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A Walk in the Park

Novoy Moscava 
Eden
The Pentagon
1 December, 2821  

Karlo watched as fighting raged over the ruins where the 
Exterminator had fallen, with Wolf and Jade Falcon BattleMechs 
trading vicious fire with a pair of retreating AMF BattleMechs that 
were desperately trying to withdrawal from Cameron Park intact. 
It was a brutal fight and the inert Exterminator looked like it had 
been on the receiving end of most of it. 

Prone, the BattleMech was pock-marked by shell and missile 
fire. Large rents tore across its right torso as it lay twisted, facing 
the sky. The Clan Wolf insignia, once prominently displayed, was 
barely recognizable as his medic team scrambled over the jagged 
remains of the once-powerful war machine.  

Without warning, a stray laser struck a few meters from the 
Exterminator and Medic Karlo cursed. The fighting in the park had 
just spontaneously exploded, in a safe zone no less, when the 
downed Exterminator ran into a AMF lance wandering through the 
park. 

It had been an impressive fight, that was for sure. Karlo knew 
the Wolf Exterminator had managed to battle four opponents for 
nearly eight minutes before it went down. An impressive feat for 
any Clan warrior, but for naught. By the time Karlo and the rest 
of the rescue team arrived the Exterminator had been battered 
unrecognizable.

Carefully, Karlo and his team moved towards the ’Mech’s 
cockpit. Avoiding stray weapons fire made movement slow going, 
but the Exterminator’s damage was so extensive it was almost its 
own hazard. He cursed again. A jagged piece of metal from an 
earlier autocannon strike ripped a hole in his duty jacket.  

Eventually Karlo and the med-team reached the ’Mech’s 
cockpit. There was extensive damage, and he winced when 
he saw its full extent—his team had arrived on scene moments 
before a rebel Griffin delivered a brutal kick to the cockpit—part of 
the Exterminator’s head was caved in. Karlo knew that if someone 
was still alive, they wouldn’t be for long; not without help.     

Working fast, it still took five medics—including Karlo—to pry 
open the cockpit, but just barely. The opening was so small that 
he was the only medic able to slip inside and worm his way to the 
downed pilot. Unfortunately, the cockpit was dark—debris covered 
the viewscreen—and the limp form of the MechWarrior was just 
an outline.

“Hello? Are you ok? I’m a medic, I’m here to help.”
There was no response.  
Karlo moved gingerly over to the pilot, who was slumped 

over and checked for a pulse.  It was there, but weak.  He looked 
around—there wasn’t a lot of space—but he looked at the 

command console and had an idea.
“Hey Ryan” he called up through the opening to his team 

leader, “I’m gonna blow the canopy so we can get this guy out. 
He’s alive, but barely.”

“Do it,” came the muffled reply.
It took Karlo three minutes, a lot of squirming and a lot of 

swearing, but he was able to blow the canopy. His ears ringing 
from the blast, Karlo looked up to see the familiar smiling face of 
Sasha, a fellow medic, peering over the hole’s screen’s ruined 
edge.

“Having fun Sasha?” Karlo jokingly asked.
Sasha didn’t answer. Her eyes had drifted to the injured 

MechWarrior, who was now visible, and her smile faded to a look 
of absolute horror. Keenly aware something was terribly wrong, 
Karlo turned to his injured charge. Even with the cracked and 
badly damaged neurohelmet still covering most of his features, 
Karlo knew the unconscious and bloodied face peaking from 
beneath it. Karlo froze in terror, his mind barely registered Sasha’s 
frantic screaming as she ran off for more help.  

Dear God no, not Kerensky. Not Andery Kerensky.

***    
Novoy Moscava
Eden
The Pentagon
1 December, 2821 

Nicholas Kerensky leaned back and breathed in deeply as 
the feed from the HPG cut out. He turned to his subordinate, the 
Khan of Clan Wolf. 

“Jerome, you will need to get the Wolves ready and Hazen 
her Faclons to move to Dagda.  It appears that despite his 
confidence Karraige is unable to win his campaign.”

Winson nodded. “Dagda’s been a bloodbath. The Clans 
assigned to pacify the planet haven’t the strength nor skills to 
achieve victory, but I think the Wolves should go alone. Leave the 
Falcons to pacify Eden while we’re gone.”

Nicholas smiled, a rare occurrence these days.  “Jerome, 
there will be glory enough for both of you there.”

Winson went to answer, but a communications tech 
interupted the exchange, “Priority signal from Wolf 3-2.”

Winson looked at the tech, who manned a battered terminal 
on the far side of the bunker’s command centre. “Let me hear it.”



for several minutes.Finally alone, the silence was 
only punctuated by the sound of Andery’s breathing 
apparatus and the incessant beeping of the medical 
monitors. Then, after what felt like an eternity to Nicholas, 
he reached out and touched his brother’s hand. 

Nothing happened, and the ilKhan of the Clans left the 
room without a backwards glance.

***       
New Hope
Circe
The Pentagon 
3 December, 2821 

Sarah McEvedy, Khan of the Wolverines sat behind her 
desk, reading report after report, after damn REPORT!  Since 
the end of the Circe campaign her life of leading combat 
operations from the cockpit of her BattleMech had been 
replaced with enough administrative duties to make a BSLA 
career paper pusher want kill themselves.

Nevertheless, things could have been worse.  The 
Wolverine lower castes were already absorbing Circe’s liberated 
territories into Clan society—or more accurately—the Wolverine 
Way.  McEvedy knew that in order to get the most out of the 
battered Pentagon enclaves, she and her people would need 
to be flexible with the Clan system. Otherwise, the recovery 
of these worlds and the growth of the Wolverines would be a 
slow and painful process.  It wasn’t exactly what Kerensky had 
planned when he forged the Clans, but desperate times called 
for desperate measures. Thankfully, her lower castemen took 
much of the load and were already working miracles.

Despite her foresight not everyone agreed with her 
approach. Word of her Clan’s practices had already reached the 
ears of other Khans, and several expressed their distaste. 

McEvedy wasn’t surprised. Karraige, Osis and Cage were 
idiots. The last independent thought any of them had was in 
2807.  

McEvedy looked at the current report—Operations to 
Integrate Waste Water Systems—and sighed.

Luckily, a knock at her door saved her from reading 
anything else..

“Enter.”
Her aide, Star Commander Franklin Hallis entered, his 

stride and face as purposeful as ever.  McEvedy believed the 
young warrior carried himself like he was trying to win a war 
single handed. The thought always amused her. 

“Communications traffic from Eden Khan McEvedy, ”  he 
paused. ”You should read this one first.” 

Hallis handed the top slip of paper to McEvedy, who offered 
a half-hearted smile. 

“Another complaint from that ass, Osis?”
Hallis began to shake his head as she looked at the 

message.
The message sent a chill down her spine. It changed 

everything.
Not Andery. 
Hallis spoke quickly, “He is alive, but in a coma. No one is 

sure he will recover. The ilKhan ordered the Wolves and Falcons 
to Dagda to help end the campaign.”

McEvedy’s eyes narrowed, and locked her gaze with Hallis.
“Dagda is meaningless. What matters is Andery and only 

Andery. He had the ilKhan’s ear. Get me whatever information 
you can from Eden, and get saKhan Robinson. I’ll be leaving 
Circe for Eden tomorrow.”

A moment later the bunker’s speakers cracked to life. 
“Wolf Pack, Wolf-3-2. Engaged and destroyed rebel lance in 

Cameron Park.  Horse MedTeam 5 inbound with one casualty.” 
There was a noticeable pause, “Casualty is Katyusha 2, over.”

Stunned Winson turned to Nicholas, who seemed 
undisturbed by the news. To those who did not know him well, 
Nicholas’s silence might have been misconstrued as cold, but 
Winson knew better. He saw Kerensky’s eyes—and deep inside 
Winson fear began to blossom—they were filled with a hate and 
rage that could change the universe.

Kerensky spoke, in a mild voice.  “Jerome, I am going 
to meet the medical team on their arrival. Find the AMF—he 
paused—kill them all.”

***       

Novoy Moscava 
Eden
The Pentagon
2 December, 2821 

 Medical machines beeped and whirred as a figure lay on a 
hospital gurney, his face obscured by the thick bandages wrapped 
around his head. Five people, one in the white coat of a doctor, 
stood or sat next to the patient checking monitors and marking 
vital signs. At the foot of the bed was none other than Nicholas 
Kerensky, ilKhan of the Clans, his face and brow wrinkled with 
concern. He looked to the doctor, who had just finished marking 
his final notes. 

“What do you propose?”
The doctor swallowed, “We have to keep him in the coma. 

Your brother sustained serious head trauma and other internal 
injuries that may still kill him. We have stabilized what we can, 
and set his breaks, but the cranial damage means he may never 
wake.  Beyond managing his pain, all we can do is wait and 
monitor his progress.”

Nicholas nodded and the doctor quickly scurried from the 
room. Kerensky turned to face the dark skinned man to his right.  
“Khan Osis, have your forces relieve the Wolves pursuing the 
AMF. However, you will remain here with Khan Fletcher until I 
return.”

While angry at being left behind while his warriors earned 
honor, The Smoke Jaguar Khan knew better than to argue with 
the ilKhan at a time like this.

“Yes, ilKhan. It will be done.”  Osis saluted Kerensky and left 
the room.

Kerensky continued talking as Osis left.  Turning to the 
man standing to his right, “Khan Fletcher, you will secure Novoy 
Moscava while Osis’s Jaguars deal with the rest.” He paused, 
drawing in a slow, deep breath, “Please thank your medics. I will 
not be able to do so personally, but they deserve praise for their 
timely rescue of Andery.”

Fletcher bowed his head slightly, “Certainly ilKhan, it would 
be my honor.  I look forward to your return.”  The ilKhan nodded, 
and Fletcher turned and left.

The last Khan, an older woman who had been sitting behind 
the ilKhan in worn chair finally rose. Her face was weathered but 
fierce, and she moved to Nicholas’s side. He soft voice betrayed 
just a hint of concern. 

“He became more than I ever expected of him.”
“More than any of us expected Elizabeth.  Get your troops 

ready for Dagda; we leave as soon as your Falcons are ready.”
“Yes ilKhan. I will see to our preparations personally.” Hazen 

then executed a perfect salute and left.
Kerensky stood over the bed of his comatose brother 
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From the Game Developer
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of the more interesting “characters” in BattleTech fiction, and not having them be an 
important part of the Kapteyn Universe would have been a tragic mistake.

Inspired by the idea of maintaining the existence of all 20 Clans and a standing ilKhan 
throughout Clan history, the Clans of the Kaptyen Universe have grown beyond their printed 
counterparts, and departed from the Clans fans of BattleTech have come to know and love. 
Despite the changes, the Clans’ cultural distinctiveness has culminated in some surprising ways, offering 
the Kaptyen Universe its own selection of interesting “characters.” Characters, that I believe fans will find 
satisfying and true to their BattleTech heritage.    

When I put this alternate universe together I was lucky enough to have the whole story laid out from 
start to finish. However, despite a complete road map to fictional nirvana there were whole sections of the 
story that I hadn’t touched, or even considered. The creation of the Clans, their history and culture has 
been a journey to breath life into those empty spaces. It’s my hope you’ll enjoy what those spaces have 
become. 
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Director-General and Small Council Members, 
The following document contains an anthology of reports, 

anecdotes and interviews on the current state of the Clans of 
Kerensky and their history since the end of the Pentagon Civil 
Wars as collected by the HID. While much of the information 
found in the body of this document is sensitive, the whole of 
this file should not be released to any civilian or civilian agency, 
government official, military personnel below the rank of Colonel, 
or any other member of a foreign civilian or military authority 
unless otherwise ordered. Annotated copies will be provided to 
legates at a later date.   

While the shock and awe of the arrival of the Great Destiny 
is still fresh in all our minds, it is the revelation that its occupants 
are descendants of General Kerensky’s SLDF that is the most 
stunning. Over the past four months we have learned much from 
our Clan guests, but the Clans are a complicated culture that is 
very alien to our own. Frank in answering many of our questions, 
we suspect that they’re only telling us half the story, and that there 
is something much larger at work. The coincidental timing of the 
Destiny’s arrival so soon after the Hegemony’s reformation and 
their mission to explore and understand the Hegemony isn’t the 
whole account for these warrior-statesmen, and I fear the worst. 
The Hegemony is now faced with a crisis the likes of which even 
the darkest days of the reclamation can’t compare. Our nation, 
now officially over five years old has already survived many 
challenges, but the existence and possible return of Kerensky’s 
descendants could shatter all that we’ve accomplished.   

What you’re holding is an internal report prepared by the 
HID. Much of the report’s information comes directly from the 
Destiny’s delegation of Clan Loremasters—a term that new 
readers should work to become familiar with—and select 
commentary. This is not a ComStar report, but it could very well 
be filled with half-truths and innuendo. Given the primary source 
of intelligence, read this report with a healthy dose of skepticism. 
Until such time as we can determine its full veracity, most of the 
information contain herein amounts to hearsay.

That said, this report would not be possible without the 
assistance of the Zoo Group, whose information analysis has 
been integral to the creation of the KLONDIKE report and this 
manual. Learn from this report, ladies and gentlemen. I believe 
the Clans are far more powerful than anything the Inner Sphere 
has to offer. We cannot allow ourselves to fall prey to a potential 
new enemy if we are to survive for more than a generation. 

INTRODUCTION
How to use this Book

Field Manual: Clans is the first in a series of books that 
explore the Children of Kerensky in the Kapteyn Universe. In 
this case, we cover the Clans’ post-Operation KLONDIKE 
history—from the end of the campaign until the Great Destiny 
makes contact with the reformed Terran Hegemony. As with 
other Kapteyn Universe setting sourcebooks, Field Manual: 
Clans is part sourcebook and part game aid, detailing some of 
the background and history of the Clans, as well as providing 
tools relevant to players who wish to play their Clan with the 
appropriate character.  

The Sourcebook opens with The Children of Kerensky, 
detailing the tumultuous years after the conquest of the 
Pentagon worlds, the troubles that significantly impacted the 
early development of the Clans, and finally the difficulties 
that led to the Wolverine Supplication, the death of Nicholas 
Kerensky and the Widowmaker Supplication. Golden Century 
covers the long decades when the Clans made their greatest 
strides in technology and social development, and the discovery 
of the Exeter worlds. Disunity details the Clans’ descent into 
factionalism and bickering, and the growing philosophical divide 
between the Crusaders and Wardens over returning to the Inner 
Sphere. Great Destiny details the Clans’ reaction to the shocking 
revelation of a new Terran Hegemony, and their mission to the 
Inner Sphere. Great Destiny also delves briefly into the Clans’ 
possible motivations now that they have revealed themselves.

Field Manual: Clans also includes several chapters meant 
to provide background information for the Clans and their 
personalities. Society examines Clan society, culture and trials. 
Masters of Lore looks at some of the significant players from 
the Clans’ delegation—as relevant and available to the Terran 
Hegemony—providing a quick bio of each so that readers can 
better place them within  the game universe. The Clans likewise 
provides the briefest of glimpses at each of the twenty Clans; 
while these summaries are from a modern-day perspective 
and limited, they are meant to help readers understand the 
similarities and sometimes striking differences between the 
canon Clans and the Clans of the Kaptyen Universe. 

Readers should keep in mind that this report was compiled 
by the Terran Hegemony from information offered by the Great 
Destiny mission and their own analysis, and may not be entirely 
truthful or accurate... 

Madison Perez
—Major General Madison Perez, 

Director of the Hegemony Intelligence 
Directorate, 19 June 3033

The Kapteyn Universe

This document is the natural companion to the earlier Operation 
KLONDIKE report, which details the conquest and formation of the Clans. 
Since each of you has already received the file, this report provides only 
cursory or peripheral information concerning the subject. Readers should 
familiarize themselves with Operation KLONDIKE for additional context 
when reading this manual.   
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Children of Kerensky
The true history of the modern Clans began at the end of 

Operation KLONDIKE and the liberation [MP: or conquest?] 
of the Pentagon Worlds. Before KLONDIKE the Clans were 

proto-cultures devoid of true definition, in part because they had 
virtually no experience as a society. Newly formed by Nicholas 
Kerensky, the Clans baptism by fire would occur among the 
smoking ruins of the Pentagon. There, the Clans would suffer, 
succeed and begin the process of forging a true individual identity 
for themselves. This inaugural crucible of identity development 
would also evolve from the methodologies and practices of the 
Clans’ great Kerenskys: Nicholas and Andery.

Nicholas Kerensky, both founder and heart of the Clans was 
rightfully known as the Great Father. He was both the creator 
and rescuer of the last surviving piece of the Star League, 
and a visionary who crafted the Clans into a new society. His 
counterpart was his younger brother Andery. Andery Kerensky, 
was the moral compass and conscience for his older brother 
and later, the Clans as a whole. Together the brothers were the 
ying-yang of early Clan development, whose influence is still felt 
to this day.

Fratricide or Destiny?  
Andery’s brush with death and subsequent disappearance 

from Clan politics during the Pentagon campaign is one of the most 
intriguing questions from that era. Already an outspoken critic of 
some of the Clans’ and his brother’s harsher policies, Andery was 
something of a maverick among the early Clan warriors. He fought 
because it was the right thing to do, not because he wanted to.

During the conquest of Eden, Andery was on patrol in recently 
conquered territory when he was ambushed and nearly killed. 
Surviving the attack, but with serious injuries, the young warrior was 
forced into a medically induced coma that kept him incapacitated for 
the remainder of KLONDIKE. 

According to Henry Alexander, at the time of the attack there 
were rumors that Andery’s ambush was not an accident, but rather 
engineered by parties unknown. The worst critics insinuated that 
Nicholas himself was complicit in his brother’s predicament, and used 
the ambush as a way to rid himself of Andery’s influence permanently. 
While there’s no proof of Nicholas’s involvement, the fact remains that 
with Andery temporarily out of the picture the ilKhan was free to 
implement and pursue a number of unpopular measures.

Klondike’s Fire
To understand the profound affect the Kerenskys had 

on each other and the Clans an examination of the period 
immediately following the conclusion of the Pentagon Campaign 
is necessary. 

After the end of KLONDIKE, the catalyst for the next big 
change in Clan society started on Circe. There, the Wolverines 
began the process of moving newly conquered civilians 
from caste to caste in order to maximize their labor pool. A 
controversial program—caste members were often assigned 
for life—the liberal Wolverines soon drew the attention of their 

rivals, who informed the ilKhan of the Clan’s supposedly 
“unClan-like” treatment of their newest lower castemen.

While the Wolverines’ actions were not illegal, the ilKhan 
was swayed by the arguments of the other Khans. Displeased 
by the Wolverines’ treatment of their new members, the 
ilKhan ordered the Clan to return the new clansmen to their 
original castes. Unhappy, but obeying the order nevertheless, 
the Wolverines quickly complied. Their compliance, however, 
did not quiet the Wolverines’ opposition. Jealous of the 
Clan’s battlefield successes and growing wealth, some of the 
Wolverines opponents—notably the Widowmakers—began 
to see the Clan as a major threat. These Clans, led by the 
Widowmakers and their Khan, Jason Karriage, continued to 
press the ilKhan for harsher penalties.

To his credit, Kerensky was unwilling to simply punish 
the Wolverines carte blanche for their supposed “deviation,” 
at least not immediately. Instead, he created a new agency, 
the Clan Watch, whose mission was to watchdog all of the 
Clans and ensure proper commitment to the tenets of Clan 
law. Their first subject: Clan Wolverine. 

In addition to the Clan Watch, the anti-Wolverine Clans—
eight in total—began a campaign of harassment with the 
sole purpose of sapping the Wolverine’s strength. Only the 
Wolverines’ technological and martial prowess allowed them 
to weather the attacks of their assailants. Over the course of 
eight months the Wolverines began to believe that the attacks 
were being orchestrated, and information supplied from within 
the Clan was being provided to their enemies. Organizing 
their own investigation to find the source of the leaks, what 
the Wolverines found was shocking. 

