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BATTLETECH: OUTWORLDS WASTES

LINDEN 'THE CASTLE'

———————————————————————————— START TRANSMISSION —————————————

YOUR FORCE IS ORDERED TO THE LINDEN SYSTEM TO RECOVER STAR LEAGUE DEFENSE
FORCE EQUIPMENT. LINDEN WAS PART OF THE BLOMMESTEIN PROVINCE OF THE
OUTWORLDS ALLIANCE. THE SLDF SENT THE 963RD INDEPENDENT AERO WING AND 135TH
MECHANIZED INFANTRY DIVISION TO THE REGION. THE 135 MID WAS DESTROYED IN
THE PERIPHERY UPRISING OF 2765. 963 IAW WAS DEPLOYED TO SUPPORT THE SLDF
RESPONSE TO THE AMARIS CIVIL WAR. FOLLOWING THE AMARIS CIVIL WAR THE 963
IAW WAS ABSORBED BY THE DRACONIS COMBINE MUSTERED SOLDIERY. LINDEN WAS THE
LOCATION OF THE DEPARTMENT OF MEGA-ENGINEERING DEEP SPIN MAINTENANCE YARD.
YOUR FORCE IS ORDERED TO RECOVER AS MUCH SILDF EQUIPMENT AS POSSIBLE.

————————————————————————————— END TRANSMISSION ———————————— o

These are player-vs-player scenarios for BattleTech: Outworlds Wastes with combined
arms and simplified campaign logistics rules.

Each player may bring 10,000 BV of combined arms, following the BattleTech: Outworlds
Wastes league list building rules.

BattleTech: Outworlds Wastes:
Web: https://outworlds-wastes.jeremylt.org
PDF: https://outworlds-wastes.jeremylt.org/downloads?league

BattleTech: Outworlds Wastes is fan-made and based upon the official BattleTech rules
from Catalyst Game Labs. BattleTech is a registered trademark of The Topps Company, Inc.
in the United States and other countries.

Editor: Jeremy L Thompson
Contributors: Dusty 'Star Colonel’ Guerra, Alison H - Reinforced Legs

Fiction: Andy - Green Knight


https://outworlds-wastes.jeremylt.org/
https://outworlds-wastes.jeremylt.org/downloads?league
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LINDEN I PLANETARY READOUT

STAR TYPE

POSITION IN SYSTEM
NATURAL SATELLITES
TIME TO JUMP POINT
SURFACE GRAVITY

DAY LENGTH

ATMOSPHERIC PRESSURE
EQUATORIAL TEMPERATURE
SURFACE WATER

CAPITAL

POPULATION

HPG

SOCIO-INDUSTRIAL LEVELS

K9V (200 HOURS RECHARGE TIME)
1 OF 1

DANU

3.32 DAYS

0.94 G

25.0 HOURS

STANDARD (BREATHABLE)
35*C

44 PERCENT

DEGELIS

UNK

NONE
REGRESSED-X-X-X-X

TECHNOLOGICAL SOPHISTICATION : D (PRE-INDUSTRIAL

INDUSTRIAL DEVELOPMENT
RAW MATERIAL DEPENDENCE
INDUSTRIAL OUTPUT
AGRICULTURAL DEPENDENCE

)
(PRE-INDUSTRIAL)
(PRE-INDUSTRIAL)
(PRE-INDUSTRIAL)
(PRE-INDUSTRIAL)

XXX X



Legend of the Generalissimo

Andy - Green Knight

"My people, |, Generalissimo Hiram Maximus |, have come to you today through great trial
and tribulation! The cursed clans that threaten glorious path laid down by the founder
thought themselves equal to the task of forestalling this blessed meeting!

When first | set out, our loyal allies of the United Stout Airman refused to let my travel
alone. | deigned to allow them to accompany me through the Vested Plains when | espied
the vanguard of the clan assassins. Immediately, |, the High Generalissimo, launched the
first salvo from the mighty fists of my grand Crusader, passed down from the days of old
by my sires of the Holy Order of the Blessed Machine Gun. The first of the assassins fell to
the fusillade of holy missile fire.

Those clanners were a crafty bunch, though. They cunningly attempted to redeploy their
line, cowardly hiding behind the hills and trees to the detriment of their aim. The next
salvo I, Grand High Generalissimo Hiram Maximus Glorianus, loosed again found its mark
on the pitiful skirt tanks the clanners thought to throw against us.

