~ Sandstorm Raiders ~

- 3030s -

The Sandstorm Raiders are a mercenary group that usually works for the House of Marik. They have skirmished many times with the forces of the Draconis Combine. They have access to an Invader Class Jumpship (2631 Version) and three older dropships – Triumph (2593 Version) Condor (2801 Version), Union (2708 Version).

Invader - 152,000 Tons. 3 Hardpoints. Introduced in 2631. Most Common of All JumpShips. Accounts for Over 45% of All Registered JumpShips. Features Sophisticated Communications Equipment.

Triumph - 5,600 Ton Obsolete Military Aerodyne. Introduced in 2593. Common Troop-&-Tank Transport. Cargo = 45 Heavy Vehicles, 8 Light Vehicles, 4 Platoons.

Condor - 4,500 Ton Military Aerodyne. Introduced in 2801. Troop Transport. Cargo = 20 Light Vehicles, 12 Platoons.

Union - 3,500 Ton Military Spheroid. Introduced in 2708. Standard BattleMech Transport. Cargo = 12 Mechs, 2 Fighters.

The liaison between the jumpship, dropships, House Marik, and the Sandstorm Raiders is the streetsmart old space dog Basileos. He owns a significant percentage of the jumpship and some 60%-70% of each dropship.

An unrepentant old wanderer and military gent, Basileos is a tough, wiry, hairy, and bearded fellow with a ribald tale always upon his lips. He was apparently born into some noble family in the Marik Expanses, out in in the Periphery, but he abandoned that life as a teenager and has been a space dog ever since.

Basileos is an Elite Space Dog and Tech with Ambidextrous (Both), Natural Aptitude (Streetwise), Sixth Sense, Thick Skin, Family Feud (Outcast from Own Family).

*******

Triumph DropShip:

Behemoth Heavy Tank


100 Tons
Fusion
3/5

(4)

Manticore Heavy Tank

60 Tons
ICE

4/6

(4)

Bulldog Medium Tank


60 Tons
ICE

4/6

(8)

Partisan Heavy Tank


80 Tons
ICE

3/5

(8)

LRM Carrier



60 Tons
ICE

3/5

(8)

Condor Heavy Hover Tank

50 Tons
ICE

8/12

(8)

Engineering Vehicle


40 Tons
ICE

6/9

(5)

Pegasus Scout Hover Tank

35 Tons
ICE

8/12

(2)

Saladin Assault Hover Tank
35 Tons
ICE

8/12

(2)

Saracen Hover Tank


35 Tons
ICE

8/12

(2)

Scimitar Hover Tank


35 Tons
ICE

8/12

(2)

Jump Infantry (2 Veteran Platoons with Portable Lasers)

Jump Infantry (2 Veteran Platoons with SRMs)

The Behemoth Heavy Tanks of the Sandstorm Raiders are a special case. They were discovered in an ancient mountain vault on Terra XI and salvaged. At the time of their recovery, the tanks were intact save they had no weapons mounted. Basileos replaced each 200 ICE with a 300 Vlar Fusion Engine, thus giving the modified Behemoths a Cursing Speed of 3 and a Flank Speed of 5. The turret now supports two LRM-20s, two Medium Lasers, two Small Pulse Lasers, a Beagle Active Probe, and an Advanced Field Communications Kit. At the front of the tank are two SRM-6s, Twin Machineguns, and a Vehicle Flamer. On the left of the tank there are Twin Machineguns and a Vehicle Flamer. On the right of the tank there are Twin Machineguns and a Vehicle Flamer. At the rear of the tank there are Twin Machineguns and a Vehicle Flamer. In the body of the tank there are six tons of LRM-20 ammo, two tons of SRM-6 ammo, two tons of Machinegun ammo, and two tons of Vehicle Flamer ammo.

Also on Terra XI, the Sandstorm Raiders discovered the mothballed shells of four Manticore Tanks. At the time of their recovery, the tanks lacked engines and energy weapons. All other systems were in place however. Basileos managed to get them going after some tinkering and they now use ICE. The turret now supports an LRM-15, an SRM-6, and a Vehicle Flamer. At the front of the tank is a Machinegun. Down in the body of the tank there are two tons of LRM-15 ammo, one ton of SRM-6 ammo, one ton of Vehicle Flamer ammo, and half-a-ton of Machinegun ammo.