The investigation revealed that lower castemen captured 
by the Wolverines from at least five different Clans were 
acting as intelligence agents, passing information about the 
Wolverines back to their original Clans. Even worse, the 
intelligence effort appeared to be coordinated.  With only one 
power in Clan space able to organize an operation of this 
caliber without conflict, the Wolverines came to an alarming 
conclusion, the ilKhan had authorized the attacks.  

The revelation left the Wolverine Khans bewildered and 
with a major problem. Should they present their findings to 
the Grand Council—likely starting a Clan Civil War—or form 
their own Watch and deal with the risk of creating one if ever 
discovered?  The Wolverine Khan, Sarah McEvedy, ultimately 
decided on a third, far more risky option; do nothing. Rather 
than worsen the situation further with rash action, McEvedy—
who was aware that Andery’s doctors were planning on 
waking him soon—decided the best course was to continue 
gathering evidence until the time was right to use it. 

For the next eight months the Wolverines would suffer 
at the hands of their tormentors, but continued the process 
of collecting evidence of the ilKhan’s perfidy until December 
2822, when Clan doctors successfully woke Andery from his 
coma. Although weakened by his lengthy slumber, Andery’s 
return was fortuitous. 

Over the previous year, Nicholas had turned to 
increasingly harsh means in order to ensure compliance with 
his vision of the Clans. Although many people were willing to 
follow his lead, others were beginning to doubt his leadership. 

Children of Kerensky



9

While the Wolverines were already suspicious because of their 
first hand experience with the ilKhan’s Watch, other Clans, such 
as the Jade Falcons, Cloud Cobras, Burrocks, Ice Hellions, 
Nova Cats and Steel Vipers were also undergoing a period 
of uncertainty. By the time Andery returned, the Coursing—
the purposeful extermination of all Pre-Clan regimes in the 
Pentagon—was already over.  

With Andery back, McEveday decided it was time to brief 
him on everything she knew, relying on their old friendship 
to keep her safe. Her information and the ilKhan’s apparent 
complicity appalled Andery, who saw the victimization of 
the Wolverines as the antithesis of what the Clans stood for. 
Angered by his brother’s actions, Andery knew this problem had 
to end, but also knew he had to find an elegant solution that 
would keep the Clans together. Done improperly, McEvedy’s 
fear for a civil war might very well come true. In the interim—
on Andery’s suggestion—the Wolverines would exchange 
defensive operations for offensive ones in an effort to confound, 
confuse and possibly draw out other participating Clans. 

While Andery planned the Wolverines struck out, hitting 
known and suspected members of the ilKhan’s watch. For 
four months the Wolverines fought Trial after Trial against their 
fellow Clans. By the end of August 2823, almost every Clan was 
embroiled in some sort of combat and the relationship between 
individual Clans had fallen to their lowest point ever. Without 
some sort of drastic change, it was only a matter of time before 
the Clans fought an all-out war.

 

Supplication’s Peace
For Andery and Khan McEvedy, it was finally time to act. 

Preparing themselves for a showdown with the ilKhan, McEvedy 
ordered her Clan to prepare for possible attack, and if need be, 
a rescue attempt. [MP: McEvedy’s journal suggests that she 
may have laid tentative plans to take the Wolverines and flee 
Clan space entirely if everything went pear-shaped.] Leaving 
Circe for Strana Mechty, the two went straight to the ilKhan. 

While an actual record of the historic meeting does not 
exist, McEvedy’s journal described the event in good detail. At 
the meeting tensions were high, and Andery’s presentation of 
the collected evidence sent the ilKhan into a raging tirade that 
almost ended in blows between the two brothers. Despite his 
manic demeanour, Andery was able to calm his irate brother by 
massaging Nicholas’s ego and his vision for the Clans. Pacified 
for the moment, the two then presented the ilKhan with a solution 

that would ensure the Clan Way and the viability of every Clan.  
Placing questions about the mission of the Watch aside, 

Andery offered two possibilities. The first was the ilKhan could 
denounce the Wolverines for their actions in the Grand Council, 
and in the process denounce his own vision of the Clan way 
once news of the Watch became public. Or second, allow the 
Wolverines to denounce their own actions, and keep knowledge 
of the Watch and the ilKhan’s hand in its creation from the 
majority of the other Khans. Either the ilKhan could become the 
driving wedge that tore Clan society apart, or he could stand 
above it. As Andery explained to his brother, his solution would 
offer the ilKhan something he couldn’t create for himself: a way 
out. 

Originally conceived by McEvedy, and further refined by 
Andery, the solution presented to Nicholas was the Right and Trial 
of Supplication. Designed for use by individual Clans, the Grand 
Council and most importantly, the ilKhan, the Rite of Supplication 
was developed to help realign individual Clans with the Clan way 
of life. Either the Grand Council or ilKhan could invoke the Rite 
of Supplication in judgment, as could any individual Clan seeking 
recompense for their deviation from Clan Law.

While skeptical of Andery’s solution—the ilKhan always 
believed forgiveness was an individual rite—Nicholas was 
swayed by Andery’s insistence on the active role the ilKhan 
would play in administering Supplication and the internal trials 
he’d be able to exercise to reform a Clan’s leadership. 

McEvedy’s journal presented a very interesting example of 
discretion in action. When Andery presented the ilKhan with evidence 
implicating a number of the Clans of espionage he went specifically 
out of his way to avoid naming the ilKhan as part of the coalition. 
Rather than damn the man and be done with it, he merely suggested 
that certain Clan Khans had taken liberty with the ilKhan’s more 
moderate suggestions. Carefully, Andery proposed that the Watch 
wasn’t un-Clan like, but necessary, even going so far as to say that, 
“Protecting the Clan way of life is our most important charge, as is 
preserving the future for all of your children.” A powerful mediator, 
it’s comes as no surprise why Andery is venerated by almost every 
Clan—maybe even more than his older brother.

Rite and Trial of Supplication
When invoked by the Grand Council or ilKhan, any accused Clan could 

refute the charges of a passing vote with a Trial of Supplication. Organized 
like a typical Trial of Grievance, a losing Clan ran the risk of being placed 
under the personal administration of the ilKhan for ten years and forfeit their 
Khans’ right to vote or attend Grand Council meetings. In addition, the loser 
would have to distribute 19% of their resources (as calculated by the Free 
Guilds) to be evenly distributed to the other Clans as surkai for their deviation. 

However, should a Clan self invoke the Rite of Supplication before the 
ilKhan and Grand Council no trial would be fought, and only 9.5% of their 
total resources would be forfeited to the other Clans. Andery believed a lesser 
punishment would be a Clan’s reward for freely admitting their honor debt to 
all of the Clans. While a Rite Clan was still placed under the ilKhan’s jurisdiction 
for ten years their Khans were still allowed to attend Grand Council meetings.

Regardless of how a Clan entered Supplication, however, the Clan’s 
Khans were forced to step down from office. Since responsibility of a Clan 
rested with its leaders, Khans bore full responsibility for their Clan’s deviant 
ways. In addition, a supplicating Clan was forced to adhere to a two-year 
moratorium on inter-Clan Trials. While this component of Supplication would 
cause the most controversy and angst among the martial-drive Clans, it was 
a necessary part of the healing process. Not to be denied the right to some 
form of honourable combat, many supplicating Clans would use the time 
to reorganize and rebuild. Since Supplication did not affect the execution 
of internal trials, supplicating Clans often fought a large number of internal 
trials to maintain their fighting edge. 

During the ilKhan’s administration, he would be responsible for 
providing regular status reports to the Grand Council on the supplicating 
Clan’s progress. Status reports and administration were enforced by the 
Clan Watch, which became the preferred tool to ensure Supplicants were 
progressing and adhering to the ilKhan’s tenets. 
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Together, Andery and McEvedy saw the need for 
the Wolverines and the other Clans to live. Each Clan 
represented a unique part of Clan society, and to lose one 
would diminish the whole. To maintain their momentum 
McEvedy offered to Nicholas a final enticement. If the 

ilKhan would accept Supplication, then the Wolverines would 
voluntarily undergo the rite and place themselves under his 
direct guidance. 

McEvedy and her Wolverines would knowingly claim 
responsibility for deviating from the Clan way and indirectly 
causing the rift affecting the Clans. Despite the Wolverine’s 
reversion to the old caste system, the Clan had never been 
truly censured or punished. The Wolverines’ voluntary 
supplication would correct this small, but important oversight 
while reinforcing the ilKhan’s authority. McEvedy suggested 
informing the Grand Council that she had continued to 
mix castes in order to strengthen her claim to perform 
Supplication. Andery underpinned her offer by reminding 
Nicholas that all information on the Watch would continue to 
remain secret until the ilKhan was ready to reveal it to all of 
the Clans. Suitably impressed with the overall plan and the 
opportunities it offered, Nicholas agreed to their proposal. 

The Grand Council meeting of 11 August 2823 was one 
of the most important in Clan history.  At its commencement 
Khan McEvedy asked to be recognized by the ilKhan and 
assembled Khans.  While it was not unheard of for a Khan 
to start proceedings with an announcement before the 
ilKhan’s customary questioning, it was unusual for Nicholas 
to accept the request without query or comment. Already 
standing in her appointed place, McEvedy announced an 
open admission of the Wolverine’s guilt in breaking Clan 
Law, their deviation from Kerensky’s true vision and for their 
continual mixing of Caste members. She then humbly asked 
for the ilKhan’s forgiveness and judgment.

Stunned by McEvedy’s actions, many Khans just 
sat in silence, while others began to shout in outraged. 
The Widowmaker saKhan, Cal Jorgensson, called for an 
immediate Circle of Equals while Franklin Osis of Clan 
Smoke Jaguar demanded even harsher penalties for 
McEvedy’s open defiance.  As the Chamber’s occupants 
processed the moment, more and more Khans entered 
the debate.  Soon the entire Grand Council was alight and 

Children of Kerensky

many of the attendees were soon on their feet, shouting and 
arguing at each other. To any observer it was clear that the 
divisiveness of the Wolverines’ situation had come to a head. 
Despite the rolling shouting matches unfolding throughout the 
chamber, both the ilKhan and McEvedy remained silent. Then, 
as the roar of the assembly reached a fevered pitch Nicholas 
raised his hand.  

Within moments silence descended on the Grand Council 
as the Great Father finally spoke.  Firstly, he praised Khan 
McEvedy for displaying true honor for coming before her peers 
with her admission.  He also lauded the Clan Way, his vision 
for the Clans and how deviation from his vision would bring 
about the doom they had fought so long and so hard against.  
The ilKhan’s words were pointed and poignant, and struck at 
the heart of the assembly.  Many of the older Khans, survivors 
of the Liberation of the Hegemony and the Pentagon Civil 
Wars bowed their heads as recollections of lost loved ones 
and brutal battles were remembered. For a moment, even the 
hard liners, like Lisa Buhallin from Clan Jade Falcon, seemed 
to forget the Wolverine’s trespasses. Then, Kerensky’s voice 
grew harder and stronger. He began to pass his judgment.  

Broking no interruption, Nicholas presented the Grand 
Council with the Rite and Trial of Supplication, his answer for 
any wayward Clan. The message from the ilKhan was clear: 
You will do as ordered and follow the Clan Way.  With poise 
and dignity, Khan McEvedy accepted the ilKhan’s judgment, 
as did the other Khans—some grudgingly—when he finished 
his proclamation.  

With the Grand Council then concluded, McEvedy and 
her saKhan stepped down handed over their badges of rank 
and office and became the ilKhan’s aides to assist execution 
of the Wolverine’s Supplication. The Wolverine’s Supplication 
and McEvedy’s withdrawal from the Khanship took the wind 
from the anti-Wolverine bloc, and it quickly fell apart. Many 
of the Clans who were afraid of the growing power of the 
Wolverines were pleased with the Clan’s loss of prestige and 
resources, which ultimately helped close the gap between 
the ultra-successful Wolverines and the other Clans.  Even 
rivals of the Wolverines, like the Jade Falcons, warmed a little 
once justice had been served.  In the end, the Rite and Trial 
of Supplication appeased everyone except Jason Karriage of 
Clan Widowmaker.
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Weaving the Web of 
Destruction

In the aftermath of the Wolverine Supplication, ilKhan 
Kerensky, with the help of Andery, reorganized the Clan 
Watch to better oversee the Wolverine Supplication.  While 
the participating Clans were apprehensive at first—after 
all, the Watch was still a nominal secret—they were in an 
awkward position.  If Clans that participated in the Watch 
objected to the ilKhan’s wishes, they were would suffer their 
own Supplication and face the direct wrath of their ilKhan 
for disagreeing with his new order.  Behind closed doors, 
however, the ilKhan informed the Khans that the Watch was 
to administer the Wolverine’s Supplication in his name. 

Jason Karriage, a leader among the anti-Wolverine 
Clans, was outraged at having been outmanoeuvred by Khan 
McEvedy and the ilKhan. At the center of the Wolverine’s 
predicament, all of Karriage’s careful planning, feigned loyalty 
and support had been wasted. He watched in horror as anti-
Wolverine sentiment melted into the background as resources 
from the Wolverine’s supplication flowed into the other Clans. 
Undeterred, Karriage vowed to continue his grudge against 
the Wolverines with or without the assistance of the Clans, 
or the ilKhan. McEvedy and her would Wolverines pay dearly 
for their audacity.

While other options were pursued, the most successful 
avenue to attack the Wolverines was offered by the Watch. 
The ilKhan’s decision to use the Watch as a key component 
in administering the Wolverine Supplication provided 
Karriage the opening he needed to launch a new assault on 
the Wolverines. Working in secret, Karriage planned to attack 
a key Wolverine facility. With the resources the Wolverines 
had lost due to Supplication, the loss of their main fabrication 
plan on Circe would hobble the Clan for decades. Certainly 
long enough to ensure the Widowmakers a comfortable lead 
once the Wolverine’s Supplication concluded. Utilizing a 
small number of loyal Watch operatives, Karriage planned 
to smuggle a bomb just outside of the Wolverine enclave of 
Great Hope. The device, a holdover from a mothballed SLDF 
cache, would eliminate the Wolverine facility in one stroke.  
Conceived in madness, Karriage believed the explosion 
would look like an industrial accident. Fortunately for the 
Wolverines, the Clan’s new Khans were well aware of the 
Widowmaker Khan’s planning in their midst. What was 
supposed to be Karriage’s ultimate triumph would instead 
become his downfall. 

While Karriage’s operatives worked to smuggle the 
weapon into position, Wolverine warriors captured the two 
spies before the device was detonated.  Taken into custody 
and interrogated, Jason Karriage’s full plan was exposed.  
Armed with the information previously gleamed before 
the Supplication and this new plot to destroy the Clan, the 
Wolverine Khans believed they had enough to end Karriage’s 
threat once and for all.  Taking the information and the 
surviving Widowmaker spy to the ilKhan as proof, Nicholas 
was outraged. One of his Khans had attempted to pervert the 
Watch, kill one of his Clans, and defy his decree. 

In an emergency session of the Grand Council, the ilKhan 
finally unveiled his Clan Watch.  While many of the assembled 
Khans were aghast by the ilKhan’s shadow organization, 

Nicholas also presented Karriage’s duplicity and the 
continued success of the Wolverine Supplication.  With the 
evidence presented before the Council, all thoughts about 
the Watch were lost to the enormity of the situation.  [MP: 
Here is another example of Andery providing the necessary 
outlet for the ilKhan’s rage. As Casey Calvert explained, it was 
Andery who insisted that true justice needed to be served, 
and that an example could be made, which could benefit all 
of the Clans by revealing the Watch.]

For those Khans without previous knowledge of the 
Watch this was a clear moment where their ilKhan had the 
foresight and presence of mind to protect his children, even 
from themselves. In the annals of Clan history, Nicholas’s 
revelation of the Watch is still lauded as proof of his genius. 
As for Karriage, the openly defiant Widowmaker called for a 
Trial of Refusal against the Wolverines—and by extension the 
ilKhan—claiming that the evidence had been fabricated by 
McEvedy to frame him and his Clan.

Unmoved by Karriage’s use of Clan Law, the ilKhan 
deemed his accusations against the Wolverines were without 
merit and could only be levelled at him and him alone. Some 
of the assembled Khans called out in dismay at Kerensky’s 
assumption of responsibility, however, Nicholas had one 
more card to play.  After accepting Karriage’s Trial of Refusal, 
he requested a second to fight in his stead, as was his right 
as ilKhan.  While every Khan announced their candidacy for 
the post, it fell to now-Star Colonel Sarah McEvedy to fight 
in his name.  Happily accepting the offer, McEvedy fought 
and killed Jason Karriage in a Circle of Equals outside of the 
Grand Council. 

Following the death of Karriage, the ilKhan fully validated 
the existence of the Watch. While the creation of the Clan 
Watch may have been covert, the organization preserved 
the Clans in a way no other existing Clan organization could 
have.

Cracks in the Facade
With the conclusion of the Wolverine Supplication and 

the Watch Scandal, new cracks began to appear in the fabric 
of Clan society.  While some fissures predated the Wolverine 
Supplication, a few Clans—led by the Widowmakers—began 
to question Nicholas Kerensky’s rule.  While most were fully 
committed to the Clan way, Kerensky’s decision to create 
the Right and Trial of Supplication and the Watch did not sit 
well with all of the Khans.  Many of them, championed by 
Karriage’s protégé Cal Jorgensson, saw Supplication as un-
Clan like protection for the Wolverines, who were at the brink 
of collapse before the Rite saved them.  

Relationships between Clans soon turned bitter. Many new 
feuds, some based on real and imagined slights earned prior 
to the Supplication or during it, led to several rounds of vicious 
fighting between those Clans who supported the ilKhan’s actions, 
those who sought to curry favour with the ilKhan and those who 
had other scores to settle. Now known as the Trial Wars, Clans 
Wolf and Coyote, as avatars of the ilKhan’s will, were quick to 
land blows on the Widowmakers and Smoke Jaguars in an effort 
to subdue some of the ilKhan’s more vocal opponents, but to no 
avail. Both Clans battled Kerensky’s loyalists hard.  These battles, 
and others like them, were catalysts for a wider round of fighting 
that would soon erupt. 
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New Pain and Reconciliation
For the Widowmakers, the loss of their first Khan to a 

Wolverine sponsored coup during the Watch Scandal was only 
one reason for their mad fury.  Unable to vent their anger on 

the Wolverines due to the two year moratorium on conflict with 
that Clan, the Widowmakers instead focused their attention on 
Clan Wolf. The Widowmakers worked tirelessly to embarrass 
the Wolves, fighting with the Clan the Kerenskys had adopted 
for themselves. 

Lore Master
As the Trials between Clans continued to escalate in both 

scale and violence, Nicholas appointed Andery as Loremaster of the 
Clans—a temporary position with little real power—but one that would 
in Nicholas’s words,“…guide the Clans in the ways of proper thought 
and deed.”  As 2823 turned into 2824 Andery came to officiate many 
of these bitterly contested trials. Always acting as a neutral arbiter 
and displaying a fair hand, many of the Clans grew to admire the 
younger Kerensky as a mediator. It was during this period, especially 
during the years from 2823—2828, that the office of the Loremaster 
of the Clans gained the power it would exercise today. Andery’s 
even-handedness and willingness to listen to council from the Khans, 
senior officers and castes from all the Clans gave the office of the 
Loremaster prestige and respect. [MP: Although some suspected 
Andery’s acquisition of power might have been at odds with what 
Nicholas had intended, the advantages of his brother’s influence were 
quickly evident, even to the ilKhan.  Andery’s touch could be utilized 
in situations where the ilKhan’s hand would have been too heavy, or 
inflame an already tense situation.]