The next onslaught saw them come again, firing their jets to hide in the sparse forests on
the Plains. Their childish enthusiasm led them to fatally miscalculate their ranging upon
me, the Grand High Supreme Generalissimo, while | returned more than they sent.

Running headlong, the curs finally managed to circle around our lines at the edge of the
Vested Plains and land shots at close range upon my grand Crusader. But |, the Invincible
Grand High Supreme Generalissimo, made them pay for insolence and they ran in fear of
the might of Hiram Maximus Glorianus I!

The clan curs, or insects as they pretentiously called themselves golden scorpions, tried
once more to sack the holy personage of myself. But | then revealed to them the full glory
of the Divine Invincible Grand High Supreme Generalissimo and they fled the field in
terror. Let them remember this day and spread the word to all their kind what happens
when they attempt to destroy what the Founder created!"

-as truthfully transcribed from the mouth of the Supremely Divine Invincible Grand High
Supreme Generalissimo Hiram Maximus Bragadocious Glorianus | at General Labor Camp
Xl ca. 3065.

"So, noshittherelwas, on some backwater Periphery dirtball where a local honcho decided
he wanted to go visit one of his work camps. So we got the contract to escort him across
the most unsecure open plain you wished you saw some mooks diddy-boppin' acrost. But
we'll get to that in a minute. First, the client.

"So we first meet the guy when he walks out of his "castle" to board his 'mech. The castle?
A decommished Overlord half buried in the mud, with a number of hopefully intentional
hull-breaches serving as firing ports and honest-to-God, like, battlement thingies. So out
comes this shaved head, goateed guy in a frackin' woodland camo cadet's dress tunic, you
know, the high colored things with all the stars stabbin' you in the neck, and | knew it was
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gonna be one of those jobs because he had TWO! Mydrons in shoulder holsters under
each arm. He looked at us and said "Good, you're here," or somesuch before he whipped
off that jacket to trade it for his cooling vest and a frackin' light machine gun before he
went back in the cargo bay and started climbing an ancient -3R Crusader. At least, it
looked ancient. It had a woodland camo scheme like his jacket and gold shoulders...like
the fringed gold shoulder boards on his jacket! He was still in his Enforcer, but | know Kurt
was making that face he has like when he sees someone trying to kiss on their Dellian
swamp lizard.

"So, like | was saying, the big open plain. That headed straight towards the foothills near
the work camp. That we had to cross at least 5 clicks of, in our mechs, under the full view
of whoever controlled the hills. Because General high britches didn't want to go around.
So Dwight's up in the Ferret and spots a couple of Omnis and some Maxims. We start
getting targeting data and the shooting starts. Well, the guy starts shooting. He's
screaming whatever he thinks is a warcry or something. raises his arms in the air, and cuts
loose with a full salvo from both LRMs. They land almost a hundred meters short...because
we weren't in range yet.

"So we start trying to deploy, Black and Blunt with their suits on the flank with Sandy and
the rest of us forming up on General Freefire. Long story short, they fall back in about 30
seconds, one of the Maxims with a blown skirt after it lost control in the hills. | don't think
they expected resistance and fell back to re-engage after we bugged out. And, to be fair, |
can see why they wanted this guy done. | said about 30 seconds? Yeah, | swear the
"Generalissimo” launched at least a hunned-'n-fifty missiles in that time and had maybe a
10% hit rate. If that. | know | had to grab one of his intakes to keep him from bolting before
Kurt and Esme could cover his move, but | just had the Pixie so it was a losin' fight. The
clanners managed to knock him down but by then they had their backs to the three of us.
We took our scratch as soon as we got him to his camp and shoved off most ricky-tick. Tell
the truth, if the clanners didn't circle around to finish him off, it wouldn't be a heartbeat
before | clicked "ACCEPT" on the contract myself. Dude's a menace."



———————————————————————————— START TRANSMISSION ———————————————

FORCES ARE ATTEMPTING TO ASSASSINATE THE LEADER OF A MILITIA GROUP,
SUPREMELY DIVINE INVINCIBLE GRAND HIGH SUPREME GENERALISSTIMO HIRAM MAXIMUS
BRAGADOCIOUS GLORIANUS I. ESCORT THE GENERALISSIMO TO HIS DROPSHIP FOR
EXTRACTION. BROADCAST PROPAGANDA FOR THE GENERALISSIMO IF POSSIBLE.

