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 The great experiment 
that was the Republic 

of the Sphere has  
failed. Withdrawn 

behind the Fortress 
walls, the once-

great  power has 
become a silent, 

opaque remnant 
of its former glory. 

Without its influence, 
old hatreds have risen 

anew. As war once   
more rages across 
the Inner Sphere, 

new equipment 
strides across   

ancient battlefields. 
Technology, once 

stagnated by trade   
restrictions and 

peace treaties, now 
surges forward again,  

testing these new 
machines in the fierce 

crucible of war.

  Technical Readout: 
3145 introduces the 
wave of new battle 

armor, vehicle, ‘Mech, 
and aerospace units 

appearing across 
the Inner Sphere in 

the Dark Age era. 
Featuring new and 

matured technology, 
and presented in 

this series of faction-
specific PDFs, these 

combat units will add 
excitement and variety 

to any game table.

  For use with 
BattleTech, Total 
Warfare, Tactical 
Operations, and 

Strategic Operations.
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InTRoDuCTIon
Few could have imagined, in 3050, the impact and legacy the Clan invasion would cause. Even in 3052, after the Com Guards halted the invasion at Tukayyid, most pundits 

believed the Inner Sphere would eventually push the Clans back into the Periphery. The reformation of the Star League and the destruction of the Smoke Jaguars just prior to the 
Federated Commonwealth Civil War were taken as signs of this resolve … but then conflict, as it so often does, intervened. By the end of that great internecine conflict and the im-
mediate eruption of the Jihad, little attention was given to driving the Clans out and, by the Jihad’s end, their actions in the fight against the Word of Blake had earned them a place 
in the new peace.

Of course, conflict can never be far from a martial people, and the six remaining Inner Sphere Clans fought. They fought among themselves, as they had ever done, and they 
fought against their neighbors, in conflicts such as the Second Combine-Dominion War. The Hell’s Horses fought to expand, hold and defend their occupation zone against both the 
Jade Falcons and the Wolves. The Jade Falcons fought anyone and everyone within reach: the Wolves and their Exiles, the Hell’s Horses, the Lyran Commonwealth, even for a time 
the Rasalhague Dominion. But conflict has a way of dulling lines and borders.

In Rasalhague, the Ghost Bears realized their final integration with Rasalhague, and their Dominion remains one of the most powerful of the Clan enclaves. The Wolves, having 
parlayed an agreement with the Lyran Commonwealth into another Exodus of sorts, carved their Wolf Empire out of the Free Worlds League and the Lyran Commonwealth, even as 
they raced the Jade Falcon Golden Ordun toward the Lyran capital. The Nova Cats, restive under the Combine’s heel, rose in rebellion against the Dragon and were destroyed. And 
the Sea Foxes, Diamond Sharks no longer, sail the black oceans of the jump lanes, offering sale to all those who buy and retribution to all those who deserve it.

Much has changed in the last eighty years. The fearsome warfighting technology first demonstrated on the battlefields of the The Rock and Icar, Trellwan and Turtle Bay so 
long ago has spread throughout the Inner Sphere. The old lines of technological division are falling; Clan equipment is built across the Inner Sphere. Sea Fox ArcShips carry it where 
regular supply lines cannot reach. For anyone with enough stones, a Clan-built OmniMech is almost easy to find.

With the withdrawal of the Republic behind the Fortress walls and the resumption of fighting by the Successor States, the Clans have become more restless as well. The Dominion 
has snapped up its Vega Prefecture; the Wolf Empire nibbles ever-closer to the wall, while the Horses and the Falcons just barely lost their bid for Hesperus II. The Sea Foxes are selling 
materiel as quickly as they can manufacture it, and the Nova Cats, if indeed any of their shades remain, must be thinking they moved only a year or two too early.

—Paladin Janella Lakewood
12 October 3145
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GamE noTES 
Technical Readout: 3145 (The Clans) covers a wide breadth of units and equipment. To understand how these various units plug into the core BattleTech rulebooks, it’s useful to 

cover how the various rulebooks interact. 