Sadly, despite Andery’s best efforts to mollify the Clans in their 
first real period of individual freedom, he was unable to quench the 
growing tensions, and the storm continued to build. At its center was 
the feud between the Wolves and Widowmakers. From 2828 until the 
Widowmaker Supplication of 2834 the Wolves and the Widowmakers 
were at each other’s throats, engaging in an endless series of Trials 
that seemed to draw the Clans into two opposing camps. Meanwhile, 
the ilKhan showed little concern, and was seemingly content to watch 
his Clans test themselves against one another.

Evenly matched on the field of battle, the Wolves were 
far superior when it came to exploration and economic 
development. This economic disparity created additional turmoil 
for the already frustrated Widowmakers, and conflict between 
the their warriors and their lower castes became common. 
This was especially true of the Widowmaker Merchant Caste, 
who saw their abilities and profits wasted by their short sighted 
leaders. The conclusion of the Wolverine Supplication in 2833 
only complicated matters further, as the newly independent 
Wolverines were still as vigorous as before, and rapidly took an 
active part in colonizing the Kerensky Cluster. Even worse for 
the Widowmakers, supplication had not dulled the Wolverine’s 
claws and they quickly handed the Widowmakers two stinging 
defeats. 

When the Widowmaker Merchant Caste appealed directly 
to Andery to arbitrate with their Khans over a series of blunders 
made by the warrior caste, the Widowmaker warriors reacted 

viciously and violently.  Within days of their appeal, the 
Widowmaker Merchant Caste leaders were dead, with another 
fifth of the caste massacred in the weeks that followed; all part 
of an abject lesson for the rest of the Clan’s lower castes.  The 
harsh methods of the Widowmakers shocked the other Clans, 
who saw their actions as a demonstration of the lower castes’ 
loss of confidence in the Warrior Caste.

Ordered to explain themselves in a emergency Grand 
Council meeting, the situation reached a boiling point when 
Widowmaker Khan Cal Jorgensson publicly accused Clan Wolf 
of having agitated the Widowmaker merchants to rise against 
their Clan.  Khan Jerome Winson of Clan Wolf vehemently 
denied any involvement, instead counter-claiming that the 
massacre of their people invalidated the current Widowmaker 
Khan’s right to govern. Clan Wolf demanded before the Grand 
Council that Clan Widowmaker undergo Supplication.

Winson, backed by the Wolverines and Coyotes, called for a 
vote in order to, in his own words, “…bring an end to the misrule 
of the Widowmaker Khans and bring their Clan back onto the true 
path of the Clan Way.”  The Widowmaker Khans, Cal Jorgenson 
and Kyle Vordermark, were incensed by Winson’s temerity and 
argued against the motion. The Widowmaker Khans eventually 
lost the debate and the vote, but immediately invoked a Trial of 
Refusal to defend their position.  Clan Wolf competed for and 
finally won the right to defend the Grand Council’s decision, but 
added elements of Clans Coyote and Wolverine to represent 
the forces arrayed against the Widowmakers. [MP: Based on 
the Wolf documents given to us, by the time of the Widowmaker 
Massacre most of the Clans had fallen in line with Kerensky’s 
mandates and so sided with Jerome Winson’s call for action 
against the outspoken Widowmaker Khans for their un-Clanlike 
actions in eviscerating one of their own castes.  However, not 
all of the Clans were entirely with Winson or, by extension, 
the ilKhan.  The Widowmaker Trial brought to a light a seedy 
question that had lurked under current of Clan society since the 
Wolverine Supplication.  How independent were the Clans from 
each other, and what hand should the ilKhan have in how they 
govern themselves?] 

The Widowmaker Massacre struck at the very heart of the 
martial way of the Clans and was the problem preoccupying 
many of the Khans since the Wolverine Supplication and Watch 
Scandal.  Unbeknownst to anyone but the ilKhan and Andery, 
Winson’s actions were designed to stifle a growing restlessness 
in many Clans, and a growing discontent with the ilKhan’s 
interference.  His words, intended to chastise the Widowmakers, 
were also for the Widowmaker’s allies.  A small cadre of Clans 
incensed by the growing dominance of the Wolves, they stood 
by the Widowmakers and their Trial of Refusal.  However, with 
Winson’s words the gauntlet was thrown, and the trial against 
the Widowmakers would serve as a proxy fight between a tacit 
ilKhan, his followers and those who questioned his decrees.  

The Widowmaker Trial of Refusal was fought between 
Clans Wolf, Coyote and Wolverine and the Widowmakers on 
the flatlands outside of Katyusha City. Thanks to Jorgensson’s 
politicking and Winson’s blatant challenge, a select group of 
Mongoose, Fire Mandrill and Smoke Jaguar Khans offered to 
help defend the Widowmakers. Including the Khans guaranteed 
the trial was going to be a brutal affair even without the festering 
hatred between the Wolves and Widowmakers.  

Arrayed in two great lines Winson led his Wolves against 
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the Widowmakers, while his Wolverine and Coyote allies faced off against the Widowmaker’s supporters. Advancing at the order 
of the ilKhan and the assembled witnesses, the initial battle went well for the Widowmakers, who took out their frustrations on 
Nicholas’s favoured children.  Meanwhile, Clans Wolverine and Coyote faced the combined might of the Mongooses, Fire Mandrills 
and Smoke Jaguars. Rushing towards one another like two great tidal waves, the Wolverine/Coyote force more than held their 
own, and crushed the overzealous Mongoose and Mandrill warriors who leapt ahead of their line. Betrayed by the rashness of their 
partners only the Jaguars were able to temporarily stall their advance before they themselves were forced to concede the field to the 
victorious Wolverines and Coyotes. 

On the other flank, the larger Wolf and Widowmaker formations fought a savage action, battering each other to the breaking 
point.  The exchange was fierce, with both Clans committing their forces to frontal attacks. As the trial progressed Khan Jerome 
Winson and Khan Cal Jorgensson mutually declared a Trial of Grievance, finding and engaging each other in the center of the field. 
Around them the other combatants gradually began to stop fighting as they stopped to watch the two Khans square off. 

Despite the advantage of Jorgensson’s heavier ’Mech, it was soon clear that Winson would defeat his opponent. Just as Winson 
was about to disable Jorgensson’s BattleMech, a Star of Widowmaker warriors—witnesses, not participants in the trial—charged 
into the Circle of Equals. Attacking the Khan of the Wolves to save their leader, the entrance of the interlopers created chaos and 
the battle began anew.  [MP: Whether they attacked under orders or on the spur of the moment was never to be known, as all five 
warriors were eventually killed in the battle that followed.]

To his credit, the ilKhan—followed by the rest of the Grand Council—moved immediately to defend Winson from the new attack, 
interposing himself between Winson and his attackers. Heedless of the danger to himself the ilKhan issued a command to end the 
trial. Unfortunately, before any response could be made or heard by the combatants one of Jorgensson’s PPC’s discharged at point-
blank range into the ilKhan’s cockpit. There is no way of knowing if the action was intentional or not, as the battle had become a 
confused melee of BattleMechs, but it was heard and seen by every participant and ended the fight immediately. Within seconds a 
horde of technicians and medics swarmed the ilKhan’s ’Mech in a desperate attempt to extricate the stricken leader.  Sadly, by the 
time they reached him the ilKhan, Nicholas Kerensky, was dead.
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Vordermark’s Betrayal
As rescuers attempted to free the ilKhan, the remaining 

Widowmakers slowly withdrew into a tight defensive circle, 
preparing for the worst.  Sensing the savage violence about to 

follow if nothing was done, Andery Kerensky quietly ordered the 
Nova Cats—who seemed completely unaffected by the ilKhan’s 
death—to interpose themselves between the Widowmakers 
and the rest of the Clans. The cool-headed Nova Cats complied 
while Andery dismounted his ’Mech. Clad only in his cooling suit 
the younger Kerensky strode before the Wolves. Placing himself 
directly in line with the Widowmakers and the ilKhan’s rescuers 
Andery spoke directly to his Clan, “This battle is over. You have won 
your victory…” as he gestured to the ilKhan’s ’Mech, “Although it 
has cost us greatly. Enough blood has been shed today, but should 
your desire to seek vengeance outweigh your honor than come-
shed mine. Let the blood of a Kerensky stain new hands.” Moved, 
Andery’s action was enough to temporarily diffuse fresh violence, 
but not enough to end it. 

To prevent the situation for deteriorating further Andery 
assembled all of the surviving Clan leaders on Strana Mechty. 
Using the law and his position as Loremaster, Andery issued a 
moratorium on trials while the Clans elected a new ilKhan. It was 
a temporary measure to stave off greater conflict while the Grand 
Council convened, but it was enough. 

In one of the most tumultuous council meetings recorded the 
only thing the Khans could agree to was that Jorgennson should 
be punished, but not how. Despite the protestations of the more 
traditional Clans, Jorgensson was sentenced to execution for his 
hand in the Founder’s death. The sentencing was carried out by 
the Ebon Keshik before the collected council members on 11 July 
2834. 

With Jorgensson’s death some of the wind left the sails of 
the worst warmongers, and Andery was able to steer the debate. 
First was the election of a new ilKhan. While no Khan wanted to 
follow the Founder, they recognized the need for a strong new 
leader. There was only one suitable candidate: Andery. Offered 
the ultimate position of power the young Kerensky surprised many 
when he declined the nomination in favor of maintaining his place 
as Clan Loremaster. In his own words, “…the Clans needed to 
lead themselves without a Kerensky at the helm.” Instead, Jerome 
Winson, Khan of the Wolves, was elected in his place. 

Following the election of Winson to ilKhan, the Widowmaker 
Supplication was addressed. For losing the trial, the remaining 
Widowmaker Khan was stripped of his rank and the Clan ordered 
to distribute 19% of its assets and resources to the other Clans. 
While a few Khans believed the Widowmakers should suffer 
additional punishment for their actions, Andery and Winson stuck 
to the law. In the wake of Nicholas’s death and the death of so 
many other Clan leaders, there was little disagreement except in 
former Widowmaker saKhan Kyle Vordermark. Angered by the 
victimization of his Clan, Vordermark had enough of the Kerenskys 
and the Clans. Knowledge that any direct action against the Clans 
as a whole was tantamount to suicide, Vordermark believed the 
only way to live free of the Grand Council’s machinations was to 
leave the Clans. Quietly, Vordermark organized a small cadre of 
like-minded followers and prepared to abandon the homeworlds. 

Despite the presence of Watch officers tasked with overseeing 
the Widowmaker’s supplication, Vordermark was able to make 
good on his preparations, fleeing from Clan space without raising 

alarm. Faced with another crisis the Grand Council coalesced 
behind Andery in a way no other issue could force. The personal 
issues of a few unhappy Khans paled in comparison to the 
threat Vordermark’s exodus represented. Whether intentional or 
accidental, the errant Widowmaker brought the risk of invasion to 
the homeworlds.

Vordermark’s Betrayal—as it became known—involved all of 
the Clans, even if only a few warriors received mention of their 
exploits during the hunt. Surprisingly, Andery and ilKhan Winson 
did not accuse the rest of the Widowmakers as Vordermark’s 
accomplices. [MP: Perhaps the Loremaster and newly minted 
ilKhan knew the truth—that Vordermark had acted alone, or that 
Andery wisely sought to prevent Clan society from fracturing any 
further?] In fact, a number of Widowmaker warriors joined in the 
search to eradicate Vordermark’s refugee fleet.

Vordermark’s betrayal would also have another profound 
effect on the Clans eugenics program. By August 2835 the pursuit 

Taming the Spider
While the Widowmaker Supplication and Vordermark’s Betrayal 

may have reorganized and rehabilitated the Clan’s spirit, it did 
nothing to abate the Widowmakers’ enmity towards the new ilKhan 
and his Clan.  If anything, the subsequent historical redaction of 
certain records and the ilKhan’s overbearing administration of their 
supplication only reinforced the Widowmakers’ hatred of Kerensky’s 
Wolves that continues to this day. However, the entire incident 
highlights the great lengths and uniform power of the ilKhan, and 
when exercised correctly no single Clan can escape its grasp. 

of Vordermark was nearing its end, and only two warriors of the 
original pursuit force remained. Both freeborn, the Burrock and 
Wolf warriors endured great hardship in their quest, but survived to 
return to the homeworlds. 

Inspired by the actions of freeborn warriors assigned to 
Vordermark’s pursuit, Andery proposed the creation of a new 
addition to Clan Law. Called the Trial of Blood Founding, the 
new law offered the Clans the opportunity to create additional 
bloodnames and bloodhouses from their freeborn warriors. 

In order to undertake a Trial of Blood Founding, a freeborn 
warrior had to pass two steps. The first was to earn enough 
recognition from their Clan to warrant a bloodname without 
nomination. The second was more challenging, and required that 
the warrior petition the Grand Council for the right to create a new 
bloodhouse. If opposed by either their Clan or the Grand Council, 
the applicant would be forced to fight in a Trial of Blood Founding. 
During the trial an applicant would face three opponents—like a 
standard Trial of Position—each more difficult than the last. To win 
the trial and form a new bloodhouse, the applicant would have to 
defeat all three of his opponents.   

Since there were already laws in place to allow the formation of 
new bloodnames the Grand Council accepted Andery’s new Trial in 
principle, though some of the more traditionalist Clans would use it 
very sparingly and oppose other Clans’ attempts. With the new trial 
now in place the surviving warriors successfully created the new 
bloodhouses of Nonu and Mousley. By the end of the 30th century 
the Trial would create a total of 84 new bloodnames.

At the conclusion of the Widowmaker Supplication the Trial 
Wars drew to a close and a new period of Clan prosperity dawned. 

Children of Kerensky
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The Golden Century

Growing Pains
From 2835 until 2850 the Clans underwent a period of 

recovery and revival as each Clan poured energy into building 
or expanding their holdings. Many Clans—the Nova Cats and 
Sea Foxes in particular—led efforts to colonize additional 
worlds in the Kerensky Cluster and chart others. The end of the 
Widowmaker Supplication in 2845 did little to slow the progress 
of the Clans, which would become known as the Golden Century 
and last until 2930. 

At the heart of this new prosperity was Andery Kerensky. 
The spiritual leader of the Clans, even the ilKhan bowed to his 
wisdom and counsel. According to ilKhan Winson’s personal 
diaries, the ilKhan first approached Andery when he learned of 
his terminal illness.  Deeply troubled, Winson was concerned 
with the future of the Clans should his illness become public 
knowledge, or consume him before adequate preparations for a 
suitable successor could be made. 

To his credit, Kerensky calmed the ilKhan and assured 
him. Andery informed the aging ilKhan that it was his intention 
to make the posts of ilKhan and Loremaster of the Clans a 
permanent fixture. While the post wasn’t intended to be a lasting 
rank, Kerensky believed that both were integral to the stability 
of clan society.     

The following year, ilKhan Winson took his own life 
following a debilitating stroke and left the position of ilKhan to 
the first trueborn ilKhan of the Clans.  Zenoth Danforth was the 
Khan of Clan Burrock and a main reason for the Clan’s recent 
successes.  Although only 32 years old Danforth, was elected to 
the ilKhanship after Andery himself nominated the young man. 
Accepted by the Grand Council, the election of Danforth finally 
moved the position of ilKhan away 
from Clan Wolf, which even Andery 
recognized as necessary. 

With Danforth’s election the 
Clans returned to their individual 
affairs, only the introduction of the 
OmniMech in 2854 caused any 
concern. However, after a series 
of battles over the new technology 
and a few ruffled feathers, by 
2863 traditional trials and a 
sense of normalcy returned to the 
homeworlds.  Arbitrating the trials 
for the new technology would prove 
to be the last great mediation for the 
first Loremaster of the Clans. On 9 
February 2867 Andery Kerensky 
passed away at the age of 103. His 
death marked the end of the last 
Founder of the Clans, and the last 
living link with their Star League 
roots. As ordered by Andery before 
his end, a new Loremaster of the 
Clans was elected.  Eloy Varga, 
Loremaster of the Steel Vipers, and 
a man with a deep and passionate 
understanding of clan society was 
elevated to the post.

The election of Varga to 

Loremaster also saw a rise—for the first time—in inter-Clan 
combat. Within months of Andery’s passing the Mongooses 
unleashed a massive attack on the Star Adders, almost 
crushing their bitter rival. Before long other Clans added their 
forces to the mix, and the Adders were hard pressed to weather 
the storm.  

Five years later it was the Mongooses, however, who felt 
the wrath of the Smoke Jaguars. Combined with the efforts of 
the weakened Star Adders, the Mongooses were sent reeling. 
Desperate to stop the haemorrhaging, Mongoose Khan Walter 
Martindale pleaded before the Grand Council. Citing the writings 
of the Kerenskys as support for his cause proved fruitless, and 
inspired the Adders to suggest the Mongooses were more 
politicians than warriors, and their cry for help was reason 
enough to endure Supplication. 

Brought to a vote, the Mongooses lost, but immediately 
called for a trial. Enforced by the Smoke Jaguars and Star 
Adders, the Mongooses were handily defeated over Atreus. 
Combined with the losses they had already suffered, the 
Mongooses were crippled for over a century, and certain Clan 
scholars continue to debate as to whether or not the Mongooses 
were ever rehabilitated. 

In the wake of the Mongoose Supplication, Clan Hells Horses 
introduced the breeding protocols for a new infantry phenotype 
in 2870. Known as an Elemental for their immense size and 
abilities, the Clans scrambled to gain the new technology. [MP: 
I have spent considerable time talking to Camila Tseng and 
Kaylin Henderson, who are both members of the Elemental 
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Phenotype. While immense, they possess a grace matched 
only by their combat skills, and despite the muscle mass enjoy 
great stamina. We have nothing to compare.] 

In spite of ilKhan Danforth’s stellar leadership throughout 
this period, he still managed to rack up a significant number of 

opponents in the Grand Council who agitated for his removal. 
Unable to muster the support necessary to remain in office, the 
Council planned to elect a new ilKhan. Danforth, however, beat 
his enemies to the punch and resigned. 

Danforth’s resignation returned the ilKhanship to Clan Wolf 
with the election of Victoria Ward to the post in 2870. Ward’s 
leadership as the ilKhan would see her, alongside Loremaster 
Varga, as a stabilizing influence among the Clans and the second 
half of the Mongooses’ Supplication. The destruction of the Fire 
Mandrill Kindraa Smythe-Jewel in 2872 highlighted a series of 
escalating feuds and conflicts that needed to be reigned in. While 
she was not entirely successful—many of these feuds would 
become the catalyst for later conflicts—the ilKhan was able to 
control the worst excesses. 

In 2891 Ward voluntarily left the ilKhanship. Under her 
stewardship the Clans had undergone a period of extraordinary 
growth and were sufficiently mature that modern Clan identities 
were almost fully developed. The contemporary trialling system 
used by the Clans was finally accepted, and many early Clan 
holdouts transitioned to societal norms. In 2891, Victoria Ward was 
replaced with Caroline Callahan of Clan Steel Viper. Callahan’s 
ascension to the position of ilKhan catapulted the Vipers to the 
top and provided no shortage of new enemies, especially among 
the Jade Falcons. Something of a maverick, Callahan’s early 
tenure was marked by a major shift in Grand Council politics.   

The Golden Century

Exeter’s Curse
Following the election of Caroline Callaghan the balance of 

power within the Council began to move away from the powers 
that elected Callahan, and instead, moved to the Steel Vipers’ 
enemies. Leading this new power bloc was the Jade Falcons 
and Snow Ravens. Both had bore the brunt of the Vipers’ 
efforts to build their power in the Kerensky Cluster, suffering the 
ignominy invasions against principal holdings.