————————————————————————————— END TRANSMISSION ——————————————
Unit Limits: 6K BV for 1vl, 10K for 2v2.

Map: Four mapsheets, with flat desert terrain. The defender selects seven
hexes in a circle as the extraction zone. The extraction zone must be
within 3 hexes of the attacker's home edge and within 3 hexes of the
centerline of one mapsheet. This location is known to both sides. Place the
radio station on the middle of the opposite side of the map.

Primary Objective: Escort the Generalissimo to the extraction zone. The
Generalissimo pilots a Crusader CRD-3R and has Gunnery 5/Piloting 4 with
the Antagonizer and Demoralizer SPAs. The Generalissimo leads from the
front. The attacker earns 1M C-bills for each section of the
Generalissimo's 'Mech, excluding the head, that receives internal damage.
The defender earns 1M C-bills for each section of the Generalissimo's 'Mech
that does not receive internal damage. The defenders can extract with the
Generalissimo's 'Mech when he reaches the extraction zone.

Secondary Objective: Broadcast propaganda. A unit in the same hex as the
radio tower can upload the propaganda. If control of the radio tower is
contested, no propaganda is uploaded. During the End Phase, roll 2D6 for
each unit in the same hex as the radio tower. On a roll of 8+, or 4+ for
infantry, the propaganda is successfully uploaded and broadcast. 3M C-bills
per commander on a side if this objective is accomplished. The attacker
automatically achieves this objective if the defender does not.

Base Pay: 1.2M (lvl) or 1.0M (2v2) C-bills per commander if no objectives
are completed.



———————————————————————————— START TRANSMISSION ———————————————

SUPREMELY DIVINE INVINCIBLE GRAND HIGH SUPREME GENERALISSTIMO HIRAM MAXIMUS
BRAGADOCIOUS GLORIANUS I NEEDS A NEW BATTLEMECH. SEARCH A LOCAL JUNKYARD
AND BRING A SUITABLE BATTLEMECH TO THE GENERALISSIMO.

————————————————————————————— END TRANSMISSION ——————————————
Unit Limits: 6K BV for 1vl, 10K for 2v2.

Map: Four mapsheets with urban terrain. Randomly distribute 3 unique
unknown Jjunkyard 'Mechs on each mapsheet. Place the junkyard office in the
center of the map. The junkyard office has a construction factor of 20.

Primary Objective: Search the 'Mech junkyard. At the end of each unit's
movement, roll 2D6 if they are adjacent to a junkyard 'Mech. On a 3+ for
infantry, 5+ for ground units, or 7+ for airborne units, they identify the
junkyard 'Mech. Units with an active probe automatically identify all
junkyard 'Mechs within the probe search radius at the end of their
movement. Recover a junkyard 'Mech by dragging it to your map edge. The
dragging unit must end the Movement Phase in the same hex as the junkyard
'Mech and make no weapon or physical attacks. A dragging combat vehicle or
'Mech without hand actuators must have a friendly infantry or BA unit in
the hex which also does not attack during the turn to secure the Jjunkyard
'Mech. A dragging 'Mech cannot fire weapons on 1 arm (-1 damage, Alpha
Strike). A dragging unit may not Jjump or make physical attacks. Reduce the
dragging unit's walking MP by 3 or half, whichever is less. Each side can
only present one to the Generalissimo. Add together the BV of the presented
junkyard 'Mechs. Each side earns a percentage of 7.0M C-bills based upon
their presented 'Mech's percentage of the total BV.

Secondary Objective: Capture the junkyard manifest. If an infantry unit
occupies the same hex as the junkyard boss during the End Phase and the hex
is not contested, that side identifies all junkyard 'Mechs. The junkyard
boss starts in the junkyard office. If the junkyard office is destroyed,
the junkyard boss moves one hex in a random direction at the start of every
Movement Phase. The boss must survive. This objective is worth 3M C-bills.

Base Pay: 1.2M (lvl) or 1.0M (2v2) C-bills per commander if no objectives
are completed.