The Sandstorm Raiders have access to a supply of Swarm LRMs, 18 tons for LRM-20s and 30 tons for LRM-15s, but use them sparingly due to the ammunitions scarcity.

Condor DropShip:

Warrior H-7 Attack Helicopter (10) - Change SRM-4 to LRM-5

Karnov UR Transport (10) – Cargo Bay Holds 2 Platoons

Foot Infantry (6) (Veteran Platoons with Portable Lasers)

Foot Infantry (6) (Veteran Platoons with SRMs)

Union DropShip:

GTHA-500 Gotha Aerospace Fighter (1)

IRN-SD1 Ironsides Aerospace Fighter (1)

3 Mech Lances (See Below)

Command Lance:

MAD-3R Marauder: This battered old Mech has had the Medium Lasers removed and replaced with Small Lasers. The AC/5 has been replaced with an Ultra AC/5. The camouflage pattern is a mottled yellowish brown desert.

ARC-2R Archer: This ancient Mech has had the two rear Medium Lasers pulled and now sports a single Medium Pulse Laser in the rear. The camouflage pattern is a mottled yellowish brown desert.

TDR-5S Thunderbolt: This classic Mech remains unmodified at the moment, although the SRM-2 is usually loaded with inferno rounds. The camouflage pattern is a mottled yellowish brown desert.

RFL-3N Rifleman: This classic Mech remains unmodified at the moment. The camouflage pattern is a mottled yellowish brown desert.

Recon Lance:

FS9-H Firestarter: This Mech has undergone major modifications. The weapon load currently runs to a Large Laser and a Flamer in the right arm, in the left arm there is a Flamer and a Small Laser. An additional half-a-ton of armour has also been added. Armour – Head = 9, Centre Torso = 13/6, Side Torso = 12/6, Arms = 8, Legs = 8. The camouflage pattern is a mottled yellowish brown desert.

FS9-H Firestarter: This Mech has survived many skirmishes and presents a rather ‘patch work’ appearance. It has had both of the torso Flamers removed and the torso Machineguns too. Currently there is a drum-mounted SRM-6 with one ton of ammo shoehorned in the right torso. The camouflage pattern is a mottled yellowish brown desert.

JVN-10N Javelin: This Mech has been rebuilt from an almost junked state and although the right torso SRM-6 remains, the left torso has been completely refitted. In the left torso there is now a Medium Laser and a Small Pulse Laser. An additional two tons of armour has also been added. Armour – Head = 8, Centre Torso = 12/4, Side Torso = 12/4, Arms = 9, Legs = 11. The camouflage pattern is a mottled yellowish brown desert.

OTT-7J Ostscout: This classic Mech remains unmodified at the moment. It still retains the original Star League Era sensor arrays and data evaluation systems. The camouflage pattern is a mottled yellowish brown desert.

Sabotage Lance:

MCY-99 Mercury: These two Mechs have had the Medium Laser in the right arm pulled and replaced with a Flamer. The camouflage pattern is a mottled yellowish brown desert.

Mon-66 Mongoose: These two Mechs remain unmodified at the moment. The camouflage pattern is a mottled yellowish brown desert.

The Sandstorm Raiders are all descended from nomad stock. The blood of countless wandering tribes from the Middle East and Asia Minor flows in their veins. They see themselves as one great tribe. Dark and wiry, they are a free spirited people with a wild love of travel and fighting. They live a materially spartan lifestyle and yet have a rich tradition of storytelling and music. Off-duty they get about in caftans with broad sashes, over tee shirts and boxer shorts (although women wear tee shirts, sports bras and boxer briefs). All of these garments are in ochre or earth tones, although the sash is always darker than the caftan. The tribe includes twelve Mech Warriors who have joined the Sandstorm Raiders through marriage. They are largely veteran quality warriors with a sprinkling of regulars.

Tankers and MechWarriors:

Plastic Poncho (Coyote Brown), Poncho Liner (Coyote Brown), Armour Vest (Greenish Golden Ablative-&-Flak Vest), Light Environmental Suit (Mottled Yellowish Brown Desert Camouflage), Filter Mask, Respirator, Breathing Tank, Sternsnacht Heavy Pistol, 3 Clips, Vibro-Dagger, Combat Dagger, Throwing Knife, Micro and Mini Grenades (Smoke, Flash, Explosive), Personal Communicator, Military Watch, Flashlight (Maglite Style), Canteen (Two Quarts), Everflame, Basic Field Kit, Personal MedKit, Gerber Style Multi-Tool.