Together with the Cloud Cobras, the three Clans would work 
in concert to stymie the advances of Steel Viper forces in and 
outside of the Grand Council.  Although slow to react, the shaky 
alliance soon tipped the military balance back in favor of their 
Clans, first by driving the Vipers off Ironhold in 2901, and then 
later with a series of attacks that hammered the Viper Touman. 
However, within the Grand Council the Vipers still maintained an 
edge. Many of the smaller Clans, like the Blood Spirits and Ice 
Hellions were large supporters of the Vipers and represented 
a powerful clique within Clan politics. It would take something 
tremendous to dislodge the Vipers from their new nest.  

While the political machinations within the Grand Council 
and across the battlefields of Clan space were being played 
out, the Wolverines were in the process of making a discovery 
that would inadvertently bring the Vipers and Callahan down.  In 
2899, the Wolverines embarked on a program to expand their 
holdings beyond the Kerensky Cluster. By the late 29th Century, 
exploration and exploitation of the original Clan worlds was 
complete, and the Wolverines believed they would find more 
success finding new territory rather than fighting for more settled 
systems. While colonization outside of the Kerensky Cluster was 
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not illegal, Vordermark’s Betrayal created a longstanding custom 
of remaining inside the traditional boundaries of Clan-space, 
which few Clans seemed willing to challenge. Undeterred, the 
Wolverines began working with the Mongooses—another Clan 
obsessed with finding new territory—to scout out a score of new 
worlds to colonize. Their efforts culminated with the discovery of 
Exeter in 2902. 137 Light-Years anti-spinward of the homeworlds, 
Exeter was one planet around a small collection of stars that 
boasted several additional habitable planets in close proximity 
to one another. Even more surprising, two of the newfound 
worlds were home to the remnants of Spacers that fled from the 
Pentagon worlds at the start of Operation KLONDIKE. 

The scout units of the Wolverine/Mongoose expedition 
collected as much data on the systems and its defences as 
possible, along with several other settled systems nearby, 
before returning to Circe to report on what they had found.  
Both Clans decided that the best course of action was to mount 
an expedition to secure the territory before announcing their 
discovery to the Grand Council. Each hoped they’d be able to 
secure what they needed first before the other Clans came to 
pick over the scraps. 

Soon Wolverine and Mongoose troops were entering the 
newly named Exeter Cluster, and they quickly conquered the 
namesake world of Exeter. Flush with success, the two groups 
soon spread to several additional worlds. After seven weeks of 
heavy fighting, the two Clans had subjugated six of the Cluster’s 
fourteen habitable planets, but were beginning to run out of 
steam. 

At the same time, the Snow Ravens, suspicious of the 
moves both the Wolverines and Mongooses had made over 
the previous years finally accused both during the spring 2903 
meeting of the Grand Council. Realizing their predicament in 
the Exeter Cluster and in the Council, the two Clans finally 
revealed the existence of their colonization effort. Response to 
the existence of the Exeter Cluster worlds was both immediate 
and brutal. Within three months fifteen additional Clans 
descended on the Cluster, easily conquering the remaining free 
worlds. In one fell swoop a massive land grab ignited among the 
assembled Clans, which rapidly spiralled out of control. 

Towards the end of 2903 the situation was rapidly 
descending into chaos, and Callahan was doing little to stem 
the tide. Rather than prevent the worst excesses, she seemed 
more content to watch her Vipers earn territory for themselves. 
In response, concerned members of the Grand Council, led by 
the Snow Ravens, Star Adders and Wolves called for a vote of 
no confidence against the ilKhan for her partisan actions.  In the 
words of the Snow Raven Khan, “…the ilKhan has acted as a 
Steel Viper and not as a true leader of the Clans.  She and her 
Loremaster have brought shame to their offices, and should be 
removed before any new harm befalls the Children of Kerensky.” 
Brought to a vote, Callahan and Varga both lost. Despite a Trial 
of Refusal to overturn the Council’s vote, which they lost, on 
15 January 2904, ilKhan Callahan and Loremaster Varga were 
stripped of their positions and replacements selected. 

The new ilKhan, Dorian N’Buta of Clan Star Adder 
immediately implemented a series of trial-like combats to 
organize the territory clashes into something usable. These 
trials were overseen by the Clans’ new Loremaster, Hilde 
Riedel of Clan Ice Hellion, and would remain in force for a ten-
year period. While ilKhan N’Buta was able to curb the Clans’ 

bloodlust, he could not salve their feelings. Among those 
looking for revenge were the Snow Ravens. 

Ignored by the Wolverines and the Mongooses, the 
Ravens felt slighted by those Clans for not including them 
in the original colonization effort, an effort that would have 
greatly benefitted the small Clan. Organizing their substantial 
naval strength, the Ravens vented their frustrations against 
their former allies over Circe in 2905. Hammering the 
combined navies of the Wolverines and Mongooses, the Snow 
Ravens reminded their allies that they were still a forced to be 
reckoned with and not ignored.   

After a period of reconciliation the Wolverines would 
eventually assist the Snow Ravens in settling a portion of the 
Exeter Cluster. However, the battle marked the end of friendly 
Snow Raven-Mongoose relations. As a result, naval clashes 
between the two have become a regular occurrence, and the 
experience earned from them would serve the Mongoose 
fleet well in later battles against the Star Adders and Smoke 
Jaguars.

As for the Steel Vipers, with the removal of Callahan and 
Varga the Vipers were desperate to maintain their position 
among the Clans anyway they could. Striking both the Jade 
Falcons and Coyotes their Touman was handily defeated. 
Worse still, the Falcons landed on the Clan’s capital of New 
Kent in 2906 and killed the Viper Khan. Shocked by the loss of 
their leader and their military losses, the Vipers soon withdrew 
to their enclaves for much of the remaining century. Despite 
the Vipers’ setbacks and the Raven’s military campaigns, the 
ilKhan was able to restore balance among the Clans until he 
stepped down from office in 2910. 

End of an Era
In 2912, two events brought the Smoke Jaguars to the 

center of attention and heralded the end of the Golden Century. 
The first was the election of Dante Kotare to the position of 
Loremaster of the Clans and the Londerholm revolt.

The death of former Loremaster Riedel came as no 
surprise—the man was ancient by Clan standards when 
elected in 2904—at the age of 71. The new Loremaster, Dante 
Kotare, was known for his moderate attitude within the Smoke 
Jaguar Clan, and his respect for freebirths. His willingness to 
listen to lower castemen made him an excellent candidate for 
the position of Loremaster.

Unfortunately, Kotare’s election to the position of 
Loremaster was marred by the Londerholm revolt, and the 
Jaguars’ systematic destruction of the entire civilian enclave. 
Many in the Grand Council were shocked by the Jaguars’ 
treatment of their lower castes and believed the Clan had 
erred enough to warrant Supplication. In fact, the parallels 
between Londerholm and the Widowmakers’ reaving of their 
merchants were clear. 

In defense of his Clan’s actions however, Smoke Jaguar 
Khan Ian Moon eloquently argued for his Clan’s autonomy. In 
regard to the relationship between the castes, Moon argued 
that not Clan could interfere with the workings of the others, 
and any punishment of the Jaguars would open other Clans 
to similar interference. 

The argument may seem shallow on the surface, but it 
was far more pertinent in 2912 than it was in 2832, sixteen 
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generations earlier.  By 2912, great differences existed 
between the social orders of the various Clans, vastly more 
so than was the case in 2832.  The former reasons for the 
Widowmaker Supplication were no longer valid. As the Clans 
diversified and grew, new interpretations of autonomy were 
to open all the Clans to challenge. Swayed by his argument, 
the motion was dropped. The Smoke Jaguars had skillfully 
avoided Supplication much to the disgust of Clans that had 
hoped to engineer their fall.

Two years later, Dorian N’Buta stepped down as ilKhan 
due to infirmities derived from wounds he suffered as a young 
warrior.  Election of his replacement proceeded with little 
opposition and Corian Tchernovkov of Clan Coyote became 
the seventh ilKhan of the Clans. The last ilKhan of the Golden 
Century, her death several years into her stewardship would 
mark the beginning of the Political Century and a decline in the 
position’s prestige.  

Tchernovkov’s election was fortuitously timed, and 
occurred as trialling for Exeter territory was wrapping up and 
inter-Clan conflicts began to increase in intensity again. The 
new ilKhan was less cautious than her predecessor was, and 
saw no reason to step in to prevent Clans from battling as they 
saw fit.  

The ilKhan’s hands off approach to governing continued 
until the Battle of Tokasha in 2921. A brutal clash between the 
Hells Horses and the Ghost Bears, the fight was bloody enough 
to involve the ilKhan. It would take Tchernovkov the better part 
of fifteen years to bring the Clans back to some semblance of 
order, but the Widowmakers’ Exeter Campaign and a second 
Mongoose-Star Adder war made the task a difficult one. 
Thankfully Loremaster Kotare worked tirelessly to maintain the 
balance of power among the Clans. Unfortunately, the ilKhan 
was lost to a terrible accident in 2935, which left a gaping hole 
in the Grand Council.   

Tchrnovkov’s interference would ultimately end her rule, 
as the Cloud Cobra Khan, Tobias Khatib, had many of his plans 
upset by a return to the status quo.  The Cobra Khan bided his 
time before striking, but was successful in his removal of the 
ilKhan in an “accident” and his own election to the post in 2935.

The loss of Tchernovkov soon brought a new power to the 
office of ilKhan with the election of Tobias Khatib of Clan Cloud 

Cobra. A consummate politician and warrior, Khatib’s 
entrance into the ilKhanship opened the first discussions 
regarding a topic the Clans had been collectively avoiding 
since their creation: a return to the Inner Sphere. 

Over time, two factions would coalesce around 
the topic—Crusaders and Wardens—both sharing 
dynamically different opinions on the subject. [MP: The 
Warden/Crusader/Loyalist divide is discussed in detail in 
a different section of this document.]

The growing divide between Warden and Crusader 
factions wasn’t just affecting relationships between Clans 
or clansmen, it was also influencing the relationship 
between the ilKhan and Loremaster, with the Warden 
Khatib often at odds with the marginally Crusader Kotare. 
This acrimonious and often tense working relationship 
resulted in Kotare’s removal from office in 2942. He was 
replaced by Amanda Black a Warden Steel Viper who 
helped solidify Khatib’s control over the Council.  

In 2947, the Snow Ravens brought evidence 
before the Grand Council implicating ilKhan Khatib in 

the assassination of his predecessor. Shocked by the depths 
that Khatib had sunk to achieve his position, the other Clans 
ordered his immediate removal and execution. The second 
Khan to be executed since Carl Jorgensson, Khatib’s fall 
tarnished the office of the ilKhan for decades. Only the writings 
of Andery Kerensky, eloquently quoted by Khan Malcolm Ward 
of Clan Wolf saved the office. As Ward said, “…the office of the 
ilKhan and Loremaster should be filled in order to preserve the 
balance between the Clans…” 

The election of Ami Woods of Clan Ghost Bear for ilKhan 
was seen as a short-term solution until either the Crusaders 
or the Wardens could advance a better candidate to replace 
her. Never a particularly strong proponent of anything except 
her beloved Ghost Bears, Woods had little impact while in 
office. Clan Wolf however, saw one of theirs, Aldoflo Fetladrel, 
elevated to the post of Loremaster. Sadly, even the addition 
of a strong Loremaster could do little for ilKhan Wood’s failure 
to pass her yearly warrior testing. Disgraced, Woods stepped 
down from office and was replaced by the second Coyote 
warrior to hold the position of ilKhan, Albert Tangen. Tangen 
was a follower of the late ilKhan Corian Tchernovkov, and held 
to many of the same principles as his forebear. The new ilKhan 
worked hard to restore honor to the position of ilKhan and to 
balance the relationship between the Wardens and Crusaders, 
but was largely unsuccessful. Stymied by the agendas of 
both the Wardens and the Crusaders, Tangen was unable to 
accomplish much during his tenure as ilKhan, but did lay a 
foundation that his successor could use to better success.  

It was during Tangen’s time as ilKhan that the Cloud 
Cobras found the Tanite worlds and the last unconquered 
population within easy distance of the homeworlds. Far more 
discreet than the Wolverines or Mongooses, the Cloud Cobras 
only shared the knowledge of the Tanite worlds with Clan 
Burrock. In return for their support in subduing the Tanites, the 
Burrocks were given a portion of the new worlds for their own 
use. When the other Clans learned of the Tanites the Cloud 
Cobras and Burrocks had already entrenched themselves, 
and the prospect of easy acquisition was slim. While a few 
Clans tried to gain a foothold on Tanis the Cobras defeated 
them all. 

The Golden Century
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The Crusaders Rise
By the 2960s it was rapidly becoming apparent that the 

ilKhan had little hope of changing the status of inter-Clan 
relationships or the Grand Council. Increasingly despondent, 
the ilKhan finally had enough and voluntarily stepped down 
from office in 2868. In a long speech before the Grand Council, 
Tangen warned the Clans that, “…individual Khans, mired 
in their own personal desires for glory are bent only to their 
personal gratification. Nicholas and Andery taught us to respect 
our brothers and sisters, but I feel my fellow Clans have turned 
away from this Council. We should heed the words of our 
founders and not forsake this Chamber’s charge.”  

Tangen’s withdrawal from the ilKhanship and his plea to 
the assembled Khans did little except get Elanor McEvedy of 
Clan Wolverine elected to replace him. McEvedy, supported 
by several small Clans was able to bring some small amount 
of decency to the worst Clan feuds of the era, but little else. 
Unsurprisingly, the election of a Warden to the position of 
ilKhan rallied the Crusaders into a power block that stymied 
most of McEvedy’s initiatives. A somewhat tragic figure in post-
Golden Century politics, McEvedy was something of an idealist. 
She was a fervent believer in the importance of every caste, 
not just the warriors, and worked hard for the betterment of 
every clansmen. During her tenure as Khan of the Wolverines 
McEvedy often encouraged Clans like the Sea Foxes and 
lauded them as examples of what it meant to be a true Clan 
of Kerensky. Of course, her blatant liberal tendencies ran afoul 
of more traditionalist attitudes, including those of the Smoke 
Jaguars, Widowmakers and surprisingly, the Coyotes; who all 
found cause to challenge McEvedy in the council.  

Despite the new enemies McEvedy earned on the Council 
floor, her removal from the ilKhanship would not come from a 
Grand Council opponent, but rather a close confidant within her 
own Clan. 

Samuel Fallstaff, a Wolverine Star Colonel long passed his 
prime, had long harbored a grudge against his former Khan. For 
years, Fallstaff felt that McEvedy had betrayed him by stopping 
him from competing for higher rank. Dejected and bitter, the Star 
Colonel managed to secure the post of Wolverine Loremaster in 
2891 so he could execute his long awaited revenge. 

Over the course of five years Fallstaff wrote a history of the 
Clans titled Trinity’s Children. An eight volume master piece of 
history, the series chronicled the history and achievements of 
the Kerenskys and the Clans until 2970, and is considered the 
definitive work covering the earliest years of the Clans. 

Using his history project as cover—Fallstaff moved from 
Clan to Clan to collect data—the Star Colonel convinced many 
of McEvedy’s opponents to support a bid for the position of 
Loremaster of the Clans. While the current Loremaster, Aldoflo 
Fetladral, was far from universally hated, Fallstaff believed that 
by assuming the mantle of Loremaster of the Clans he could 
easily remove McEvedy from power. The key to success rested 
in the precedent set by the Steel Vipers decades earlier. Since 
the time of Callahan and Varga, no Clan had ever occupied the 
position of Loremaster and ilKhan. With McEvedy the type of 
person who would respect precedent, Fallstaff was positive 
McEvedy would step down.

On 27 December 2977, a year after the release Trinity’s 

Children, Fallstaff made his move.  At the same Grand Council 
session where the Cloud Cobras announced the conquest of 
the Tanite worlds Loremaster Fetladrel stepped down. When 
nominations were placed for the next Loremaster of the Clans, 
Khan Terry De Geode of the Ice Hellions nominated Samuel 
Fallstaff. Seconded by saKhan Andrea Thastus of Clan Jade 
Falcon, the motion for Fallstaff’s ascension looked secure, and 
he handily won the post. As Fallstaff predicted, McEvedy tenured 
her resignation from the ilKhanship. Her departing speech to the 
Grand Council remains one of the great orations of the era and 
is often quoted by Wolverines to this day. 

As a closet Crusader from a Warden Clan, Fallstaff was 
now free to pursue his own agenda, and with the assistance 
of the Jade Falcons, secured the position of ilKhan for the 
Crusaders. The next ilKhan of the Clans would come from none 
other than the Widowmakers. Jae Ruby, a staunch Crusader 
won the post in one of the closest votes in Clan history: 22-18. 
Voted in to office in 2978, Ruby lasted only fourteen months until 
the Wardens could engineer a new replacement. 

Mongoose Manipulation
With the Crusader camp holding onto the ilKhanship by a 

thread the Mongooses finally saw an opportunity to advance 
their position. At the time of Ruby’s ascension, the Warden Clans 
were in a state of flux. Both Khans of Clan Wolf were new to 
their position, and the Coyotes were unpopular due to a recent 
offensive. The Mongoose leader, Beverly Ryu, approached the 
Wardens and offered herself as a compromise candidate. At the 
time Ruby was the epitome of the traditionalist hardline Crusader 
bent on returning to the Inner Sphere, whereas Ryu and the rest 
of the Mongooses were still a relative unknown. Until Ryu’s offer 
the Mongooses had gone out of their way to avoid choosing a 
side. While somewhat cowardly in the eyes of some Wardens, 
the truth was that Ryu was a suitable and viable candidate to 
replace Ruby. To sweeten the deal Ryu promised to forestall any 
debate discussing the Clans return to the Inner Sphere if she 
could count on their support. The Wardens agreed.   

Unbeknownst to the Wardens Ryu was courting the 
Crusaders with a similar offer. Informing ilKhan Ruby and his 
supporters that the Wardens were building enough support to 
challenge his reign, Ryu offered the Crusaders a similar deal in 
exchange for their support. All of her pieces in play, Ryu only 
had to wait until the next Grand Council session.   

In March 2979 the Wardens finally declared Ruby was unfit 
to continue serving as ilKhan, challenging the Widowmaker on 
the Grand Council floor. In a carefully orchestrated manner, 
ilKhan Ruby refused relinquish the post. A vote of no confidence 
was called and Khan Riva Kerensky of Clan Wolf nominated 
Beverly Ryu to oppose Ruby. In a massive landslide Ryu won 
an overwhelming victory. 

With a smug look Ryu ascended the dais to the ilKhan’s 
chair. Her first act as ilKhan announced her Clan’s official 
adoption of the Crusader cause. Her second was to open 
debate on the matter of returning to the Inner Sphere. In one fell 
swoop the door to the Inner Sphere was kicked wide open, and 
for the next fifty years the Clans would debate a return to the 
Inner Sphere. In the end, fate ultimately decided what politics 
and trials could not. 

A Tear in the Fabric
Disunity
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Exodus 
In 3032, just sixty-three light years from the Pentagon 

worlds a Sea Fox expedition encountered a strange vessel in 
an uninhabitable star system where no non-Clan vessel should 

have been. The foreign ship attempted to flee, but was unable 
to stop the Clan’s aerospace fighters from disabling their drive 
and bordering. As the Sea Fox marines burned for the ship they 
drew across the vessel for a close inspection. What they found 
shocked them to the core, a Terran Hegemony ship. Surprised and 
intrigued, the clansmen boarded the ship in search of answers.  

In command of the stranded vessel was an expeditionary force 
from the Explorer Corps. From the commander of the ship, Villius 
Tejh, the Sea Foxes learned of ComStar’s downfall, the Fourth 
Succession War and the recreation of the Terran Hegemony. 
The Sea Foxes also learned that the Inner Sphere was at peace 
for the first time in decades, and showing real signs of recovery. 
Even more alarming, the Foxes learned that Tejh’s ship was one 
of many such exploratory vessels sent by the Hegemony and that 
they were getting close to the Clan homeworlds. 