Standard Rules 
The Total Warfare (TW) and TechManual (TM) rulebooks present the core game and construction rules for BattleTech (BT), otherwise referred to as the standard rules. In addition, to reflect 

the advancement and proliferation of new technologies, several Advanced Rules items from Tactical Operations have been reclassified as Standard Rules items for games set in the Dark Age era.

Advanced Rules 
Beyond the standard rules a legion of advanced rules exists, allowing players to expand their games in any direction they desire. In an effort to bring these rules to players in 

the most logical form possible, the advanced rules are contained in three “staging” core rulebooks, each one staging up and building off of the previous rules set. 
Tactical Operations (TO) is the first in the “staging” advanced rulebooks. Its focus is on special situations and advanced terrain during game play, and applies directly to a game 

as it unfolds on a world in the BattleTech universe. 
Strategic Operations (SO) is the second “staging” advanced rulebook. It stages a player up to the next logi cal area of play, focusing on “in a solar system” and multi-game play. 
Interstellar Operations (IO) is the third and final “staging” advanced rulebook. Players are staged up to the final level of play, where they can assume the roles of a House lord 

or Clan Khan and dominate the galaxy.

How To uSE THIS TECHnICal REaDouT 
Complete rules for using ’Mechs, vehicles, infantry, battle armor, fighters, and DropShips in BattleTech game play can be found in Total Warfare, while the rules for their construction can 

be found in TechManual; some equipment is detailed in Tactical Operations. The rules for using JumpShips and WarShips, as well as their construction rules, can be found in Strategic Operations. 
The following three definitions are used to clarify the various types of equipment that appear in Technical Readout: 3145 (The Clans) and are presented in the standard and 

advanced rulebooks.

Standard: most of these work with Total Warfare rules only, but some Advanced rules items may be present, requiring Tactical Operations for full effect.
Advanced: Any equipment mass produced “in universe”; must have Tactical Operations and/or Strategic Operations, in addition to Total Warfare, to use.
Experimental Rules: Any equipment not mass produced “in universe” because it is prohibitively expensive, extraor dinarily sophisticated, exceedingly difficult to maintain or 

simply deemed too unreliable or restrictive for widespread deployment; must have Tactical Operations and/or Strategic Operations, in addition to Total Warfare, to use. 

Design Quirks
Every unit described in Technical Readout: 3145 (The Clans) may have one or more listed positive and/or negative Design Quirks (see p. 193, SO and p. 204,  

TRO: Prototypes). These quirks are included to give each design a unique flavor. Use of these quirks is optional and should be agreed upon by all players before play begins.
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battle 
armor

constable Pacification suit

Over the past century, the Clans have grown 
accustomed to putting down insurrections 
among their civilian castes. Most Clans either 
leave such distasteful pacification duties to their 
paramilitary police or, in extreme cases, bring 
down their full military might to neutralize the 
threat before it can grow out of hand. However, 
disturbances of the peace that require a heavier 
touch than standard police forces can handle 
often cause unacceptable levels of collateral 
damage. Clans more interested in integrating 
with their native Inner Sphere populations than 
in subduing them sought a better solution.

The Constable Pacification Suit fills that 
need by offering more protection and firepower 
than standard police equipment. Commissioned 
by the Ghost Bear Dominion’s Watch to combat 
the terrorist group Motstånd, the suit fills its in-
tended role well and offers the Watch several op-
tions for dealing with such threats.
 
CapabIlITIES

Based on a lighter version of the Rogue 
Bear battlesuit, the Constable provides great 
mobility and strength, which allows officers to 
reach trouble and clear wreckage or debris fast-
er than other available options. The suit can be 
fitted with a wide variety of options for both de-
fensive and offensive deployment. The dual gre-
nade launchers can be used with gas, smoke, or 
flash-bang grenades for nonlethal takedown, or 
they can load standard grenades for offensive 
punch. The Constable’s modular weapon mount 
offers even more tactical options, including in-
creased firepower, anti-personnel weapons, 
electronic warfare, and target detection.

DEploymEnT
Although initially developed for the 

Dominion’s Watch, the Constable proved popu-
lar enough that it became widely used by police 
forces throughout the Clans’ occupation zones. 
Some Clan militaries have also chosen to use 
the suit in a military role by making extensive 
use of its improved sensors and electronic war-
fare capabilities.