Infantry:

Plastic Poncho (Coyote Brown), Poncho Liner (Coyote Brown), Armour Vest (Mottled Yellowish Brown Desert Camouflage Flak Vest), BDU (Cap, Field Jacket, Shirt, Pants, Reactive Socks, Military Hiking Boots - Mottled Yellowish Brown Desert Camouflage), Filter Mask, Sternsnacht Heavy Pistol, 3 Clips, Vibro-Dagger, Combat Dagger, Throwing Knife, Micro and Mini Grenades (Smoke, Flash, Explosive), Personal Communicator, Military Watch, Flashlight (Maglite Style), Canteen (Two Quarts), Everflame, Basic Field Kit, Personal MedKit, Gerber Style Multi-Tool, Plasticuffs (Zipcuffs).

Just in case of operations on an icy world, all infantry are issued with a Grizzly Parka System (Sticks N Limbs Snow Camouflage) and generic 2-ply thermal underwear.

Tanks and Helicopters:

All of these vehicles are fitted with a Fossil Fuel Recharger, a Solar Recharger, and a Basic Field Communications Kit. They also carry various useful items such as entrenching tools, bolt cutters, wire clippers, standard tool kits, cutting kits (50%), joining kits (25%), elec kits (50%), various ropes, duct tape, epoxy glue, flares, rangefinder binoculars, infrared scanners (25%), spare personal communicators, water purification kits, small arms cleaning kits, camouflage netting, tents in desert camouflage, jerry cans (water or fuel, 20-liters), survival rations, medkits, preserving sleeves, and even body bags.

The vehicles are all secured with Scanner Locks (TL 3, MR +5, Palm Print).

Each and every member of the Sandstorm Raiders carries at least one additional personal weapon. Often these are gifts from older members of the tribe. Others are battlefield salvage and a few are handcrafted by their owners.

Throwing Knife


50%

Combat Dagger


50%

Combat Machete


35%

Vibro-Blade


35%

Pump Shotgun


5%

Mydron Auto-Pistol

5%

Nakjama Laser Pistol
5%

Sunbeam Laser Pistol
5%

Hold-Out GyroJet Pistol
5%

*******

The Sandstorm Raiders are commanded and guided by wily old Zulffiqar.

He is a lusty and garrulous old fellow with a deep love of life and a wild passion for friendship. Always boisterous and expressive, he forever has an eye on the welfare of the Sandstorm Raiders. Zulffiqar has three wives and has fathered some thirteen children.

A lean yet tall man of over 6’, Zulffiqar’s strong featured face is dominated by his sharp yet hooded eyes, large hawk-like nose, and extravagant mustachios.

He lost his limbs over a decade ago under torture by Subhash Indrahar in the Draconis Combine. Zulffiqar was inadvertently saved by the actions of Sho-sa (Major) Esau Olivares.

Artificial Limbs – Legs Type III, Left Arm Type IV, Right Arm Type V.

Whenever on a planet, Zulffiqar eschews more traditional command techniques and co-ordinates the Sandstorm Raiders from onboard a Behemoth Heavy Tank.

Zulffiqar is a Veteran Tank Officer with Peripheral Vision, Family Friend (Basileos), Family Friend (Balsora Khan - Desert Sheikh of the Eastern High Desert on Kyros {AKA Astrokaszy}), Family Feud (Draconis Combine).

Plastic Poncho (Coyote Brown), Poncho Liner (Coyote Brown), Armour Vest (Greenish Golden Ablative-&-Flak Vest), Light Environmental Suit (Mottled Yellowish Brown Desert Camouflage), Filter Mask, Respirator, Breathing Tank, Sunbeam Laser Pistol, Sternsnacht Heavy Pistol, 3 Clips, Vibro-Dagger, Combat Dagger, Throwing Knife, Micro and Mini Grenades (Smoke, Flash, Explosive), Personal Communicator, Military Watch, Flashlight (Maglite Style), Canteen (Two Quarts), Everflame, Basic Field Kit, Personal MedKit, Gerber Style Multi-Tool.

On Kyros (AKA Astrokaszy), the Sandstorm Raiders have a small military base in the Kothian Hills, well east of the Pass of Shamla. Zulffiqar dislikes the low land Caliphs and their criminal organizations, but does not openly move against them.