Armed with the information provided by Tejh and his crew, 
the Sea Foxes addressed the Grand Council in April 3032. 
Presenting the Hegemony crewmen and their data cores as proof, 
the announcement threw the chamber into chaos. The ilKhan 
at the time, Stacey Osis of the Burrocks, brought the chamber 
under control long enough to begin a thorough interrogation of the 
assembled foreigners, some of whom had already been accepted 
as bondsmen in the Sea Foxes. 
[MP: Bondsmen is one concept 
totally alien to us. It’s a cross 
between indentured servitude 
and adoption. A very interesting 
take on prisoner assimilation.]  
The startling revelation that the 
Hegemony had been recreated 
sent shock waves through the 
Crusader and Warden camps. 
Within days a new faction took 
form, the Loyalists, who wanted 
to help rebuild and protect the 
new Terran Hegemony.    

With three factions tearing 
at each other for control of 
the Grand Council any type 
of consensus seemed an 
impossibility. However, the 
Loyalists—led by the Steel 
Vipers—saw an opportunity 
to present every Clan with a 
positive alternative to nothing. In an effort to determine the truth 
of the new Terran Hegemony the Loyalists proposed that the 
Clans send a small delegation to the new nation. Despite the 
protestations of Warden and Crusader alike, the Loyalists built 
enough support to pass the measure. 

An ancient Carrack was recommissioned and christened 
the Great Destiny. Outfitted with enough provisions to last the 
journey, the ship would carry the combined ambassadors of all 
twenty Clans to Terra under the guidance of the Loremaster of the 
Clans, Tracey Issac. The rest, as they say, is history. 

Great Destiny

The Great Debate
On this subject the Loremasters have been noticeably tight-

lipped. From the information gathered the Great Debate revolved 
around a return to the Inner Sphere and was notable for the ferocity 
of its disputes. Apparently in discussion long before the founding of 
the Terran Hegemony, the debate has raged for the better part of 
a century and cuts through the very fabric of clan culture. At the 
heart of the Great Debate is the question of destiny, and each Clan 
has a fierce opinion on the subject that borders on the fanatical. 
Even discussion of the debate with the various Clan Loremasters 
has produced strong—though vague—emotions on the subject. When 
pressed it was learned that the Great Debate is responsible for the 
creation of the so-called Crusader and Warden philosophies and 
many of the Clans’ latest blood feuds. From what we understand, 
the Great Destiny’s mission to the Terran Hegemony was in fact a 
compromise between these competing philosophies as a way to help 
end the debate.

When pressed, we’ve learned from Zackary Tamm of the Steel 
Vipers that the Crusaders seem to have the political edge among 
the Clans, but little else. Learning the exact disposition of the Great 
Debate should be one of the HID’s highest priorities. 

At this time the fate of Villius Tejh and his crew remains a mystery. 
While Loremaster Nagasawa has told us that Tejh and his crew 
are safe, he did not provide their exact disposition or if they would 
be returned to the Hegemony. After a few awkward conversations 
on the topic I have the feeling that Tejh will be returned when he’s 
“fulfilled his purpose” among the Clans, whatever that may be. 
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The Clan Way

Society And Culture
The Castes

The Clans are divided into five distinct castes: warrior, 
scientist, merchant, technician, and laborer. Primary power 

and leadership of a Clan rests in the hands of the warriors, with 
each subsequent caste assigned less power. Each Clan Caste 
is composed of multiple sub-castes based on the skills of each 
sub-grouping and the role that they fulfill within that caste.  

The warrior caste is largely the product of the Clans’ 
artificial breeding program, however in some Clans—like the 
Sea Foxes and Wolverines—large numbers of freeborn troops 
are utilized. Since the Clans are merit-based society, candidates 
are constantly tested for their position in society. Children who 
fail their basic training prior to their advanced military training 
(around age 12) are assigned to the scientist or technician 
caste. As a result those castes have a significant concentration 
of trueborns. 

Within the freeborn-dominated castes, scientist-arranged 
marriages are extremely common. Liberal Clans are known for 
being more open-minded, but the children of all castes undergo 
intensive scrutiny during their schooling to determine the caste 
for which they are best suited, with most ending up in the 
same caste as their parents. This process allows children born 
to members of the civilian castes to enter training to become 
warriors, though they will belong to the often less-prestigious 
ranks of the freeborn.

Warriors
The Warrior Caste serves as protectors and rulers of the 

Clans. They are the source of a Clan’s political power and the 
iron fist that controls the lower castes.  Every Clan regards 
warriors as the pinnacle of Clan society, every caste works to 
support them. 

The Warrior Caste contains several distinct divisions, most 
notably that between “Trueborns” (warriors produced by the 
eugenics program) and “Freeborns” (warriors born naturally).  
The Clans generally see the latter as inferior, though how 
much of that attitude is due to actual genetics and how much is 
due to poor training is debatable.  All Clans make a distinction 
between trueborn and freeborn, but the degree of discrimination 
varies considerably.  While the Smoke Jaguars allow almost no 
freeborn warriors in their ranks, the Wolverines see them as 
almost equal to their trueborns. 

Subdivision also exists within the Warrior Caste. Depending 
on the warrior’s specialty, warriors are MechWarriors, Aerospace 
Pilots or Elemental infantry. Intelligence officers and naval 
officers also form small sub-castes in a few Clans, but such sub-
castes are rarely accorded attention.  

Within the Clans, only Bloodnamed members of the warrior 
caste may be elected Khan or vote in the Clan Council. 

Scientists
Members of the scientist caste oversee the Clans’ research 

and development efforts, including the eugenics program and 
many other matters that lower castes cannot be trusted with.  
They generally focus on technologies with some sort of military 
application, but many developments have also proved beneficial 
to the civilian sector, despite a lower priority. 

The importance of scientists to the Clans has earned them 

a degree of latitude in their actions and demands not tolerated 
in other castes.  Notable scientist sub-castes include teachers, 
doctors and development teams; the most prestigious are those 
who serve the eugenics program. Many Clan scientists are test-
downs from the warrior caste, and because of the nature of their 
work are often the only caste allowed to overrule the warriors.

Merchants
Every Clan requires materials and tools with which to 

work; the acquisition and/or manufacture of such items is the 
responsibility of the merchant caste.  Without such goods at their 
disposal a Clan cannot function properly. Therefore it comes 
as no surprise that many of the strongest Clans militarily also 
have strong economies, and thus influential merchant castes.  
[MP: According to Elam, the Sea Foxes demonstrate the perils 
of placing too much emphasis on mercantile efforts, however.]  
The Merchant Caste covers a wide range of occupations, from 
the free traders any Lyran would be familiar with to machinists 
and artisans.

Technicians
Technicians serve as an adjunct to the other castes, 

maintaining their machinery, weapons, computers and vehicles.  
The majority of technicians work with warrior units, maintaining 
their war machines and crewing ships so that they function at 
maximum efficiency.  Many also serve the Merchant and Labourer 
Castes in a similar manner, maintaining their equipment and 
allowing them to carry out their work with minimum disruption.  

The technician sub-castes reflect specialized skills in fields 
such as electronics and weaponry.  Most naval crews belong 
to the Technician Caste. Some Clans also see the caste as a 
secondary school for future development and often assign their 
Scientist and Technician castes to work collaboratively.  This 
arrangement is most pronounced in Mongooses, whose highly 
trained technicians are often the subject of Trials of Possession 
or contract. 

Labourers
The largest caste by population, the Labourer Caste stands 

on the bottom rung of Clan society.  As their name suggests, 
they are the builders, dockworkers, cleaners and other providers 
of physical labor.  According to information gathered by the HID, 
many laborers lack the extensive formal education of the other 
castes, but they are nonetheless highly skilled.  Without them, 
Clan society would grind to a halt.

 
Dark Caste and Clan Bandits

Officially, every member of Clan society belongs to one 
of the five recognized castes.  In practice, a sixth unofficial 
caste also exists. Known as the Bandit Caste or Dark Caste, 
these unproductives are shunned by regular Clan society and 
go unrecognized by the Clans at large.  These people are 
misfits, rebels or criminals who cannot or will not fit into Clan 
society.  Largely operating outside Clan society, they must 
fend for themselves and often turn to robbery or piracy. Their 
dishonorable behavior earned them the wrath of their fellow 
clansmen, and Dark Caste communities are frequently the 
targets of Clan raids.
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The Eugenics Program
Central to clan society is their eugenics program. A by-product of the 

harsh worlds and small population of the earlier Clans, the eugenics program 
revolves around the so-called iron wombs; the artificial systems that allow 
the development and birthing of trueborns. However, the program is more 
than vat-born humans or the womb-machines. The eugenics program gives 
structure to Clan life and society at its most basic level.  Controlled by the 
Scientist Caste, the eugenics program is integral to population maintenance, 
and the growth required for each Clan to function effectively.  

Within the civilian castes, the eugenics program is typically run 
through a series of mandatory marriages, usually between members of the 
same caste.  While occasional cross-caste matches do occur, they usually 
involve the transfer of one caste member to another. According to Clan law, 
the Scientist Caste is responsible for determining the appropriate genetic 
matches. Although in practice many marriages are more conventional and 
simply rubber-stamped by the authorities.  However, individuals who flout 
mandatory marriage can face severe punishment.  Fines are the usual penalty, 
but chemical reprogramming, torture and even executions are not unheard of.  
Such measures may sound a little extreme for what is tantamount to eloping, 
but the Clans regard interfering with eugenics as among their gravest crimes.

In the case of trueborns, they are fertilized in-vitro and brought to term 
in an artificial womb. Most trueborn phenotypes fall into three principal 
categories: MechWarriors, Aerospace Pilots and Elementals.  

[MP: For several years rumor of a fourth phenotype circulated in the 
clans’ scientific community, though its existence was never confirmed.  After 
reading the recorded conversations smuggled from the Nova Cats’ quarters on 
the Destiny I presume the “fourth phenotype” was an attempt to breed some 
sort of mystic.]

Within each Clan the scientist caste maintains an extensive 
documentation on every trueborn warrior ranging from physical 
characteristics to test scores, kills totals and injuries sustained.  Clan scientists 
use these records to determine which Bloodlines they should combine to 
create the perfect warrior.  All of this information is stored at a central genetic 
repository and in a codex wristband worn by every warrior.  Freeborn troops 
also wear a codex, but it only contains information on the warrior’s health and 
career unless the warrior is closely related (within a generation of trueborn 
parentage.) Since only bloodnamed warriors may be included in the breeding 
program, at best a successful freeborn can hope to have his or her ashes mixed 
with an iron-womb’s nutrient package unless they earn the singular honor of 
a new bloodname.

While Clan law does not specifically forbid the use of genetic material 
from freeborns in creating new trueborns, its use limits potential use in the 
eugenics program as a bloodnamed warrior. Throughout Clan history there 
have been occasional uses of genetic material from talented freeborns to 
add new genes to the pool. This is seen as a necessary precaution to prevent 
stagnation of the warrior caste. 

The candid nature of the Clansmen I spoke with was surprising 
to say the least. Forthright to a fault, these people all shared a 
preference for making their intentions fully known. If not for the 
supreme confidence these people openly display, I’d say their attitude 
borders on the naïve. Hubris among the Clans seems to have been a 
trait specifically bred out of their vocabulary, and while subterfuge 
does exist within Clan culture they come off as almost transparent 
compared to even the most inept intelligence agency. We know their 
orders were to present the Hegemony with a clear understanding 
of the Clans’ history, society and culture, but I can’t help but think 
they’re also here to instill a sense of dread.

Bloodnames
One of the most important components of Clan society, 

and discussed at length with the Loremasters,  Bloodnames 
have created considerable confusion since learning of their 
existence. The origin of the Bloodname is well known; Nicholas 
Kerensky decreed that only the descendants of those warriors 
who accompanied him into exile, who became part of the Clans 

and subsequently liberated the Pentagon were allowed to use 
surnames. To quote the Remembrance, “From Kerensky’s 
Stars came the Eight Hundred, beneath a banner of Truth and 
Righteous Light.”

In actuality there were 803 Bloodnames including 
Nicholas’ own, that of his wife Jennifer Winson and that of his 
brother Andery.  However, there were only 787 different names, 
including two Kerenskys (Andery and Nicholas).  Several 
siblings and parent-child groups formed part of the original 
Clans, leading to multiple Bloodrights (or lineages) with the 

same name, but not the same ancestor. The duplicate use of 
certain surnames means any assumptions about a bloodnamed 
warrior’s ancestory could be incorrect based on surname alone. 

Since their creation no bloodname has ever been removed 
from the Clans completely, with the Trial of Supplication used to 
reign in any Bloodhouses that stray to far from Clan law. Not a 
final as a Reaving, when a bloodhouse issues the rite of its own 
accord, then the total number of heritages affected is limited. In 
the most extreme cases an entire Bloodhouse is reduced to a 
single heritage until the Supplication concludes. This could mean 
almost two full generations without a crèche from that particular 
bloodname. This reverence for every bloodname seems to be 
a holdover from Andery Kerensky’s single-minded puruist to 
protect every element of the original Clans. Even reviled blood 
heritages like Kinison or Vordermark are maintained, albeit 
limited to a single individual holder. 

The one exception to the use of surnames outside of the 
Warrior Caste is the use of Labnames within the Scientist Caste. 
Labnames represent recognition within the Scientist Caste for 
some sort of notable achievement or skill.  Bestowed by a 
vote of colleagues, Labnames are based on the surnames of 
famous historical scientists. Although Clan, warriors generally 
tolerate this aping of a Bloodname, Labnames are used only 
among fellow scientists. The Jade Falcons are the only notable 
exception to this custom. Their scientists are able to use their 
Labnames openly, even among Falcon warriors.

Strength in numbers
There were 803 warrior surnames turned into Bloodnames 

in the beginning, along with an additional 600 non-bloodnamed 
warriors added to the eugenics program for genetic diversity. 
Together, these warriors formed the basis for the Clans’ entire 
eugenics programs. Today, the total number of bloodnames 
is 887. This new number represents the addition of 84 new 
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freeborn bloodnames to the Clans thanks to the Rite and Trial 
of Blood Founding. 

Created by Andery Kerensky, the Rite and Trial of Blood 
Founding is the only way new blood heritages can be added 
to the Clans. Since the rite effectively creates a brand new 

bloodname from a freeborn candidate who may or may not have 
any connection to a surname of their own, the rite allows or the 
newly bloodnamed warrior to select a surname from the original 
freeborn loyalists who joined the eugenics program. This way 
each new bloodname honors the legacy of the original Clan 
founders. 

Earning a Bloodname
Nicholas Kerensky decreed that only twenty-five warriors 

could hold an individual Bloodname at a single time. When one 
of the twenty-five holders died the slot could be filled with a new 
owner after completing a series of ritual fights. At first these fights 
involved defeating verbal challengers for the honor of holding the 
name, but the Clans’ rapid growth forced Clan leaders to impose 
regulations on the process.  

One of the first decisions they made was to decree that the 
total number of applicants for an available bloodname slot would 
be 32. Twenty-four would be nominated by existing Bloodname 
holders—who are allowed to make one recommendation 
apiece—while a committee headed by the Clan’s Loremaster, or 
Bloodname’s House Leader would select the remaining aspirants. 
The only exception was for the thirty-second slot. This slot was 
open to any claimant. In the event that more than one warrior 
claimed the last open slot a grand melee would be fought between 
the challengers, with the winner claiming the position. Once all 32 
open slots were filled the Trial of Bloodright would be fought in five 
elimination rounds, with the eventual victor awarded the coveted 
Bloodname.

Each trueborn warrior is allowed access to two possible 
bloodnames based on the warrior’s genetic parentage. While 
eligibility is determined by a number of factors, a trueborn may 
eventually claim the surname of his genetic “mother”. Since the 
traditional concept of family has little relevance to trueborns, the 
prestige of their genetic lineage often replaces the same loyalty 
and prestigae often associated with familiar kinship. The codex of 
a trueborn’s gene-father and gene-mother are of vital importance. 
Should a trueborn’s living gene-parents suffer some sort of 
disgrace, then that disgrace passes to all of their trueborn offspring 
as well. Having deceased gene-parents is no shield either. The 
scientist caste frequently revives disgraced gene-lines to produce 
redeemable sibkos. Marked from birth, these trueborns live a life 
of scorn and contempt unless they can somehow redeem their 
shamed forebear. 

Bloodheritages and Bloodrights
The Clan eugenics program keeps close track of the history 

of each bloodname, including the genetic makeup of each warrior 
and their forebears. Unlike a conventional lineage, which follows 
the biological relationships between parent and child, the lineage 
of each Bloodright is a simple record of bloodname holder in that 
particular genetic lineage. 

Each bloodright of a bloodname is immensely important. The 
history of a bloodright, traced through the holders—known as a 
Blood heritage—is a record of that bloodright from its founder to 
the present-day holder. The bloodheritage offers Clan warriors a 
clear sense of identity and forms the basis of their confidence. As a 
result, competition to win a bloodright with a superior bloodheritage 
over a less successful or venerated one—even from the same 
bloodname—is common, and creates something of a perpetual 
cycle of separation between heritages. However, there are notable 
incidents of especially successful warriors claiming a less valuable 
bloodright in order to redeem an underperforming heritage. 

Classic examples of this trend include Celine Kabrinski’s 
heroic stand against the Star Adders on Tokasha, Karl Devalis’ 
epic clash with Haim Andrews in 2988, Jogen Malthus’ battle with 
the Wolves on Glory and Aster Pryde’s sacrifice in 3013. 

The Clans
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Clan Trials
[MP: Director-General, I have used the notes of Clan 

Loremaster Issac for this section. My own notes are far from 
complete and fail to adequately describe a system so alien to 
our own. I have kept my own thoughts separate for clarity’s 
sake.]

Surkai
Not a rite per say, surkai is the Clan rite of 

forgiveness.  When an individual commits some sort 
of offense, Clan society expects the individual to 
undergo surkai.  As a matter of honor, surkai is the 
process whereby an offender admits his wrongdoing 
and requests punishment.  The Clans take their honor 
very seriously, and views any individual who does not 
request surkai as unfit to be called a clansman.  Actions 
too severe to be excused by surkai typically result in a 
Trial of Grievance. 

[MP: It would seem that surkai is a minimalist form 
of supplication. More so, surkai was developed before 
Kerensky’s introduction of the rite. I would surmise that 
Andery was inspired by the rite when he created the 
larger Clan variety.] 

Trial of Grievance
The Trial of Grievance is used to settle disputes 

between two parties. The victor in the trial—which can 
take the form of any winnable challenge—is deemed 
justified in deed.  These trials are often fought in 
defense of an individual’s honor, sometimes to death. 

[MP: This trial is closest to the ancient rite of 
duelling. While an abstract form of “justice,” among 
the Clans—where individual prowess determines an 
individual’s place in society—the trial is an efficient 
means of dispensing justice and ending disputes. 
While I’m sure our military would love to see this trial 
introduced, I can guarantee more than one legate 
would have a heartache at the thought. Given the 
Clans’ propensity for encouraging violence as a conflict 
resolution method, Trials of Grievance are—as you 
can imagine—extremely common. A word of warning: 
Any Terran interacting with the Clans should be acutely 
aware of the inherent risks of offending them. While 
some accidents tend to be tolerated, every clansman 
abhors weakness and wouldn’t think a second thought 
removing a imbecile from the universe.]

Trial of Possession
The Trial of Possession resolves disputes of 

ownership. Being a highly competitive society living in 
a very small, resource-poor territory, trials for ownership 
among the Clans are common. Trials of Possesion are 
typically fought over equipment, territory and genetic 
material. To initiate a Trial of Possession a Clansman will 
issue the traditional batchall, or challenge to the current 
owner. Batchalls are highly ritualized and designed to 
offer opportunities for honor in addition to ownership. 

