior is battle, and this is where it all happens! After the return to the Inner Sphere though our battles have to be chosen with care. We are the true Children of Kerensky, and that heritage must be honored.

Time: 2 Years

Skills: +2 to any three Skills in one of your military Fields, and choose one: Interest/ Clan Nova Cat Remembrance +2, Academic/ Star League History and Traditions + 1 or Tactics/ Any +1 

Next Path: Tour of Duty: Clan Nova Cat (4), Star League Tour of Duty (4), To Serve and Protect (4, freeborn warriors only)

2. - Dezgra Inner Sphere units trap your Star behind enemy lines! Honor demands that you subject to them! (Continue from here in any Inner Sphere Path)

3. - A Dezgra enemy Unit surrounds you. You realize that the Way of the Clans will not be honored. (Add 1D6 to the time it takes for this path, survival +2, Fast Talk +1, choose, combat paralysis or glass jaw)

4. - You are forced to eject into a raging fire! (Unattractive, choose lost limb or glass jaw.)

5. - The return to the Inner Sphere forces you to fight hard for your life! This leads to doubts in your mind. (Stigma \ Crusader, combat sense.)

6. – You find the Ways of the Inner Sphere attractive! (Interest \ Oral Traditions of the Draconis Combine +1, bad reputation, Seduction +1) 

7. - You find that some of the ways of the Inner Sphere also hold honor. (Bad Reputation, Interest \ Code of Bushido +2)

8. - The last few years have been hard on you physically and mentally, which leads to an internal search for balance. (Interest \ The Ways of Seeing +2, Interest \ Art any, Stigma \ Book Worm) 

9. - If it was good enough for Drummond and Rosse it is good enough for you. You start seeing a lower caste member. If you decide to continue with this, (Bad Reputation, Seduction +2, Brave) if not, (Good reputation, Timid, introvert) 

10. - You are posted to an out of the way garrison. (+1 to all your military skills, and +1 to one non-military skill)

11. - Dreams in the night sometimes bother you, leading to a Vision Quest. (Sixth Sense, Good Reputation)

12. - The last combat drop was somewhat intense. (Free fall +2, Energy \ applicable to phenotype, +2)

13. - You realize that the ways of the Combine hold some potential. (Language \ Japanese +1, Martial Arts \ Karate +1, Good reputation) 

14. - Night operations reveal to you that you have the spirit of the Nova Cat in you. (Sixth Sense, Night Vision)

15. - Working as Star League Troops is the path of honor. (Academic \ History and Traditions of the Star League +2, Language \ Any, Tactics +1)

16. - You help plan the retreat from Clan Space after the Great Refusal. (Strategy +1, Tactics +1, Contact 1)

17. - You earn a top position during the return to the Inner Sphere. (Vehicle 2, Strategy +2, Free Fall +2, Contact 2)

18. - While in combat you realize that the Nova Cat way is subtle (Sixth Sense, Combat Sense, Danger Sense)

19. - After the Return to the Inner Sphere you earn your Bloodname (Good Reputation, Bloodname, Contact 2)

20. - Choose one, or roll twice and apply both effects.