Archer ARC-2R

Cataphract CTF-1X

Charger CGR-2A2

Crusader CRD-3R

Cyclops CP-11-H

Jagermek JM6-H

Longbow LGB-0H

Stalker STK-3H

Thunderbolt TDR-5S

Orion ON1-M

Quickdraw QKD-4G

Zeus ZEU-9S

Randomly select the appropriate number of junkyard 'Mechs.

'Mech once in a scenario.

Junkyard 'Mechs

Only use each



———————————————————————————— START TRANSMISSION ———————————————

SUPREMELY DIVINE INVINCIBLE GRAND HIGH SUPREME GENERALISSTIMO HIRAM MAXIMUS
BRAGADOCIOUS GLORIANUS I HAS VALUABLE STAR LEAGUE FILES ABOUT THE DEEP SPIN
MAINTENANCE YARD. DEFEND THE GENERALISIMO'S DROPSHIP.

————————————————————————————— END TRANSMISSION —————————————

Unit Limits: 6K BV for 1vl, 10K for 2v2. The Generalisimo's BattleMech
counts towards the defender's BV.

Map: Three mapsheets with open terrain, arranged with short edges touching.
Place the Generalisimo's crashed dropship in the center of the map. The
Generalisimo is a 4/4 pilot in a Orion ON1-M. The Generalisimo starts on
the dropship and walks on the map during the first turn.

Primary Objective: Drive off the raiding force. The defender starts pre-
positioned on the center mapsheet. The attacker runs on one short edge of
the map and exits on the opposite edge of the map. The attacker wants to
transit the map and the defender wants to drive off the raid. Attacking
units that cross the opposite map edge score; units that exit off another
edge or are destroyed do not score. Award 7.0M C-bills proportionally to
each side based upon the percent of attacking force's total BV that
successfully exits the far map edge.

Secondary Objective: Capture the maintenance yard files. The attackers have
three spies on Generalisimo's dropship. The spies can secretly move 1 hex
at the start of each Movement Phase, before other units move. The attacker
records each move on a piece of paper. The scouts can only be detected by
another infantry unit in the same hex and only if the scouts moved this
round. The attacker earns 1.0M C-bills for each spy that escapes off the
map. The defender earns 1.0M C-bills if they find for each spy they find.

Base Pay: 1.2M (lvl) or 1.0M (2v2) C-bills per commander if no objectives
are completed.
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———————————————————————————— START TRANSMISSION ———————————————

SUPREMELY DIVINE INVINCIBLE GRAND HIGH SUPREME GENERALISSTIMO HIRAM MAXIMUS
BRAGADOCIOUS GLORIANUS I SUSPECTS A SPY IN HIS RANKS AFTER THE THEFT OF
VALUABLE STAR LEAGUE FILES ABOUT THE DEEP SPIN MAINTENANCE YARD. THE SPIES
HAVE BEEN TRACED TO A NEARBY VILLAGE. USE INFANTRY TO SEARCH AND LOCATE THE
HOME BASE OF THE SPIES. CAPTURE ENEMY COMBATANTS FOR INTERROGATION.

————————————————————————————— END TRANSMISSION ——————————————
Unit Limits: 6K BV for 1vl, 10K for 2v2.

Map: Four mapsheets with open terrain. Place seven buildings on the
defenders side of the map, no closer than 4 hexes to any edge and at least
4 hexes apart from each other, with at least 3 on buildings on each
mapsheet. Each building is light with a construction factor of 10. The
defender secretly selects 1 building to be the spy headgquarters. The
defender deploys their units on the the defender's half of the map before
the scenario begins and may deploy their combat vehicle and infantry units
as hidden units.

Primary Objective: Locate the spy headquarters. Only infantry may search a
building. Infantry search any building in their hex during the End Phase as
long as no enemy infantry units are present. The attacker earns 0.5M C-
bills per building searched and 3.5M C-bills for locating the spy
headquarters. The defender earns 0.5M C-bills for each building unsearched
and 3.5M C-bills if the spy headquarters are not located. If a commander
destroys a building, the opposing side earns 0.5M C-bills, plus 3.5M C-
bills if the building was the headquarters.

Secondary Objective: Capture an enemy combatant. MechWarriors who have
ejected and vehicle crews who have abandoned their vehicles may be
captured. During the End Phase, friendly infantry units may capture a
member of an enemy infantry units in the same hex if a member of the enemy
infantry unit was killed. Use the Swarm Attack Modifiers Table with a base
target number of 2 to determine if an enemy infantry trooper is captured
instead of killed. Earn 3.0M C-bills for capturing an enemy combatant.