[MP: Trials of Possession are as common as Trials 

The Clans

of Grievance, but work within the obscure boundaries 
of Clan ownership. I’m told personal ownership is 
something of an oddity in the Clans, limited to only 
the most basic or personal items, and that Trials of 
Possession are used to meet a Clan’s need. However, 
as Melanie Elam showed when he trialled Patrick for the 
Battle ROMs from his regiment’s last training program, 
Trials of Possession can be utilized for almost anything. 
In fact, Elam suggested that creative exercise among 
the Clans’ warrior elite is in the execution of brilliant 
Trials of Possession.]

Trial of Refusal
Any biding decree made by a Clan’s Council or 

Grand Council, may be challenged by a member of either 
body. In the case of an individual Clan eligible challengers 
would include every Bloodnamed warrior, while the 
Grand Council would be limited to only standing Khans. 
The Trial of Refusal exists in recognition of the Clans’ 
singular belief that martial prowess is the cornerstone 
of leadership. Trials of Refusals are conducted in the 
same manner as other trials, with odds determined by 
the ratio of votes. Challengers, or issuers, have the right 
to announce what percentage of their forces will be used 
during pre-Trial bidding. The inherent risk to issuing a 
Trial of Refusal—outside of death—is the possibility 
that failure will result in immediate acceptance of the 
measure. 

[MP: One of the more interesting aspects of the Trial 
is the concept of allies. Only the affected parties may 
partake in the trial, but those parties may tap allies to 
their cause who were not a part of the original offending 
decision. These allies can benefit, or suffer from the 
outcome of a trial so their participation is not taken 
lightly. I had the opportunity to see two Clan laborers 
support a third in a Trial of Refusal, who then had to 
share in his extra maintenance duties after he lost.] 

Trial of Bloodright
The Trial of Bloodright is a series of one-on-

one, single-elimination duels fought by warriors to 
win possession of a Bloodname.  Each competition 
consists of thirty-two entrants, the majority of which 
are nominated by the existing Bloodnamed warriors 
of the House. The Head of the House or Loremaster 
nominates all but one of the remaining entrants, with 
the thirty-second slot filled by the winner of a Grand 
Melee. Among the more liberal Clans freeborn offspring 
of trueborn parents may compete for a trueborn 
bloodname, or if they are related to a trueborn ancestor 
within a certain number of generations. 

[MP: While Nicholas decreed that only trueborns 
would be allowed to compete for a bloodname, a ruling 
made by his brother Andery after his death loosened 
the restriction with the creation of the Trial of Blood 
Founding. Since Andery’s decree each Clan has 
decided for itself which Kerensky to follow, with the 
more traditional following Nicholas and the more liberal 
following Andery.]
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Trial of Blood Founding
Andery Kerensky created the Trial of Blood 

Founding after the death of his brother and the 
Vordermark Betrayal. The Trial is designed to allow 
worthy freeborn the opportunity to create a new 
bloodname and bloodhouse. 

[MP: Our analysts have determined that Clans with 
the highest number of freeborn-created bloodnames 
are considered to be “liberal” Clans, while those with 
the lowest “traditional.”] 

Trial of Supplication
The Trial of Supplication has become the release 

valve for inter-Clan society pressure, preventing 
some of the harsher resolutions created by Nicholas 
Kerensky. The Rite of Supplication can be enacted 
by the ilKhan, Grand Council, or invoked by a Clan. 
Supplication is combination of sukrai and Trial of 
Refusal used to correct a deviate Clan’s wayward 
ways and bring them back onto the correct path. 

[MP: Detailed elsewhere, I’m told Supplication is 
also unofficially used by some Clans internally as a 
way to fix problems without losing valuable resources 
(i.e. people).] 

Trial of Absorption
Restricted to the warrior caste, a Trial of 

Absorption is an amalgam of a Trial of Refusal and 
Trial of Possession in which one Clan absorbs another 
Clan. This trial is one of three trials created by Nicholas 
with the sole intent of removing a Clan from existence, 
and is only considered when other means of correction 
have failed, would prove ineffective or inconsequential 
to attempt. 

In practice, any Clan can call for a Trial of 
Absorption during a Grand Council meeting. However, 
because of the seriousness of the charge the Grand 
Council’s vote must pass unanimously. If the absorption 
is approved the Clans bid amongst themselves for the 
right to carry it out. As for the absorbed Clan the only 
option available is to fight.  

[MP: Thanks to the existence of the Rite of 
Supplication the Trial of Absorption has never been 
exercised, but the Clans have come close. The 
Burrocks were the latest Clan to skirt the edge of 
absorption, and will probably not be the last.] 

Trial of Abjuration
When the Clans are faced with a troublesome 

part of their society they do one of the three things: 
rehabilitate it, kill it, or abjure it. For most Clans, 
the easiest way to deal with difficult castemembers 
is to simply eject them from the Clan. The Trial of 
Abjuration, originally developed to reave bloodnames 
and genetic material, is the second of three trials 
developed by Nicholas Kerensky to help the Clans 
maintain their way of life. Of the three, many consider 
Abjurement to be the worst. Abjurement ritually strips 

the offender of rank and caste—metaphorically placing 
them outside of Clan society—after which they are 
forcibly and physically ejected from Clan territory. 
Because of the stigma of Abjurement and the severity 
of the punishment, clanmen won’t even recognize their 
former castemembers, or in the case of the warriors, 
see their genetic material purged from the Clan’s gene 
pool. The Grand Council or Clan Council can overturn 
a Trial of Abjuration result, although such interference 
or reversal is extremely rare. 

[MP: While Supplication has supplanted this Trial 
from being used against an entire Clan, it would seem 
that Abjuration has been used against sub-units within 
individual Clans, and is often used throughout their 
history to remove difficult lower castemembers.]

Trial of Annihilation
The ultimate punishment set down by Nicholas 

Kerensky, the Trial of Annihilation is designed to 
remove threats to Clan society with extreme prejudice.  
A Trial of Annihilation may only be carried out after a 
unanimous vote of the Clan or Grand Council, and may 
be invoked only for the most heinous crimes. Such 
sanctions have been declared against individuals, 
Stars and Clusters—but rarely—as it is often simpler 
to issue a Trial of Grievance. The trial calls for the 
destruction and erasure of everything associated with 
the target—possessions, history, genetic material and 
even descendants—to be destroyed. The trial has 
never been issued against an entire Clan, but some 
Loremasters believe it could have been used against 
the Widowmakers had Andery not created Supplication. 

[MP: Rarely used by the Clans, this trial is the 
Clan equivalent of total war, and have never been 
used outside of a handful or instances against only 
a few individuals. I have found that discussion about 
Annihilation is almost a taboo subject among even the 
most liberal clansmen. What could constitute use of 
this trial against an entire Clan is something even our 
guests wouldn’t say.] 

The Clan Way
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Government
Within the Clans, the Warrior Caste rules with an iron fist. This 

is perhaps a simplistic explanation, but an apt one. Clan society 
revolves around the warrior caste, which dictates the mandates 
the other civilian castes must follow. While the warriors do “rule” 
the Clans, they do so through what can only be described as 
a convoluted bureaucracy where cooperation with the civilian 
councils all but ensure their power is not absolute. Given that 
the Clans as a whole are not a single nation-state, but rather a 
confederation, actual execution of the system varies considerably 
from Clan-to-Clan. 

A single ruling body governs the whole of Clan Society: the 
Grand Council. At the pinnacle of this convocation is the ilKhan of 
the Clans. The position is an elected one, with each Clan allowed 
two votes and the ilKhan of the Clans casting any tie-breaking 
votes. The ilKhan is the supreme war leader of the Clans, 
although throughout its history, the position has seen its share 
of ups and downs. Below the ilKhan in Grand Council position, if 
not power, is the Loremaster of the Clans. Personal aide to the 
ilKhan, the Loremaster is also the secretary to the Grand Council 
and adjudicates both the Grand Council’s administrative arm and 
Clan law. 

The Grand Council itself is composed to two representatives 
from each Clan—the Khan and saKhan—respectively. These 
leaders represent a Clan’s supreme leader and his or her 
second. Together, the forty-member Grand Council resolves 
matters between individual Clans and Clan society as a whole. 
Although the Council possesses a great deal of reach, the Grand 
Council has little real power over the day-to-day lives. Given the 
independence of each Clan this is unsurprising.  

Below the Grand Council each Clan is headed—as 
previously mentioned—by a Khan and saKhan. Beneath them 
are the individual Clan Loremasters, Oathmasters and other 
high offices of a Clan. Along with most things Clan, these offices 
vary considerably. Within each Clan is a body known as the 
Clan Council. The Clan Council is where the true power of Clan 
government lies, and the most responsible for the health of the 
Clan. The Council consists of a Clan’s bloodnamed warriors, but 
some Clans have added civilian members to it over the years. 

Despite the looseness and relative independence of each 
Clan, the system is remarkably robust. Simplistic in execution and 
resolve, the few ties that bind Clan society are surprisingly strong. 

ilKhan
Not intended as a permanent position by Nicholas Kerensky, 

the actions of Andery Kerensky and Jerome Winson saw the 
office become a permanent feature of the Grand Council following 
the death of Nicholas Kerensky in 2834.  However, following the 
disgrace of ilKhan Tobias Khatib in 2947 the Grand Council nearly 
overturned that decision in disgust. Since then the office has 
diminished the prestige it once held.  

The ilKhan serves as a neutral arbiter for all of the Clans, 
representing the best interests of the Clans in the Grand Council 
and as their leader in war.  Elected by popular vote in the Grand 
Council, the role has evolved over the centuries to include 
mediation powers and a chief rehabilitator of Supplicating Clans. 
Although the ilKhan is a powerful position it is not absolute. That 
distinction ultimately rests with the Grand Council, who can 
censure or remove an unpopular ilKhan. Throughout history 

successful ilKhans have been marked by an ability to work with 
their peers. 

The ilKhan has control of the Ebon, Strana Mechty and 
Katyusha Keshiks, as well as the Clan Watch and Free Guilds. 
However, the Loremaster on the ilKhan’s behalf typically executes 
daily control of these groups.  

Loremaster of the Clans
Nicholas Kerensky originally established the position of 

Loremaster of the Clans for his brother Andery with no indication 
that the office was to be permanent. Nicholas’s successor, Jerome 
Winson, codified the permanent role of both the Loremaster and 
ilKhan. 

The Loremaster acts as the secretary of the Grand Council, 
chairing sessions when the ilKhan is unavailable and overseeing 
the elections of new ilKhans.  Additionally, the Loremaster is the 
personal aide to the ilKhan, and has daily control of the ilKhan’s 
Keshiks, the Clan Watch and Free Guilds.

The individual appointed to Loremaster is usually the most 
senior Clan Loremaster who has never passed the rank of Star 
Colonel.  He or she is expected to be impartial in all Grand Council 
matters, setting aside loyalty to his or her own Clan.

Grand Council
The Grand Council is composed of the Khans of all the 

Clans, the ilKhan and the Loremster of the Clans. The Council 
has authority over a wide range of matters, especially when those 
matter affect all of the Clans. Responsibilities of the Grand Council 
can include overseeing Trials of Possession between Clans or 
voting on a Trial of Supplication. However, the Grand Council is 
limited insofar that it may not intervene in a Clan’s internal affairs, 
or the affairs of the Bloodname Houses. 

The Grand Council also serves as the Clan’s High Court and 
has been known to arbitrate everything from Trials of Grievance 
to certain civilian caste petitions. 

Clan Councils
Clan Councils include a Clan’s entire compliment of 

bloodnamed warriors, and governs their individual Clans. 
Unblooded Clan warriors may attend council meetings as 
spectators, witnesses or aides, but may not vote or contribute to 
the debate unless invited to do so.  The exact nature of the Clan 
Council and protocol tend to vary from Clan-to-Clan, but most 
Clans follow this basic format. 

Within the council decisions are decided by majority vote, 
but unlike the Grand Council, which has stringent limits on its 
actions, the Clan Councils have near absolute power over their 
Clan.  Any challenge to the Council’s authority must prove that 
their actions have endangered the Clans as a whole. Since each 
Clan is relatively independent, a wise challenger must be very 
sure of the outcome.

The quorum for a council meeting is 50% of a Clan’s 
bloodnamed, although certain topics and votes may require a 
larger percentage. In practice, a Clan’s Khans are in charge of 
governing the Clan, with major decisions subject to review by the 
Clan Council. Council review acts as a brake on misuse of the 
Khans’ powers, while still offering enough flexibility to make the 
Clans reactive. 
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Khan
On the topic of Clan leadership, the Loremasters were 

decidedly vague, saying that two Khans act as the Clan’s 
military leaders and vote-caster in Grand Council votes, 
but little else. The Zoo Group believes the Loremasters are 

apprehensive to discuss the topic because of some underlying 
concern with the Hegemony that has not yet been addressed.  

Loremaster
On the topic of Loremaster we know much more. The 

Loremaster is one of the Clans’ most senior ranks, which acts 
as arbiter and a repository for their Clan’s cultural knowledge. 
Loremasters take a proactive role in any inquiries and trials, often 
acting as advocate or inquisitor.  By tradition the Loremaster 
does not vote on Council issues save to cast the deciding vote 
when breaking a tie. According to Loremaster Tamm the position 
carries considerable political power, and let slip that in times of 
crisis there are legal provisions that allow the Loremaster to take 
a Khan’s place in the event of incapacity, death or censure.  As a 
result, many ambitious warriors may view the post of Loremaster 
as a stepping-stone to greater Clan leadership.

Oathmaster
Original unique to the Nova Cats, the Oathmaster is usually 

the voice for unblooded and the lower castes in the Clan Council. 
Additionally, many Clans use their Oathmasters to maintain their 
history and culture.

 
Civilian Caste Administration

While the Clans are governed by the warrior caste, a civilian 
administration carries out the daily operations that allow the 
Clan to function. Depending on the Clan, civilian administrators 
are granted considerable leeway in accomplishing their 
duties. Gathering in multi-caste councils known collectively 
as assemblies (the exact title of each varies), they form a 
decentralized government well suited to the Clan way of life.  
Because the administration consists of many self-contained 
groups, changes in ownership— such as a facility, city or even a 
planet—has little impact on the civilian reporting structure. This 
means the actual running of an operation suffers little impact 
after a trial. To help minimize the effects of possession transfer, 
each group is largely self-sufficient and contains all the functions 
that section of the Clan needs to function.   

The Clan Way

Genetic Repositories
Among the Clans, the Genetic Repositories are among their most 

cherished and protected possessions, each one containing genetic samples 
from every Bloodnamed warrior. They play a vital role in the Clans’ eugenics 
program by storing the material and transferring it between Bloodname 
Chapels when necessary. 

Because of the importance of the eugenics program no combat of any 
kind is allowed near a Bloodname Chapel or the surrounding area. Often built 
of some sort of limestone, these single family-sized structures are covered 
in ornately carved friezes that depict the exploits of the chapel founder and 
notable descendants. Many Clans consider these chapels to be living works of 
art as new friezes are added over the years. Large chapels expanded to meet 
a growing need for storage space mark successful bloodlines; less successful 
ones are small and less ornate.

Each chapel contains the DNA of every member of the Bloodname 
House, living and dead.  Physical samples are maintained in cold storage; 
digital representations are stored in the computer system. The system also 
maintains a history of each sample, ancestors and any descendants. 

Crusader, Warden or Loyalist? 
The three competing Clan philosophies is something 

of a mystery. While their name might offer easy insight to 
the underlying basic principles of the philosophy, the exact 
definition is known only in unclear terms. Loremaster Elam of 
the Goliath Scorpions described the philosophical split as a result 
of contradictory interpretation of General Order 137, also known 
as the Hidden Hope Doctrine. The Order, presented by General 
Kerensky in the wake of the Prinz Eugen Revolt, described in 
ambiguous terms the circumstances of the SLDF’s return to the 
Inner Sphere. After the formation of the Clans, this document 
would be interpreted differently by what would be later called the 
Warden and Crusader movements. The Wardens saw the promise 
of a return to the Inner Sphere as an ideal to inspire the Clans 
to greatness rather than a literal command, and that Kerensky 
meant the Clans to develop free of the Inner Sphere. According 
to Tamm, the Crusaders, if information can be believed, took a 
literal view of the Hidden Hope as a direct order to someday 
return to the Inner Sphere. Without more information this is as 
close to an explanation as the Hegemony will receive. 

To muddy the waters further, the last decades have seen the 
addition of a third philosophy. Known as the “Loyalists”, this new 
philosophy helped spawn the Great Destiny mission and came 
as a direct result of the Hegemony’s recreation. Championed by 
the Steel Vipers, the Loyalists believe that the Clans should help 
protect and strengthen the Terran Hegemony.

[MP: While the Hegemony should be skeptical 
of their true intentions, Loremaster Tamm is one of the 
more eager Clansmen among his kind. Most of the more 
sensitive pieces of information found in this file came 
from him, and in our discussions he seemed genuinely 
enthralled with the new Hegemony despite our cultural 
differences.]   
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The Clans’ military rests solely in the hands of their 
warriors and the warrior caste. The following section examines 
all information pertaining to the Clans’ militaries or Toumans 

(as their known among the Clans.) 
The Clans have several unusual military practices that 

deviate from the Inner Sphere norm. An outgrowth of the type 
of combat championed by Nicholas Kerensky, these practices 
offer the Clans certain benefits, but as examined by the Zoo 
Group, some very specific weaknesses as well. However, 
based on what has been observed of the individual Clan 
warriors assigned to the Great Destiny, the Clans are decidedly 
dangerous opponents. 

[MP: The Clans’ entire way of life revolve around the concept 
of honor: their personal honor, the honor of the Bloodhouse, unit 
and Clan. Clansmen take their honor seriously—more so than 
any Combine samurai—and any slight to it will not be satisfied 
except through combat. Because honor is the foundation, 
or wellspring, from which all Clan culture spouts their style of 
combat reflects the concept. HAF commanders should become 
familiar with these concepts. In the event the Hegemony ever 
comes into combat against the Clans, knowledge of these 
practices and Clan honor will be crucial.]

Combat Philosophy
Clan warriors strive to become the epitome of martial 

excellence, with the entire breeding program developed to create 
the greatest warriors. Whereas a single warrior is a paradigm 
of elite skills, in combat Clan warriors often battle in a series 
of ritualized duels. Known as zellbringen, the complex code of 
conduct governs combat between warriors. More a tradition than 
a law, zellbringen is nevertheless almost universally adhered 
to since it offers individual warriors the greatest opportunity to 
earn glory while reducing unnecessary losses. Among more 
liberal Clans and trials for high-profile objectives, the tradition is 
exempt or broken out of necessity. 

Field Deployment
Clan Toumans—compared to even the most basic militia 

unit—are notable for their direct and clean approach to combat. 
Clan trials are often fought in specially marked areas with 
designated deployment zones. In fact, when the Loremasters 
saw broadcasts from the Solarian arenas they were initially 
impressed that the Inner Sphere had created wonderful trial 
arenas. This impression quickly turned sour once they learned 
the truth, but a few showed some desire to someday visit. 

 When the objective is part of the trial area, the attacking 
Clan will often land close to the objective and assault it directly.  
Some Clans practice a more indirect (by their definition) style 
of warfare, often landing in unconventional locations or striking 
an objective—after issuing a batchall—from an unexpected 
direction. However, it is believed that the Clans generally refrain 
from prolonged combat since such actions would run contrary to 
the Clans’ desire to husband resources, prevent unnecessary 
losses and earn honor. 

Combat Practices
Bidding and Batchalls

The Clan-style of warfare revolves around the concept of 
bidding. Clan bidding is a concept whereas an attacker will use 
a minimum force to take an objective. Adhering to this practice 
limits wasteful destruction, expenditure of forces and the best 
opportunity to earn combat honor. Warriors who succeed in 
winning their battles with the least amount of resources or forces 
used are highly lauded by the Clans. Since all of Clan life is 
determined by trials bidding seeps into every aspect of Clan life, 
not just the actual fighting. The HID has observed clansmen bid 
for everything, from use of a simulator to fresh produce.   