The Constable’s first deployment occurred 
during the Hitomi Compound Siege in 3092. A 
single Point was dispatched to deal with over 
100 heavily armed cultists, but the Constable 
operators approached the situation with stan-
dard battle armor tactics, which resulted in un-
mitigated disaster. The Constables ultimately 
needed to be extracted by conventional infan-
try, which tainted the Dominion’s opinion of the 
suit until the Watch saw other police and para-
military forces use it with different tactics.

Despite its preliminary stigma as being 
of Dominion manufacture, the suit went on to 
see service in the Draconis Combine with ISF 
agents and the occasional Civilian Guidance 
Corps emergency response team. In 3103, the 
ISF investigated a potentially seditious reli-
gious movement that had gone to ground in 
an uninhabited part of Galtor III, and a squad 
of Constables was able to sniff out their well-
protected hiding place. The ISF agents em-
ployed nonlethal pacification methods, but the 
congregation fought back by collapsing the 
only entrance into the hidden compound. The 
Constables were able to quickly clear away the 
rubble, eliminate all armed resistance, and ap-
prehend the leader of the movement.

noTablE unITS

Agent Kiko Williams: Agent Williams gradu-
ated from the Internal Security College in 
3142 and was soon drafted into the Mokonete, 
where she specialized in flushing out domes-
tic terrorist cells. After gaining certification 
in battle armor operation, she selected the 
Constable as her weapon of choice. Unlike 
many of her peers, Agent Williams excels at 
capturing suspected terrorists alive for inter-
rogation. However, her penchant for mercy 
backfired in 3144 when a captured saboteur 
escaped custody. Suspected of engineering 
the jailbreak, Williams has since been under 
ISF scrutiny for signs of disloyalty.

Point Commander Ferdinand, Chief Inspector: 
A promising ristar in his youth, then-Star 
Commander Ferdinand lost two successive 
Trials of Bloodright for the Icaza Bloodname 
and could find no one to sponsor him when 
the third Trial occurred. A near-crippling knee 
injury in the subsequent Grand Melee caused 
him to fail his yearly retest, and soon he was 
demoted to the police sub-caste and required 
to patrol the laborer-caste slums of Hamarr 
with only a sidearm. Upon discovering his su-
perior had been lax in her own patrol duties, 
Ferdinand challenged her and won, despite his 
physical limitations. He used his new position 
as the district’s chief inspector to declare a Trial 
of Possession for a Constable battlesuit, which 
he operates during his patrols. Fewer laborers 
cause problems when he is around, and those 
that do have a short life expectancy.
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constable Pacification suit

Type: Constable
Manufacturer: BA Facility Gamma
 Primary Factory: Mannedorf
Equipment Rating: F/X-X-E

Tech Base: Clan
Chassis Type: Humanoid
Weight Class: Light
Maximum Weight: 750 kg
Battle Value: 
 25 [ECM]
 28 [LMG]
 35 [SRM]
 25 [Sensor]
 24 [TAG]
Swarm/Leg Attack/Mechanized/AP: Yes/Yes/Yes/No
Notes: Features the following Design Quirks: Easy to Maintain.

Equipment  Slots Mass
Chassis:   150 kg
Motive System:   
 Ground MP:  3  60 kg
 Jump MP:  3  75 kg
Manipulators:    
 Right Arm: Battle Claw  15 kg
 Left Arm:  Battle Claw  15 kg
Armor: Standard  125 kg
 Armor Value:  5 + 1 (Trooper)

   Slots
Weapons and Equipment Location (Capacity) Mass
Heavy Grenade Launcher (40) RA 1 105 kg
Cutting Torch RA 1 5 kg
Heavy Grenade Launcher (40) LA 1 105 kg
Cutting Torch LA 1 5 kg
Modular Weapon Mount Body 1 (2) 10 kg
 ECM Suite — 1 75 kg
 Light Machine Gun (50) — 1 75 kg
 SRM 1 (4 shots) — 2 75 kg
 Improved Sensors — 1 45 kg
 Light TAG (60) — 1 35 kg
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