PLANETARY SYSTEM INFO

Star Type:



G4V (185 Hours)

Position in System:


3

Time to Jump Point:


7.98 Days

Recharging Station:


None

HPG Facility Class:


B

Level of Native Life:

10%, Mammals

Number of Satellites:

3 (Delsia, Ralston, Vannora)

Surface Gravity:


1.03

Atmospheric Pressure:

Standard (Breathable)

Equatorial Temperature:

62° C (Desert)

Surface Water:



36%

Astrokaszy is a small Periphery colony world located anti-spinward and rimward of the Free Worlds League. Astrokaszy is hot, dry and windswept despite having a large amount of water. With a single large landmass, the planet’s oceans are located at the poles. Inland seas are located too far apart to help the native agriculture. Although the ecosystem does support a thriving native animal life and there are deposits of precious gems, there is little else to offer any colonists. Treasure hunters are still drawn to the planet by rumours of a Star League Defense Force cache of precious metals, hidden during the Reunification War. 

Loosely united under the rule of the caliphate and various local suzerains, the native inhabitants of Astrokaszy are descended from nomadic tribes and desert peoples. They are fearless fighters with a certain fascination for blood sports. Astrokaszy's surface is criss-crossed with caravan ways that link rich oases communities. However, Astrokaszy has always possessed a certain sinister character. Shadow markets flourish and there is a definite transient criminal element to the population.

Technological Sophistication

F
Primitive World

Industrial Development


F
No Industrialization

Raw Material Dependence


C
Self-Sustaining

Industrial Output



D
Negligible Output

Agricultural Dependence


C
Modest Agriculture

The primary is an unremarkable yellow star with a slight orange tinge.

The Kyros system is insignificant and holds only three planets, all of them terrestrial, and a very diffuse asteroid field that is more of a dust cloud than anything else. Some scientists have even dubbed it a star ring. The main constituents are icy dust with silicate gravel and a few larger carbonaceous chondrite rocks. Each of the terrestrial planets has moons, although they are tiny and are most likely captured asteroids. The first planet has 5 moons, the second 7, and the third 3.
The first planet orbits the primary star in 215 Standard Days. It has a 15,972 kilometre diameter with 0.9 G at the surface and a 16 Standard Hour Day. Although terrestrial, it is very poor in metals.

The atmospheric mix of gases is breathable by humans, although the pressure is a tad low for comfort. Heavy exertion is not recommended. In the atmosphere nitrogen, oxygen, xenon, and krypton predominate along with significant traces of argon, neon, and helium. The air is quite dry and clouds are rare. Dust storms however, some that cloak the entire planet for months on end, are common.

The average temperature is some 65( C, due to proximity to the variable primary star and a significant greenhouse affect. The planet has an Equatorial Inclination of 40( with Extreme Seasons, giving summer temperatures of 85( C and winter temperatures of 45( C.

The surface is dominated by dusty desert plains with the occassional weathered upland and the odd long inactive volcano. Everything is in shades of grey, from the rocks to the sand to the dust. Saline lakes cover only 8% of the planetary surface.

The second planet orbits the primary sun in 280 Standard Days. It has a 14,150 kilometre diameter with 0.9 G at the surface and a 21 Standard Hour Day. Although terrestrial, it is poor in metals, particularly heavy metals like iron and nickel.

The atmospheric mix of gases is breathable by humans, although the pressure is a tad low for comfort. Heavy exertion is not recommended. In the atmosphere nitrogen, oxygen, xenon, and krypton predominate along with significant traces of argon, neon, and helium. The air is quite dry and clouds are rare. Dust storms however, some that cloak the entire planet for months on end, are very common. There is an easily observable yearly cycle of dust storm activity on the planet.

The average temperature is some 40( C, due to a more moderate proximity to the variable primary star and no significant greenhouse affect. The planet has an Equatorial Inclination of 30( with Strong Seasons, giving summer temperatures of 55( C and winter temperatures of 25( C.

The surface is dominated by dusty desert plains with the occassional weathered upland and the odd long inactive volcano. Everything is in shades of grey, from the rocks to the sand to the dust. Saline lakes cover some 26% of the planetary surface.

The third planet orbits the primary sun in 370 Standard Days. It has a 12,000 kilometre diameter with 1.03 G at the surface and a 30 Standard Hour Day. Like its sister worlds, it is relatively poor in metals.