In practice an attacking Clan or clansmen will issue some 
sort of trial for an objective. Issuing a trial—such as a Trial of 
Possession—is often as simple as asking an opponent what 
they will defend a given objective with. For example, Clan Wolf 
wants a supply of wheat from Clan Mongoose. The Wolves 
will approach the Mongooses and ask them what forces they 
will defend the wheat supply with. Once the Mongooses have 
provided that information the Wolves will bid amongst themselves 
to determine who or what forces will have the honor of defeating 
the Mongoose defenders. This process of declaring an 
attacker’s intention and asking for the defender’s force is known 
as a Batchall. During the Batchall both side have an opportunity 
to go through a “cutdown,” or internal bidding. Dropping any 
force below the “cutdown” threshold is dangerous, but securing 
victory with a substantially disadvantaged force is considered 
especially noteworthy. [MP: We’re still trying to determine the 
Clans’ formula for determining a cutdown threshold.] Additionally, 
should the attacking force suffer heavy losses during the battle 
they are allowed to bring fresh reinforcements equal to the 
second-to-last internal bid. A commander that does so will forfeit 
much of their honor, but some warriors will willingly forfeit their 
personal honor to bring glory to their Clan. 

Among individuals, the process is slightly more 
streamlined—there is no need to bid down—but enjoys an 
identical outcome. While the whole system rests on the idea that 
a defender will accurately and honestly declare their strength, 
the Clans seem to completely adhere to this open and guileless 
style of warfare. In fact, concepts such as deception and stealth 
seem totally alien. However, as the Clan system is built on 
honor, truth and straight talk, the system has served them well.

Safcon
Safcon, an abbreviation of safe conduct, is a rite asked for 

by an attacker to allow them to land on a planet unopposed. 
Designed to minimize losses associated with orbital or high 
altitude combat, this rite is not always granted. Among Clans with 
a known aerospace preference or when the target is particularly 
valuable the request will never be asked. Loremaster Tamm 
flatly stated that the Snow Ravens will never grant safcon as it 
denies them the greatest opportunity to earn honor. 

Loremaster Zackary Tamm’s summation of the Clans’ Toumans (Read: Military) offered the only hard information on the topic and is 
the least complete section of the report. Tamm is by far the most friendly of the assembled Loremasters, but even he strikes me as 
holding back like he is waiting for something. Tamm assures me in his normal cryptic fashion that all would be revealed in good time, 
but it has been my experience that anytime someone says “in good time” you should start worrying. Sadly, our efforts to recover any 
new information from the Destiny’s databases have been unsuccessful. The Clansmen were extremely thorough in erasing their data 
cores before making contact.

Warrior’s of Kerensky
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Hegira and Isorla
Hegira and Isorla were recently learned after a trial between Ivan Telinov and Joaquin Loew. Fought over a personal remark 

made during a meal, Loew trialled Telinov on the hull of the Great Destiny using “borrowed” (read: HID offered) BattleMechs. The 
two warriors battled in the vacuum of space over thirty minutes before Loew’s Black Knight could no longer continue. Offering hegira 
over an open channel, Loew conceded victory. Before allowing Loew to withdrawal, however, Telinov claimed Loew’s Black Knight 
as his personal property. Witnessing the battle with the other Loremasters, Melanie Elam explained that hegira is the right of offering 
honorable withdrawal from the field to a beaten opponent. Hegira is not always offered, but the practice allows defeated warriors to 
retain their property. In this particular case however, Telinov claimed Loew’s BattleMech as isorla because the BattleMech was unable 
to leave the battlefield under its own power. Isorla is material left on the field of battle and claimed by the victor. This extra material 
gain is in addition to any trial objective, and is the Inner Sphere equivalent of claiming battlefield salvage.
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Clan Blood Spirit
Clan Blood Spirit was founded on the ideal of brotherhood 

between all the Clans, and while the early Clans were 
ensconced on Strana Mechty this was a  reality. 

However, once the Clans liberated the Pentagon they 
forgot earlier bonds of friendship as competition exploded 
between the Clans. Within a few short years, the ideals of 
brotherhood and friendship that founded the Blood Spirits 
was dead, and with it the hopes and dreams of an entire Clan. 

Since the liberation, the Blood Spirits have been preyed 
upon by many of the other Clans, who see the Spirits as weak 
and easy prey. Their constant harassment, and the Spirits’ 
lack of support from former friends turned the Spirits into 
bitter isolationists, who have since decried the other Clans 
as fallen paradigms of Kerensky’s true way. Despite, or 
perhaps in spite of their own deviations from their origins, 
the Spirits continue to believe they are the truest heirs to the 
Great Father’s legacy. The Blood Spirits are defined by long 
standing feuds and losses at the hands of the other Clans. 
These losses have skewed the Spirits’ world view of outsiders, 
and the Clan is intensely hostile to non-Spirits. They are 
highly reluctant to trust anyone except after a lengthy period 
of working proof.  

Losses to the other Clans and the Spirits small size has 
also created a system that emphasizes the harsher aspects 
of Clan society and the Spirits’ innate superiority for survival. 
Alone, the Spirits’ believe that each Spirit warrior should 
be the equal or better of any other Clan. Because of this, 
the Blood Spirits produce some of the best warriors. While 
their extreme training  program has a high mortality rate, it 
is supported by a vast apparatus of lower castemen who 
receive something no other Clan allows: rudimentary military 
training. Although now in ascendant, the Clan still retains a 
deeply scarred communal psyche. Strong Crusaders, the 
Blood Spirits would do just about anything short of disobeying 
a Grand Council edict to return to the Inner Sphere.

Cloud Cobra
It is fitting that the Cloud Cobras have many Cloisters 

(analogous to religious orders). This Clan oozes principles of 
unity, brotherhood and benefit for all, as shown by the Cobras’ 
ability to work with its fellow Clans. A true social chameleon 
among the Clans, the Cobras deal well, but never deviate 
from their own goals. Despite what they may say, or when 
appearances might indicate otherwise.  

Founded by an aerospace pilot and a priest, the Cloud 
Cobras are a spiritual Clan, whose faith has given the Clan 
strength. Unlike the Fire Mandrills, the spiritual differences of the 
Cobra warriors wasn’t one of derivation. The Cobras’ cloisters 
never tore the Clan apart, although they’re the first to admit they 
haven’t been an over abundance of help either. Weakened by 
the campaign to reclaim the Pentagon, the Cloud Cobras often 
saw competing Cloisters duplicate efforts slow their growth, 
however, while the Cobras’ material wealth has never been 
great, the Cloisters have produced some of the finest politicians 
in Clan history.  

Driven by a desire to reach spiritual purity and an 
evangelistic zeal, the Cobras are sometimes viewed with disdain 
by the other Clans, who detest their strange religious attitude or 
distrust them because of their beliefs. The fact that the Cobras 
are known to be politically advantageous when the opportunity 
presents itself has not helped. Although some Clans believe the 
Cobras’ methods and practices are a hindrance, the Cobras 
apparently don’t seem to notice. 

When the Clans learned of the reformed Hegemony, it was 
the Cobras who reached out to their long-time rival, the Steel 
Vipers, to form the new Loyalist philosophy. While the Steel 
Vipers are nominal leaders of the movement, it would appear 
that the Cobras have achieved a great deal of standing thanks 
to their association with it. Their Loremaster has been friendly, 
often professing a desire to work with the Terran Hegemony. 
However, at this time their true motives and goals can only be 
guessed at.  
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Clan Coyote
A Clan with a noble history, the Coyotes, more than any 

other Clan display the hubris that infects all of Kerensky’s Clans.  
Once the most powerful of the Clans, eclipsing even the prestige 
of the Wolves, the fall of the Coyotes has been long and deep.  
Founded by the wife of Andery Kerensky—Dana Kufal—the 
Coyotes were at the center of Clan society and helped codify 
many of the idiosyncrasies that define the Clans today. 

Kufal’s focus on Nicholas Kerensky’s words, rather than 
the spirit of his ideals has defined her Clan to the present day.  
Conservatives to a fault when it pertains to the tenets of the 
Great Father, Coyotes are strange bedfellows with the liberal 
Wolves.  

 The Golden Century saw the rise, peak and eventual 
decline of the Coyotes, whose power has substantially declined 
over the past fifty years. Stagnating, and then atrophying, the 
Coyotes have struggled to find a new direction. Until recently, 
the Coyotes made little effort to improve their situation because 
of it. Revelation of the Hegemony’s existence has transformed 
the Coyotes, finally imbuing them with new drive and direction. 
Only time will tell whether or not their newfound energy will 
overcome their physical limitations.  

Despite their reversals over the years, the Coyotes still 
command a great deal of respect in the Grand Council. While 
they’re not particularly interested in the Hegemony at the moment, 
the Coyotes have shown a historic tendency to scavenge as well 
as their namesake. Perhaps one of the greatest weaknesses 
of the Coyotes is their willingness to lecture other Clans and 
take an attitude of insufferable smugness. As a result, few Clans 
outside of the Wolves call the Coyotes friend. 

[MP: The “respect” that once followed the Coyotes around 
like a loyal pup seems to be finally fading. I saw their Loremaster 
publicly derided by Issac, and Melanie Elam alluded to internal 
fractures festering within the Coyote’s civilian castes over 
prevailing attitudes among the warrior caste, and their inability 
to rectify some sort of underlying social issue.] 

Clan Fire Mandrill
For many years the Fire Mandrills were a microcosm of the 

Clans as a whole. Factious and prone to infighting, the Mandrills 
were composed of numerous sub-divisions called Kindraa. 
Kindraas fought against each other and other Clans for dominance, 
and plagued the Clan for most of its history. Interestingly enough, 
the Mandrill Kindraas have played important roles throughout 
clan history, lending this small Clan strange influence beyond 
strength of numbers.  

While many of the Clan’s warriors recognized the need to 
centralize, they were unable to decide on whom they should stand 
behind. Few Kindraa are willing to willingly abdicate power for the 
good of the Clan, and even less are willing to actively assist a 
weaker Kindraa. 

With each competing Kindraa trying to outdo the others, 
the intended effect has only hobbled the Clan as a whole. 
Easily dispatched when isolated, the Kindraa are nevertheless 
dangerous to stir. Despite the loss of some Kindraa over the 
years, the Mandrills are known to set aside their personal feuding 
when the entire Clan is threatened. In fact, the only thing Mandrill 
warriors can agree on is how much they’re Fire Mandrills. To 
outsider this means Mandrills make impossible Bondsmen, even 
worse so than the Blood Spirits, and therefore are rarely taken 
into service. 

It would take decades before the Fire Mandrills could unify 
into something resembling a traditional Clan, and it would take the 
leadership and drive of a non-Mandrill to do it. Nathan Ravenwater 
managed to accomplish the impossible with the Mandrills: bring 
them together. Focusing the Kindraas’ attentions on the Mandrills’ 
traditional enemies rather than each other, Ravenwater turned the 
Clan from a laughing stock to a potent force in homeworld politics. 

Still, as recent evidence has suggested, the Mandrills are far 
from enjoying the same solidarity as some of their fellow Clans. 
Only time will tell if Ravenwater’s conversion is permanent or 
merely a short break in the Mandrill’s seemingly self-destructive 
cycle of disunity.  

The Clans
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Clan Ghost Bear
Slow to anger, reserved of council and forged around 

bonds of family, the Ghost Bears take their namesake to heart. 
Slow to reach a decision and rarely rash, the Ghost Bears are 
one of the more measured and thoughtful of Kerensky’s Clans. 
Founded by Sandra Tseng and Hans Jorgensson, the Ghost 
Bears were led by the only husband and wife team among the 
Clans. 

From their start the Bears often kept to themselves, staying 
aloof from their fellow Clans so they could strengthen the 
internal bonds of family and friendship Tseng and Jorgensson 
sought to instill.  As a result, the Ghost Bears have suffered little 
internal division. Within the Clan, every castemen is a member 
of the family, and family supports one another. This deep 
dedication to family often meant that the Ghost Bears looked 
inward instead of outward for support. It’s unsurprising then 
that the Bears have only a limited number of allies, but an even 
smaller number of enemies. Despite their self-reliant attitude 
the Bears are willing to work with those who have proven 
themselves as reliable and true. Surprisingly, the Ghost Bears 
can count the Nova Cats and Snow Ravens as close friends. 
Despite the cultural differences between the three Clans, the 
Ghost Bears seem unaffected by them, caring only how those 
Clans conduct themselves with the Bears. Conversely, like 
an animal that defends its territory, the Ghost Bears will fight 
fiercely to protect what’s theirs. The Bears’ long-standing feud 
with the Hell’s Horses is a result of fighting over limited territory 
in the Kerensky and Exeter Clusters. 

In addition, the Bears tend to focus on long-term goals, 
often sacrificing quick gains for huge payoffs later. To an 
outsider this means the Clan looks like it is moving at an 
almost glacial pace, but a closer look reveals that the Bears 
are indeed growing, and like any wall of ice—once moving—
can’t be stopped. An imposing force among the homeworlds, 
the stoic Ghost Bears may become the Hegemony’s greatest 
ally or enemy. 

Clan Goliath Scorpion
Many of the other Clans believe the Goliath Scorpions are an 

example of waste in action. A small Clan saddled with an obsession, 
the Goliath Scorpions are infatuated with recreating history. 

Since their formation, the Goliath Scorpions have practiced a 
culture of flexibility and adherence to excellence that has produced 
some of the best gunners and tactical thinkers among the Clans. 
More than martial training, the Scorpions are one of the few Clans 
to embrace education beyond the firing range. Scorpion warriors 
are required and expected to learn subject areas beyond the 
necessary, and use what they’ve learned on the battlefield—and if 
the calling is strong—as a Seeker.    

Long and loyal supporters of both Kerenskys, the Goliath 
Scorpions tend to defer to the Wolves in most matters. Some 
observers believe that because of this the Scorpions are Kerensky 
lap dogs. The truth is that the Scorpions are simply too involved in 
their own pursuits to really care. To them the Grand Council is a 
necessary evil they have to participate in so they can continue their 
work. While deference to the Wolves has raised the ire of several 
Clans, the Goliath Scorpions are mostly left to their own devices. 
The fact of the matter is that the Scorpions have little worth taking, 
and are strong enough to keep what they have.   

For the Scorpions the only thing that matters is knowledge. 
They are obsessed with it, and have dedicated most of their 
available resources to obtaining it. While this translates to vast 
quantities of historical artifacts, it may also include living history—
including people. 

One of the stranger aspects of Scorpion culture is the use 
of necrosia. A synthetic drug derived from the venomous Goliath 
Scorpion, Clan warriors are known to ingest the drug in order 
to induce hallucinations. In limited use among the Scorpions, 
necrosia has been known to reveal the past, the present and 
the future to users, and is considered an assistant in reaching a 
higher knowledge. According to Elam, the Goliath Scorpions are 
fascinated by the Hegemony and are eager to explore the Inner 
Sphere. 
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Clan Hell’s Horses
The Hell’s Horses are often noted as being more 

egalitarian compared to other Clans, and not true 
traditionalists. Rather, they express a flexibility born out 
of preference and necessity. Long time supporters of Clan 
Wolf and the Warden cause, the Hell’s Horses are known to 
maintain a fair number of positive relationships with many of 
the other Clans, including the Jade Falcons. However, the 
Horses seem to have a solid hatred of the Ghost Bears and 
Fire Mandrills. 

Private discussion has revealed that this Clan tends 
to have a more harmonious relationship between different 
castes and even between the different branches of warriors. 
Apparently, while most Clans condemn their conventional 
infantry to a support role, the Hell’s Horses utilize their 
super soldiers in a useful and honorable way. While the 
MechWarrior may rein supreme even among the Clans, the 
Horses have long embraced the combined-arms formations 
of their SLDF roots. Developers of the Elemental infantry 
phenotype, the Hell’s Horses are the undisputed masters of 
infantry combat. 

[MP: While we have not been able to acquire or view 
simulator or Battle ROMs of the Hell’s Horses in combat, it is 
imperative that we do so. All of the Clan warriors are superb 
combatants, but the Horses seem to be the only Clan to 
actively pursue a style of combat similar to our own.] 

The Horses’ reaction to the reformed Terran Hegemony 
during Conclave interviews and public discussion seem 
relatively neutral. While their Loremaster’s questions are 
pointed, they lack the venom of the Ice Hellions, or the 
compliments of the Steel Vipers.  The Hell’s Horses may be 
fence sitting, but for what remains—like most of the Clans—
an unknown. 

[MP: Given the Horses’ propensity for harmony among 
its castemembers I was unsurprised to learn that one of their 
bloodnamed is Khan of the Fire Mandrills.]  

Clan Ice Hellion
Clan Ice Hellion is possibly the most impulsive and 

quick tempered of the Clans, and is noted for its rapid 
overreaction to the words and deeds of the other Clans.  
Their impulsiveness and apparent inferiority complex has 
often limited the Clan’s progress. Rarely do the Hellion 
Khans look beyond present feuds to plan for a better future.  
In combat, the Ice Hellions modelled themselves after their 
totem completely. One of the few Clans to embrace pack-
like tactics, the Hellions developed a model of warfare that 
emphasized speed and surprise over firepower and stamina.  
A brutal form of combat, the Hellions were very successful 
during the Pentagon campaign because of it. 

Overconfident in the aftermath of Klondike, the Ice 
Hellions did not heed the lessons they should have learned 
during the campaign. The early years of Ice Hellions history is 
filled with numerous tales of victory. However, those victories 
would be shortlived as the other Clans soon learned and 
developed powerful defenses against the Hellion’s style of 
combat. Very soon the Hellions’ fortunes had reversed and 
a new, darker component of Hellion culture reared its ugly 
head, one that rears itself from time to time when the Clan 
is faced with a problem it can not deal with using traditional 
methods: the use of performance enhancing drugs.  

First used by the Hellions after a string of defeats in 
the 2830s by saKhan Lucius Moore, the saKhan’s actions 
threatened to destroy the Clan. Forced to reave their own 
warriors, the Ice Hellions removed the saKhan and his taint, 
but at great cost to themselves in the process. Sadly, the 
use of drugs cropped up over the decades, and each time 
the Hellions are forced to deal with the problem internally. 

Among the other Clans the Hellions are known for their 
quick temper, harsh reactions and lightening quick attacks. 
While this has brought the Hellions into conflict with many 
enemies, it has also hardened its warriors into a potent 
force.  
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Clan Jade Falcon
The Jade Falcons seem to carry themselves as the 

epitome of what it means to be Clan. To the Falcons, all 
other Clans are just playing at Clan. This attitude stems from 
deep psychological scars developed after the Pentagon 
campaign, when the Wolves were selected, rather than the 
Falcons, to carry on the Kerenskys’ genetic legacy. Despite 
sterling performance during the conquest the Falcons were 
denied. It was this denial of what they saw as their rightful 
reward that drove the early Falcons into a morose despair 
that filled the Clan with self-doubt. While some of the early 
Clans felt similar unease in the aftermath of the Pentagon, 
it was particularly difficult for the fanatical Falcons. During 
this time of turmoil, the Falcons eventually purged their 
ranks of naysayers, but at great cost. The action turned 
the Jade Falcons into the pure paradigms of Clan society 
they espouse today, while also solidifying a rivalry with the 
Wolves that has become legendary. One of the strongest 
Clans, the Jade Falcons have nevertheless never been a 
true leader among the other Clans—and given their general 
attitude this is not surprising—but instead, seem content to 
sharpen their talons when necessary to achieve their goals.  

