
TRIAL FOR REVIVAL



Welcome to Crow Industries and FactoruM’s next 
Battletech gaming event as we work our way 
through the battletech timeline!

This is primarily a narrative event, open to new and 
veteran players alike. 

Players will be dropped into the role of a clan 
warrior looking to prove their star’s worth. 
Throughout the weekend, players will need to 
appropriate selection the right mechs for the 
mission at hand.

As stated above this is intended to be a narratively 
driven and thus a more light hearted/less 
competitive event. Although mechwarriors are 
known for being glory hogs, any players doing so at 
the expense of their opponent’s enjoyment of the 
weekend will be ‘punished’ in a suitably narrative 
manner….you have been warned…..

In addition, some attendees will be newer to the 
game than others so please be patient.

There will be no ‘podium prizes’ for this event as 
the focus will be on the team that completes their 
objectives and distinguishes themselves as 
mechwarriors in the service of one of the factions 
in the narrative.

INTRODUCTION



THE BUILD UP TO OPERATION REVIVAL

Towards the end of its golden age, a desire to return to the 
Inner Sphere was beginning to take hold in Clan society. 
Within Clan mythology the worlds of the Inner Sphere, 
especially Terra, became paradises of Edenic proportions, 
lorded over by the greedy and corrupt Great Houses who 
had forced Kerensky's exile, and the Hidden Hope 
Doctrine spoke of an eventual return to the Inner Sphere by 
the civilizing Clans. Many believed the time for return was 
now, and calling themselves Crusaders, they began 
proselytizing others to their cause through the use of 
Kerensky's words and promises of the glory and great 
bounty to be found in returning to the Inner Sphere as 
conquerors. Entire Clans were eventually swayed to this 
philosophy, with Clans Jade Falcon and Smoke Jaguar 
coming to lead what quickly became a political bloc.

The year is 3048 and the Inner Sphere exploration vessel 
‘Outbound Light’ appeared in clan space. Clan Smoke Jaguar 
managed to spin this as a potential prelude to an invasion 
from the Great Houses.
This was enough to convince the undecided Clans that an 
invasion on the Sphere needed to happen and so was 
conceived ‘Operation Revival’.

It was at this juncture that the clans bid amongst 
themselves to decide which would bring the wisdom of 
Kerensky to the barbarians. 

These are the trials that will decide which clans will take 
part. Text extract from Sarna.net



Date: 16th-17th April 2022
Location: FactoruM
Times:

-Saturday-
Registration 9.00-9.30
Introduction 9.30-9.35
Game 1 9.35-11.00
Game 2 11.00-12.30
Lunch 12.30-1.30
Game 3 1.30-3.00
Game 4 3.00-5.00

-Sunday-
Arrival 10.00-10.30
Game 5 10.30-12.00
Lunch 12.00-1.00
Game 6 1.00-2.30
Conclusion 3.00

You will need:

-Mech miniatures
-Record sheets and a way to mark them
(we recommend putting them in polypockets and using a dry wipe marker)

-Tape measure

-Dice 
(ideally a few in different colours for marking movement speeds as shown 
later in this pack) 

-Rulebook

-A pen

OVERVIEW

Venue information:
Unit 35/36 Deveril Rd Trading EST, BA127BZ Warminster

Refreshments are available on site as well as a range of gaming 
products.

For any question concerning the venue please use:
01985840038
floris@tymeagain.co.uk



During the event players will represent their chosen Clan in the 
trials to decide which will take part in the initial invasion of the Inner 
Sphere.

Each round players will be assigned an opponent and a table as well 
as the rules of that rounds specific trial.
The trial mission sheet will dictate the terms of the trial.

Both players roll a D6, the player with the highest bids down from 
the trials maximum tonnage first.
Their opponent may either agree OR bid a lower tonnage.
This can continue until a player says ‘Bargained and done’.
For example:
Trials max tonnage is 60
player 1 bids 55 tons
player 2 bids 45 tons
player 1 bids 40 tons
player 2 says ‘bargained and done’

This locks players at their bid tonnage for this round, in this 
example:
player 1 has 40 tons while player 2 has 45 tons.

Each player may then select which mech/mechs they wish to field 
and which variants (Players may select any of the variants available 
during this time period- Prime, A, B, C, D)

Players then deploy as dictated in the ‘gaming without hexes’ section 
of this rules pack unless the Trial rules have an specific 
requirements. 

CLAN TRIAL PROCEEDURE
Time for repairs:
Although in a controlled environment and with technician caste 
members on hand for repairs and replacements, this can take time.
If a mech is fielded it may not be used again in the following trial 
however may be used the trial after that.

E.g.
A Stormcrow is fielded in trial 1. It’s controlling player is not able to 
field it for trial 2 however will be able to use it again in trial 3.



Post game wrap up:
At the end of the trial both players will tally up their points achieved. 
Generic points available can be found below but each scenario will 
also have additional points available. These will be on the trial 
mission sheets available on the day.