The thick atmosphere is composed of nitrogen, oxygen, xenon, krypton, argon, neon, and helium. The air is quiet dry and clouds are rare. Equatorial dust storms occur regularly and follow seasonal patterns. The atmospheric gas mix helps produce auroras of astounding duration and beauty.

The average temperature is some 60( C, due to a significant greenhouse affect and substantial geothermal activity. The planet has an Equatorial Inclination of only 9( with Mild Seasons, giving summer temperatures of 65( C and winter temperatures of 55( C.

Gibber Plains and Stony Deserts cover large areas of the planet. These vast arid areas are dotted with mud pots, fumaroles, salt lakes, and claypans. The equator however is girdled by a band of sandy deserts.

There are several sprawling ranges of dusty hills on the planet, and here thorny scrublands grow in the meagre shelter of the ancient cliffs.

Oddly for such an arid planet, the two polar seas on Kyros are formed from brackish water. The planetary surface is 36% water, 21% in the northern polar ocean and 15% in the southern polar ocean. The few highland lakes are also brackish. Aquatic life is relatively simple with Bacterioplankton and Phytoplankton predominating. Zooplankton forms are rarer, but do exist. The most advanced creatures are akin to sea squirts (tunicate).

The native animals of Kyros are classed as Mammals as they are air breathing vertebrate animals characterized by the possession of hair, three middle ear bones, a neocortex, and mammary glands functional in mothers with young.

At some point in the past, a mass extinction all but destroyed life on Kyros. The current mammalian population are all descended from a creature similar to Leptictidium of Earth. There are many species of this highly adaptable omnivore, all the way from 10cm burrowing desert creatures to 3m scrublands browsers.

Opal mining and the conversion of old mines to housing and even business premises are common pastimes. Agriculture along the sea margins is also profitable.

Bellanthus Palm - A tall, graceful, unbranched tree surmounted by a bushy crown of arching, pinnate fronds, it is found in moist, warm climates. Its edible, acidic fruit resembles a yellow squash enclosed in a grapefruit-sized, watertight casing like a thick eggshell. Bellanthus looks rather like certain terrestrial tropical palms — and may have been imported from Earth long ago.

Karesh - Agricultural tribes widely cultivate this tall, nutty grain grass. It produces copious, stubby small ears with sweet, berry-like kernels, somewhat like a dwarf maize. The plant has a drinkable, milky juice which is sometimes fermented. Its growing-cycle is about 150 days. Karesh may have genetically-tailored by ancient spacefaring humans.

Camouflage Netting - Modern camouflage netting is typically infrared and radar scattering. They typically come in a set of either squares or modular hexagons with diamonds. Camouflage nets have a different pattern on each side. Those used by the Sandstorm Raiders are sand-&-scrub on one side and woodland on the other. The use of frayed and twisted duct tape in various colours can help the netting blend in with various other terrains and even urban ruins. Coverage for a 10m x 10m square has a weight of some 10kg, which includes the poles and spreaders needed for erection.

Everflame - An everflame is a permanent, waterproof, windproof lighter guaranteed to last 20 years.

Plastic Poncho - Waterproof nylon, rugged and hard wearing. Useful for rain protection, ground cover, emergency tent, and the like. Covers a 5’ x 5’ area.

Poncho Liner – Light and thin quilted cloth, surprisingly warm and can be used to make the poncho into an impromptu sleeping bag. Protects against moderate cold, even when wet.

Survival Rations - A box of survival rations contains four airtight foil-wrapped packets. Each packet holds a food concentrate that looks like crumbly dust. When water is added, the dust quickly becomes a delicious (?) meal of protein and vitamin-packed mush. One packet will feed one person for one day.

*******

Sho-sa (major) Esau Olivares

Theodore Kurita swapped his Orion for the Victor of Sho-sa Esau Olivares of the Legion of Vega during the Fourth Succession War, thus escaping from the Steiner forces who hunted down the wrong 'Mech. The Victor was destroyed in battle against Steiner forces on December 13, 3028 on Vega.

Quick Reference of Major Years:

Foundation of the Free Worlds League
2271

The Age of War





2398

The BattleMech is Invented


2439

Star League Established



2556

Stephen Amaris the Usurper


2766-2767

Kerensky's Exodus




2784

First Succession War



2786

Second Succession War



2830-2864

Third Succession War



2866-3022

Wolf's Dragoons Arrive



3005

The Fourth Succession War


3028-3030

End of the Succession Wars


3040

