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WOLFNET Transmission Code: 1018MJ-3, GG2-3334-
RA-Alpha Data. Clearance Code Charlie One.

HIGHLY CLASSIFIED

Official Contract: 7th Rommando, Merc Company, Wolf's
Dragoons. FOR YOUR EYES ONLY.

As an elite member of Wolf's Dragoons, you've been
contracted to land on planet Helios shead of a Dragoon
regimental strike force. The task is highly challenging,
but we will make it very rewarding for you.

Helios is under the control of technological zealots
Known as the Word of Blake. We need you to do what
you do best—create confusion and disrupt their defense
systems, particularly the orbital defense cannons. Keep
your WOLFNET comm interface open with encryption
turned on, because additional communiqués will follow.
Take a minute to carefully read through them before
each mission. They will contain up-to-date classified
information. This is only the beginning.
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Uller

The Uller is extremely versatile and touts a potent arsenal of
weapons that provide striking power at all ranges. It is fast, very
well armored, and makes a great reconnaissance 'Mech.

Class: Light BattleMech
Tonnage: 30
Speed: HO mph

Offensive Weapons: Pulse Laser,
Crossbow Missiles

Defensive/Special: Jump Jets, AMS

Owens

The Owens has become a staple for front-line regiments. It's
lightly armed, but fast, and can carry all Inner Sphere electronic
components. It rarely engages an enemy directly but uses

its superior electronics and LRMs to provide support for
heavier ‘Mechs.

Class: Light BattleMech
Tonnage: 35
Speed: 45 mph

Offensive Weapons: Machine Gun,
Crossbow Missiles

Defensive/Special: Target Jamming

Cougar

Ton for ton, the Cougar is probably the best 'Mech out there.
With its low profile and high speed, it's very hard to hit and has a
powerful weapons package for its size.

Class: Light BattleMech
Tonnage: 35
Speed: HO mph

Offensive Weapons: Pulse Laser,
Rutocannon, Javelin Missiles

Defensive/Special: Jump Jets



Uziel

The Uziel combines maneuverability with firepower and decent
armor; it is a8 good performer in any role. With its speed and jump
jets, it's ideal for hit-and-hide tactics.

Class: Medium BattleMech
Tonnage: 50
Speed: 35 mph

Offensive Weapons: PPC,
Machine Gun, Crossbow Missiles

Defensive/Special: Jump Jets, AMS

Uulture

The Vulture is aptly named for its hunched shoulders, protruding
head, and bird-like legs. Its lower-torso Omni slot add to its
versatility, and its huge twin missile racks can carry more missiles
than any other 'Mech. It is very good in a fire support role.

Class: Medium BattleMech
Tonnage: 60
Speed: 30 mph

Offensive Weapons: Laser,
Machine Gun, Javelin Missiles

Defensive/Special: AMS

Catapult

Slow but extremely rugged, the Catapult is best used as a standoff
threat where it can use its long-range missile racks. It is designed
for second-line defense but with strong offensive capabilities.

Class: Medium BattleMech
Tonnage: 65
Speed: 25 mph

Offensive Weapons: Pulse Laser,
Javelin Missiles

Defensive/Special: Jump Jets,
Target Jamming

Thor

The Thor offers mobility and short- to medium-range capability. It
successfully blends firepower and maneuverability, and it can dish
out a lot of damage in any terrain.

Class: Medium BattleMech
Tonnage: 70
Speed: 30 mph

Offensive Weapons: Laser, Machine Gun,
Crossbow Missiles

Defensive/Special: Jump Jets,
Target Jamming



Mad Cat

The Mad Cat was the first to appear in the Inner Sphere. It also
has been the most used. It offers an array of weapons but is
particularly lethal with its missile packs.

Class: Assault BattleMech
Tonnage: 100
Speed: 20 mph

Offensive Weapons: PPC, Machine Gun,
Javelin Missiles

Defensive/Special: Target Jamming

Atlas

The sight of an Atlas still makes even the most experienced
MechWarrior break out in hives. The head, torso, and weaponry
create a perfect combination of function and fear factor. It is built
to inflict a lot of damage on its enemies.

Class: Assault BattleMech
Tonnage: 100
Speed: 20 mph

Offensive Weapons: Pulse Laser,
RAutocannon, Javelin Missiles

Defensive/Special: AMS
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