Scoring at the end of a trial

-Bidding and fielding a lower tonnage than your opponent

-Defeating opponent in a Batchall

Type of kill:
-achieving a kill via headshot
-achieving a kill via  destroying engine/gyro

There are also specific point for each trial

Desgra behaviour
-Decline a Batchall
-Undertake a physical attack
-Break the terms of a Batchall

CLAN TRIAL PROCEEDURE

20

20

30
10

?

-20
-50
-50

Batchalls:
A Batchall is a Clan honour duel usually between two warriors, to 
decline one is a great dishonour in Clan culture.

At the beginning of any turn before rolling for initiative a player may 
select a mech to issue a Batchall with.
The player indicates the mech issuing the Batchall and indicates the 
enemy mech they wish to challenge. 
You may only issue a challenge to a mech heavier than yourself and 
by no more than 20 tons (a 50 ton mech may not challenge anything 
heavier than 70 tons).

The challenged mech may accept or decline. If they accept, both 
mechs follow the below rules, if they decline they will suffer a stain 
to their honour (see left).

While within a Batchall either mech may not:
-attack any targets other than the opposing mech in the Batchall. 
-Move further than 16’ away from each other
(if the challenge was initiated from further than this distance both 
mechs must close until they are at least this far apart. 

No other mechs may intervene until the Batchall is complete, this 
may mean that mechs are stood around waiting until the Batchall is 
over if there are no other targets to engage.

The Batchall is intended to be an honourable way of deciding the 
superior combatant, anyone found using these rules in a 
dishonourable way will be punished by a Clan Lawmaster (the event 
TO)



Your force represents a Clan Star put forward for the trials. As such your force must consist only of battlemechs and only of mechs available to Clan 
forces of the year 3048 (if in doubt check ‘Sarna’ or contact the TO). No custom mechs are allowed.
All pilots will be set at pilot skill 4 and gunnery skill of 3 throughout the weekend.

Your Star consists of 5 mechs fitting into the following criteria:

Please submit your force list (as well as indicate which Clan you will be 
representing) via email prior to the event for checking. This is not just 
to check they are era appropriate but also to balance teams prior to the 
event. You may be asked to alter selections in the interest of balance 
however, this will be done as far in advance as possible. Force lists 
should be submitted by 1/4/22 to:  

crowindustries@hotmail.co.uk
There will be penalties for late submissions

FORCE COMPOSITION 

Mech 1 Mech 2 Mech 3

Kitfox
30

Stormcrow
55

Ice Ferret
45 

Executioner
95

Mech 5Mech 4

Timberwolf
75

Mech 1 Mech 2 Mech 3

Mechs 1 and 2 must come to a combined 
maximum tonnage of no more than 100 

Mech 5 can have 
a maximum 

tonnage of 100

Mech 5Mech 4

Mechs 3 and 4 must come to a combined 
maximum tonnage of no more than 120

Sample Star:



We will be using the following streamlined version of playing 
battletech without a hex matt:
DEPLOYMENT:
To deploy, both players roll a D6, the player who scores the highest 
must deploy their heaviest mech (tonnage) within 8 inches of their 
board edge (unless the mission dictates an alternate deployment 
zone). This is alternated back and fore until both players have 
deployed all their mechs.

MOVEMENT:
All measurements are taken using inches for range and movement.

TURNING:
To work out a turn it is recommended that players place a die on the 
front edge of their mech’s base to use as a reference to determine 
how far they have turned, e.g.

Note: you do not have to complete a full turn however a partial turn 
still uses 1 point of movement.

LINE OF SIGHT:
Line of sight is taken from the miniature (effectively true line of 
sight). If 50% or more of the mech is obscured they receive partial 
cover. In addition, a model within less than 3 inches of the edge of 
wooded terrain receives partial cover while a model further than 3 
inches of the edge can not be seen at all.

MARKING MOVEMENT:
There are lots of ways to mark movement to make gameplay faster. 
We will be recommending the use of coloured dice placed behind a 
mech once it has completed it’s move.

White = Walking
Red = Running
Black = Jumping

TERRAIN:
All buildings and similar terrain will be considered solid obstacles 
and can not be moved through OR on top of.

GAMING WITHOUT HEX MATTS



-Heat table-

Walking +1 per turn
Running +2 per turn
Jumping +1 per hex (min of 3)
Stand attempt +1 per attempt
Weapons fire per weapon (on record sheet)
One engine hit +5 per turn
Two engine hits +10 per turn

-Hit locations-

-Attack modifiers-

-Cluster table- Weapon size

QUICK REFERANCE SHEET
Attackers move Targets move Range Cover

Stationary    +0 0-2 inches     +0 Short       +0 Partial cover +1

Walked         +1 3-4 inches     +1 Medium   +2

Ran              +2 5-6 inches     +2 Long        +4

Jumped        +3 7-9 inches     +3

10-17 inches  +4

(Jumped +1)