Base Pay: 1.2M (lvl) or 1.0M (2v2) C-bills per commander if no objectives
are completed.
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———————————————————————————— START TRANSMISSION ———————————————

SUPREMELY DIVINE INVINCIBLE GRAND HIGH SUPREME GENERALISSIMO HIRAM MAXIMUS
BRAGADOCIOUS GLORIANUS I HAS LOCATED THE SPY IN HIS RANKS. HIS OWN
LTEUTENANT HAS BEEN WORKING AGAINST HIM. SUPPORT HIS FORCES AS THEY
CONFRONT THE TRAITOR.

————————————————————————————— END TRANSMISSION ——————————————
Unit Limits: 6K BV for 1vl, 10K for 2v2.

Map: Four mapsheets with hilly terrain. The Generalisimo is a 4/4 pilot in
an Orion ON1-M. The lieutenant is a 4/4 pilot in an Archer ARC-2R. Half of
the total BV for each side is BattleMechs from the Pirates list
representing local forces, including the Generalisimo and his lieutenant.
The additional local units may have any skill level between 3/4 and 5/6.
These units must deploy first on each side.

Primary Objective: Destroy the enemy commander's BattleMech. Earn 2.0M C-
bills if the BattleMech of the enemy commander is destroyed and earn 2.0M
C-bills if the BattleMech of your commander survives. The remaining 3.0M C-
bills are awarded based upon the percentage of the total BV of local forces
surviving that are on your side, excluding the commmander's BattleMechs.

Secondary Objective: The Generalissimo wants your forces to be less visible
than his own. Earn 1.0M C-bills for each successful weapon attack into the
rear arc of an enemy unit, up to a maximum of 3.0M C-bills. The secondary
objective is scored once per unit per turn.

Base Pay: 1.2M (lvl) or 1.0M (2v2) C-bills per commander if no objectives
are completed.
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———————————————————————————— START TRANSMISSION ———————————————

WE HAVE LOCATED THE WRECKAGE OF THE DEEP SPIN MAINTENANCE YARD. THE
WRECKAGE IS ON A SMALL ASTEROID, SO UNITS WILL BE FIGHTING IN LOW GRAVITY
AND A TOTAL VACUUM. SECURE AS MUCH TECHNOLOGY AS POSSIBILE.

————————————————————————————— END TRANSMISSION ——————————————
Unit Limits: 6K BV for 1vl, 10K for 2v2.

Map: Four mapsheets with lunar terrain. The map uses Vacuum and Low
Gravity, 0.2 G, rules. (Players may choose to use Trace Atmosphere or Thin
Atmosphere rules.)

Distribute 7 hangar entrances on the map, 3 evenly distributed on the
center line of the map and 2 more within 6 hexes of each side of the
centerline. If a unit is in the same hex as a hanger entrance during the
End Phase an the hex is not contested, roll 2D6. Subtract 1 for the roll
for each aerospace fighter you have recovered. On a 4+ your tech teams
recover another fighter and fly it out of this hangar entrance.

Select 7 hexes at the same height in a circle, centered no further than 6
hexes away from your home edge. This represents the landing zone of your
dropship. Your units deploy from the landing zone. Your dropship can fire 1
PPC, 1 large laser and 3 medium lasers during the weapon attack phase. The
crew has a gunnery skill of 5.

Primary Objective: Roll on the RAT below to determine which aerospace
fighters you recover.

Secondary Objective: Successfully attack the enemy dropship with an
infantry unit. This will not seriously damage the enemy dropship, but this
is about showing that you can do it. Earn 1.0M C-bills for each successful
weapon attack on the enemy dropship, up to a maximum of 3.0M C-bills.

Base Pay: 1.2M (lvl) or 1.0M (2v2) C-bills per commander if no objectives
are completed.

13



2 Ahab AHB-443Db

3 Stuka STU-K5

4 Ironsides IRN-SD1
5 Lucifer LCF-R20

6 Eagle EGL-R10

7 Hammerhead HMR-HDDb
8 Tomahawk THK-63

9 Gotha GTHA-500b

10 Chippewa CHP-W5

11 Lightning LTN-G15b
12 Rapier RPR-101

Aerospace Fighter Random Assignment Table
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