2D6 Left side Front/Rear Right side

2 Left torso (Crit) Centre torso (Crit) Right torso (Crit)

3 Left leg Right arm Right leg

4 Left arm Right arm Right arm

5 Left arm Right leg Right arm

6 Left leg Right torso Right leg

7 Left torso Centre torso Right torso

8 Centre torso Left torso Centre torso

9 Right torso Left leg Left torso

10 Right arm Left arm Left arm

11 Right leg Left arm Left leg

12 Head Head Head

2D6 2 4 5 6 10 15 20

2 1 1 1 2 3 5 6

3 1 2 2 2 3 5 6

4 1 2 2 3 4 6 9

5 1 2 3 3 6 9 12

6 1 2 3 4 6 9 12

7 1 3 3 4 6 9 12

8 2 3 3 4 6 9 12

9 2 3 4 5 8 12 16

10 2 3 4 5 8 12 16

11 2 4 5 6 10 15 20

12 2 4 5 6 10 15 20



‘FREEBORNS GUIDE TO CLAN TRIALS’
‘So you are about to enter a clan warrior trial but you don’t know your ‘aff’ from your ‘neg’? This quick 

guide should help you out.

Art by Jasondrawsstuff

5.   When you’re done work out the scores
and fill in your score sheet

-Bidding and fielding a lower tonnage
than your opponent 20

-Defeating opponent in a Batchall 20
Type of kill:
-achieving a kill via headshot 30
-achieving a kill via  destroying engine/gyro 10
There are also specific point for each trial ?
Desgra behaviour
-Decline a Batchall -20
-Undertake a physical attack -50
-Break the terms of a Batchall -50

1. Go to your assigned table and
read the rules of the trial

3.   Pick your mech/mechs and variants

2    Bid on tonnage
Both players roll a D6, the player with the highest bids down from 
the trials maximum tonnage first.

Their opponent may either agree OR bid a lower tonnage.
This can continue until a player says ‘Bargained and done’.

For example:
Trials max tonnage is 60
player 1 bids 55 tons
player 2 bids 45 tons
player 1 bids 40 tons
player 2 says ‘bargained and done’

4.  Play your game 
(be nice, we are honourable 
warriors after all) 6.   Keep track of which of your mechs 

were used so you know not to use them
in the next trial (this clan stuff isn’t 

easy to fix you know….)

I BID 3 JAMMY
DODGERS AND A 

CUSTARD CREAM!!!



‘DUMMIES GUIDE TO BATCHALLS’
‘Looking to pick a fight one particular bad guy? Here’s how to do it’

Batchalls:
At the beginning of any turn before rolling for initiative a player may select 
a mech to issue a Batchall with.
The player indicates the mech issuing the Batchall and indicates the enemy 
mech they wish to challenge. 
You may only issue a challenge to a mech heavier than yourself and by no 
more than 20 tons.
The challenged mech may accept or decline, if they accept both mechs 
follow the below rules.

While within a Batchall either mech may not:
-attack any targets other than the opposing mech in the Batchall. 

-Move further than 16’ away from each other
(if the challenge was initiated from further than this distance both 
mechs must close until they are at least this far apart.

No other mechs may intervene until the trial is complete, this may 
mean that mechs are stood around waiting until the Batchall is over 
if there are no other targets to engage.

REMEMBER! The Batchall is intended to be an honourable way of 
deciding the superior combatant, anyone found using these rules in a 
dishonourable way will be punished by a Clan Lawmaster (the event 
TO)

OI! Fancy a fight?

Go on then

Oh you 
charmer

I only have eyes for 
you

1

2

3

4

5

COME BACK!!!!!

Can I play?

GO AWAY GREG!!



Trial 1:

Win/Loss

Mechs lost

Enemy mechs destroyed

Total points score:

Notes:

Players Name: Unit Name:                                                    Clan:

Trial 2:

Win/Loss

Mechs lost

Enemy mechs destroyed

Total points score:

Notes:

Trial 3:

Win/Loss

Mechs lost

Enemy mechs destroyed

Total points score:

Notes:

Trial 4:

Win/Loss

Mechs lost

Enemy mechs destroyed

Total points score:

Notes:

Trial 5:

Win/Loss

Mechs lost

Enemy mechs destroyed

Total points score:

Notes:

Trial 6:

Win/Loss

Mechs lost

Enemy mechs destroyed

Total points score:

Notes:



‘”Is there really still demand for this?
I mean…..here you have it mech fans!
Urbie-Durby 3!!!!

-Duncan Fisher, Solaris 7, 3048

As optional evening entertainment for our 
Battletech event we will be hosting ‘Urbie-Durby 3’. 
Each player brings a single urbanmech into the 
arena, only one will leave intact and also be 
crowned the ‘Trash fire champion’!

To take part you will need:
-1 UM-R60 Urbanmech
-1 UM-R60 Urbanmech record sheet
-Dice/ruler/pen to mark record sheet
-The stomach to handle the possibility of 
both winning yet also still owning an 
Urbanmech!!!

URBIE-DURBY 3 PROJECT
TRASH FIRE