[MP: The Jade Falcons remain one of the least 
understood of Kerensky’s Clans. Not for lack of trying, but 
because of two notable facts. The first is that their Loremaster 
isn’t a Jade Falcon. This in itself has caused confusion and 
trouble among the Group’s analysts, but it compounded by 
the fact that exposure to “true” Falcons has been limited to a 
few security-oriented words with Telinov’s protection detail. 
A single limited exchange with one of Telinov’s bodyguards 
revealed any sort of opinion regarding the Terran Hegemony 
that could be summarized as such: The Terran Hegemony 
must prove itself worthy of the Falcons. Given what’s known 
about the Falcons this attitude is unsurprising, but offers the 
Hegemony a true opportunity if properly exploited.] 

Clan Mongoose
Of all the Clans, the Mongooses personify the old adage 

of making war by other means.  Founded by a warrior noted 
for his political acumen, Clan Mongoose would take the 
example set by their first Khan and continue to manipulate 
events around themselves as far as they could within the 
letter, if not the spirit, of Clan Law. As a consequence of 
their political maneuvering the early Mongooses were very 
successful, growing in leaps and bounds after the Pentagon 
campaign. However, among the martial and confrontational 
Clans, the Mongooses’ over reliance on “dishonorable” 
means of achieving their goals bought them many enemies. 
Eventually, the Mongooses earned the ire of one too many 
and they were soon facing the full might of the Coyotes, Star 
Adders and Smoke Jaguars. Backed into a corner, the Clan 
tried in vain to halt the attacks through peaceful means. It 
failed. 

Forced into Supplication, the Mongooses paid a steep 
price for their actions. However, while other Clans turned 
bitter from their Supplication—like the Ice Hellions—the 
Mongooses seem to have retained what can only be described 
as a “cheerful” attitude. More likely, the Mongooses simply 
learned an important lesson about the limitations of politics. 
Given their actions after their supplication, this would seem 
especially true. 

In recent years Mongoose political machinations within 
the Grand Council resulted in the election of one of their 
own to the position of ilKhan and the enmity of a new set of 
enemies. While few Clans trust the Mongooses they have 
nevertheless continued to maneuver and present themselves 
as a mediator between the Loyalists, Crusaders and Wardens.  
What game the Mongooses are playing at is anyone’s guess, 
but given their history, should be watched closely. They may 
not be the largest or strongest of Kerensky’s Clans, but the 
Mongooses have shown a remarkable propensity for shaking 
the very foundations of Clan society. 

The Clans



38

Clan Nova Cat
The Nova Cats stand out as extremely unusual, even among 

the strange and alien Clans. No small feat given their company, 
the Nova Cats are notable for their adherence and preference for 
curious mystic customs. Bordering on a true religion—with its own 
set of codified rituals—the Nova Cats are fanatical in their practice, 
which outsiders find disturbing and nonsensical. Among the agnostic 
Clans, the Cats’ mysticism is especially difficult to understand given 
its shamanistic tendencies and a vision’s power in determining the 
actions of the Clan. The Cats’ fanaticism for their rituals was recently 
taken to new heights with the creation of a so-called Mystic Caste. 
A caste of dedicated “seers,” the Mystics are the Cats’ attempt at 
genetically altering the human genome to produce individuals 
capable of making providing the Clan with the mystical leadership 
they so desperately crave. 

Throughout their history the Nova Cats have looked to their 
visions and portents for guidance, but the success of the Clan can 
be attributed to more than just blind faith in visions. The Cats are 
pragmatic enough to know when to accept mystical guidance and 
when not to.  However, this hasn’t stopped the Clan from making 
poor decisions based on a vision. It just means that harm or loss 
attributed to a vision is conveniently forgotten. The Nova Cats have 
never been leaders in the Grand Council—most Clans distrust the 
Cats because of their alternate belief system—and they generally 
steer away from Clan politics. Another defining characteristic of the 
Nova Cats is their focus on mercantile development. While not as 
intense as the Sea Foxes, the Clan’s merchant caste stands out 
among the Clans. Their strong economy has allowed the Cats to 
remain competitive with some of the larger Clans.

The Nova Cats seem genuinely fascinated by the Terran 
Hegemony. Discussions with their entourage—while vague by Inner 
Sphere standards, but open by Clan standards—indicate that the 
many of the Clan’s high ranking warriors and leaders have had 
visions about the Terran Hegemony, though what the visions may 
entail or mean for the Nova Cats and the Hegemony have not been 
revealed. 

Clan Smoke Jaguar
Apex predators in a society based on the creation of the 

apex warrior, the Smoke Jaguars have embraced their totem 
animal in a way most Clans could only dare to dream of. Known 
for the ferocity of their attacks, the Jaguars expect and want 
to trial, and accept a zen-like attitude in their execution. It isn’t 
a matter of when a trial will occur, but rather why isn’t a trial 
happening at that moment. Their concepts of success and 
failure are so simple it would put a Zaniah monk to shame. 

Calm one moment and violent the next, the Jaguars display 
a vicious intellect that ruthlessly exploits any advantage. Fellow 
Clans have come to fear the Jaguar’s claws, as the Clan is known 
to strike without warning. Jaguars abhor politics and diplomacy. 
They believe in their Darwinian approach to trials; they take what 
they want, when they want it. For the Clan, the strong succeed 
and the weak fail, regardless of station or endeavor. As a result, 
Jaguars may be the best individual warriors among the Clans. 
Legendary for their ferocity, the Jaguars have embraced their 
totem’s all or nothing approach to hunting, and Jaguar warriors 
fight every battle like it’s their last. All Jaguars fight until either 
they or their prey is dead. 

Smoke Jaguars also pride their individuality—almost above 
the Clan—and their individual quests for dominance can weaken 
internal cohesion as clansmen trial amongst themselves to 
achieve apex-status. Even still, this system of governance 
ensures that only the most capable individuals reach positions 
of authority and retain that authority long enough to use it. 
Luckily for the Jaguars, strong sibkin systems—based on 
Smoke Jaguar family units—combat the worst excesses of this 
individuality. When faced with an outside threat the Jaguars can 
also be surprisingly defensive of their people, with the warriors 
treating their lower castes like a Smoke Jaguar mother her cubs 
when threatened by an attacker. However, the warriors are no 
more tolerant of weakness than any adult Jaguar and have 
been known to treat their civilian castes harshly (by non-Jaguar 
standards) when they fail in their duties. 
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Clan Sea Fox
By Clan standards the Sea Foxes are one of the most liberal 

and progressive of the Clans, and a leader in mercantile pursuits. 
The Foxes combine the ferocious martial discipline of the Clans 
in the pursuit of economic dominance. The undisputed masters 
of trade among the Clans, the Sea Foxes could teach the Lyrans 
a thing or two about economics. Within the Clan, the merchant 
caste is afforded unprecedented power and effectively acts in a 
co-leadership role with the Clan’s warriors in everything except 
name. Only a thin veneer exists between the two castes, and their 
flexible relationship has served the Foxes well since their battle for 
Babylon.   

Creative opportunists, the Foxes prey to the mutual advantage 
of themselves and their partners, although there is no mistaking 
that the Foxes always come out on top. This means the Clan has 
interest in almost every program or asset among the Clans, and the 
Sea Fox merchant fleet is often spread across all of Clan space. 
This unfettered access allows the Foxes to tap into resources that 
may have been closed to them through more traditional Trialing. 

It was the Sea Foxes, who first discovered the existence of the 
Terran Hegemony and brought the information before the Grand 
Council. Open and friendly with every Terran representative they 
have come in contact with, the Sea Foxes have made it a point 
to bid, trial and somehow coax the Hegemony into trading for a 
number of items. If not for Loremaster Issac’s successful trial to 
ban further trades it is assumed that over 90% of the Destiny’s hold 
would have been given over to Sea Fox cargo. The fact that the 
Sea Foxes originally trialed to provide the supplies for the Destiny’s 
mission to begin with indicates that this was their plan all along. 

Of all of the Clans, trading with the Foxes may offer the 
Hegemony the insight into the Clans it so desperately needs 
without exposing the nation to conflict. However, it is imperative 
that Hegemony negotiators begin studying recorded Sea Fox 
trades immediately. Their tendency to invoke the strange to win 
a bid—a micro-gravity card castle build off for example—lends 
them an edge that could cost us more than what we’ll gain. 

Clan Snow Raven
As political—if not more so—than the Mongooses, the Ravens 

can be closely compared to some of the undercurrents inherent 
in Combine society: politeness at the point of sword. Whereas the 
Mongooses looked to exercise their political muscle on the other 
Clans, the Ravens turned mostly inward, only flexing their talons 
in the Grand Council when absolutely necessary, or when an 
opportunity presented itself. The reason for this is as simple as it 
is complicated: the Ravens are at war with themselves. Saddled 
with internal divisions that would make the Mandrills blush with 
envy, the Snow Ravens never succumbed to the pressures that 
tore their fellow Clan apart. Instead, the power-hungry Raven Blood 
Houses that struggle for dominance turned to the subtle, yet equally 
dangerous, game of political intrigue. As a whole, Ravens strive to 
maintain the appearance of polite, calm and charismatic speakers, 
but beneath their thin exterior is a cunning Machiavellian intelligence 
imbued with ruthlessness only the hard vacuum of space can teach. 

Within the Clan, membership, loyalty and the position of the 
Blood House is everything, and punctuates every aspect of Raven 
society. Competing Blood Houses are in a constant struggle for 
supremacy and position. Nepotism—in the Clan sense—runs 
rampant, and Houses will jockey members into positions of 
leadership in direct conflict with other Houses. Even freeborns are 
involved, used as agents of a Blood House—sometimes promised 
membership for service—and as pawns in the endless series of 
moves. 

Raven society is also controlled by another underlying 
tenet: success. The Clans rarely attacks unless the odds are in 
their favor, and tactics that make them exceedingly dangerous 
warriors on the battlefield when it is on their terms. Most enemies 
accept that safcon will never be granted and that zellbringen will 
not be followed at particularly important locations. The Snow 
Ravens are a Clan seeped in a bloody history that has taught 
them the values of foresight, patience and preparation. For a 
Raven, protecting the clan and protecting the House are the only 
things that matter.
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Clan Star Adder
A pragmatic Clan with a long history of approaching 

situations with a clear command of the problem, the Star 
Adders are true strategists. One of the few Clans to offer 
their lower casteman some form of voice in its governance, 
the Adders have always favored a long, broad view, often 
eschewing rash actions or lengthy feuds whenever possible. 

Stoic compared to the Ice Hellions or Fire Mandrills, 
the Adders are not above interfering in the affairs of others 
when they see the necessity. It was the Star Adders, not 
another Clan that instigated the Blood Scandal in an effort to 
turn Coyote attitudes into something more beneficial to the 
Adders. A leader in the Grand Council due to their sizeable 
Touman and holdings, the Adders are well respected for 
its success and relative predictability. This respect and the 
Clan’s general thoughtfulness has seen two Star Adder 
Khans elected to the position of ilKhan over the years. 

Something of an enigma insofar as their attitude towards 
the Terran Hegemony, the Star Adders delegation has 
shown benign interest in the Hegemony since arriving, with 
an eye towards learning what could only be called strategic 
information about the nation. While they’ve failed to learn 
anything of note, the Adders haven’t grown frustrated at 
their failure, instead taking the disappointment in stride. 
What this means for the future relationship between the 
Hegemony and the Adders is unknown, and unlikely to be 
known until the Adders decide otherwise.

[MP: The Adders play things pretty close to their chest. 
They seem to have mastered the art of playing with a “poker 
face,” but with truthfulness that would put them at odds 
with the polite “face” normally put on by say, the Capellans. 
The Adders have surprised other members of the Conclave 
during a number of open discussions with some statement 
or attitude, ostensibly on purpose and for our benefit as 
witnesses. Why, however, is anyone’s guess.]  

Clan Steel Viper
For many years the Steel Vipers were caught in an 

ongoing malaise. While other Clans surged ahead, the 
Vipers remained stuck in neutral. Their pursuit of perfection, 
ridged stance on traditional Clan values and strict adherence 
to the literal tenets of Kerensky saw the Vipers flounder 
and stagnate. This quiet depression affected the Vipers for 
decades, until the Clan found a singular warrior with a cause 
and vision for their future that would instill a sense of purpose 
and pride in every clansmen. Sandra Mercer is credited with 
giving the Vipers what they had been denied for so long, and 
brought the Clan into a new era of prosperity. The drive and 
passion of Mercer brought the Vipers to the forefront of the 
Clans in a radically short period of time. Unfortunately, they 
failed to entertain the notion that the other Clans may not 
share in their vision of the future, and their subsequent fall 
was as rapid and spectacular as their rise.  

Despite another devastating blow to their hopes, the 
Vipers trudged on, rebuilding their power and prestige 
among their fellow Clans. While the other Clans do not look 
towards the Vipers for leadership, the Clan nevertheless 
believes their time is coming. This makes the Steel Vipers 
something of a wild card in Clan politics. 

Acknowledged as co-founders of the Loyalist movement 
there is a sense that the zeal and passion of the Vipers isn’t 
entirely heartfelt, and involvement in the movement is merely 
a tool to help propel them into a better position. Even still, 
outside of a few notable exceptions, the Steel Vipers have 
also provided most of the unauthorized intelligence leaked 
from the Clans. Their delegation has defied the Conclave on 
a number of occasions to offer up commentary or information 
on a number of taboo topics, and has gone out of its way to 
convince Hegemony delegates of the righteousness of the 
Clan way. [MP: Most of the trials I witnessed revolved around 
defiant Vipers and their “interference” with the Conclave (i.e. 
Grand Council’s) mandates.]
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Clan Widowmaker
The Widowmakers are an object lesson in the hazards of 

becoming consumed by hatred. The Widowmakers hate everything, 
including other Widowmakers. They are consumed with a burning 
hatred for the other Clans, and are defined by their history in a 
way few Clans can understand of empathize with. Early on the 
Widowmakers suffered the tragic consequences of the actions of a 
few important individuals (Karriage, Jorgensson and Vordermark). 
Their mistakes and the suffering the Widowmakers endured because 
of them penetrated the Clan to its very core.

Often counted as one of the more traditional Clans, the 
Widowmakers do make a distinction between trueborns and 
freeborns, but less so than the Falcons or Smoke Jaguars. Rather, 
the Widowmakers reserve their scorn for those who are not “trueborn” 
Widowmakers; members born into the Clan, but rather “freeborn” 
Widowmakers; those clansmen absorbed into the Clan by force. The 
Widowmakers are extremely distrustful of outsiders—a holdover 
from the Pentagon campaign—and hold a strict cultural hierarchy 
centered on the descendants of the original Clan members. Non-
Widowmakers are viewed as little better than dezgra bandits, and 
treated as such. Conquered civilian enclaves are often sterilized, 
and castemembers not related to the original Strana Mechty civilians 
face a life of servitude to their Widowmaker betters.  Even captured 
bloodnamed warriors are rarely admitted to a rank higher than 
Star Commander and face a lifetime of suspicion and scorn. Of 
all the Clans, warriors fear capture by the Widowmakers the most. 
Because of this, Widowmakers are often unable to capitalize on any 
advantage because of their treatment of captured clansmen, who 
are rarely used to best effect. 

Widowmakers are commonly known to employ equal 
combinations of cunning and ruthlessness, paradigms of their crafty 
totem. Their warriors are exceedingly dangerous on the battlefield, 
and common tactics include feints, traps and snares designed to 
draw an enemy out so Widowmaker forces can smash them. No 
strangers to frontal assaults either, only the Smoke Jaguars or an 
enraged Ghost Bear exceed the Widowmakers in shear ferocity. 

Clan Wolf
Kerensky’s Chosen; the Wolf Clan. Selected by Nicholas 

and Andery Kerensky as their home, the founders afforded the 
Wolves an honor no other Clan could hope to possess, but all 
secretly hoped for. Officially picked for their exploits during the 
Pentagon campaign, the Wolves were likely chosen—depending 
on who is asked—for their willingness to follow the ilKhan’s 
every command, or their singular devotion to his vision of the 
Clans. [MP: The Falcons did a much better job of securing the 
Pentagon than the Wolves and the Star Adders had much better 
leadership, so the idea that the Wolves were selected on martial 
ability or merit alone is particularly ludicrous. Just ask the Falcon 
Loremaster.] Intensely loyal to the ilKhan to the point of blind 
fanaticism, the Wolves were once marked with a vicious streak. 
This streak often led the Wolves into what could only be described 
as “dubious” actions by Clan standards, and Andery worked hard 
to curb the Wolves of the trait during his time with the Clan, and 
by his death he had mitigated the worst of his brother’s influence.  

What’s less known about the Wolves, however, is their 
willingness to use alternate methods to achieve its goals. 
Infiltrating the Widowmakers to incite their merchants to revolt so 
they could force their rival into Supplication is only one example. 
That the Wolves’ perfidy cost them the life of their beloved ilKhan 
paled in comparison next to the importance of maintaining 
Nicholas’s new society and their position in it. 

One of the most successful Clans in the homeworlds, the 
Wolves have been blessed with the ability to outmaneuver their 
opponents on the battlefield and the political arena, often using 
the Kerensky heritage to its fullest. As a result, the Wolves have 
long been known for their feuds with the Falcons, Widowmakers 
and surprisingly, the Wolverines. Since arriving in the Hegemony 
the Wolf delegation has been cagey during their interactions with 
Terran personnel. Whether this is due to what they might believe 
our perceived perceptions of them are—since they carry the 
Kerensky name—or just a reflection of the situation is unknown. 
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Clan Wolverine
Compared to the other Clans the Wolverines are most 

like the original Star League Defense Force that departed the 
Inner Sphere and followed Alexandr Kerensky into the deep 
periphery. As alien as the Clans are in makeup and composition, 
the Wolverines are remarkably close to the Spheroid cultures 
they left behind. Founded by the most progressive of the original 
Khans, the Wolverines were forward-thinkers who saw no 
dishonor disagreeing with some of Nicholas Kerensky’s ideas, 
even if they drew his ire. Growing prosperous in the aftermath of 
the Pentagon campaign while many of the other Clans suffered, 
the outspoken Wolverines were quickly viewed as troublemakers 
and faced serious consequences for their actions. With opposing 
views that could have led to the Clan’s demise, their hand in the 
creation of Supplication likely prevented worse penalties. 

Despite the setback of Supplication and their on-going 
feuds with a number of Clans, the Wolverines’ flexibility and 
adaptability expressed during these early years was a chief 
reason for their continued success in the face of the setback. It 
is the reason why the Wolverines embrace a brand of liberalism 
no other Clan—including the Wolves—can match. 

Wolverine egalitarianism is marked by an open caste 
structure and pragmatic mindset that frees the social fabric of 
Clan society in a way that allows the Wolverines to make the most 
every resource. The Clan doesn’t waste time or energy deifying 
Nicholas, like the Wolves or Falcons, but instead devotes their 
vigor to the prosperity of its people. Cautious in their dealings 
with Terran personnel, the Wolverines seem to be taking a 
reserved approach before deciding about the Hegemony. While 
the Clan has been willing to share the authorized information, 
their entourage has not broached any mandate set before the 
mission or by the Conclave since arriving in the Hegemony. [MP: 
It is imperative that we spend more time with the Wolverines 
if possible. Their disposition is so like ours that I believe they 
are the key to understanding—and if need be—protecting the 
Hegemony from the other Clans.] 

Clan Burrock
A strange Clan, the Burrocks saw their potential as a 

leading Clan in Kerensky’s new society go unrealized after a 
generation despite a series of early victories. Unfortunately, the 
poor material state of the early Clans netted the Burrocks little 
except a laundry list of enemies, and they were soon bypassed. 
Regardless of their actual position in the Clan hierarchy the 
Burrocks continued to believe in their own inherent importance 
as leaders of the Clans, but failed to articulate such thoughts 
into either action or valuable alliances.  The alliances that did 
form with Clans such as the Cloud Cobras and Mongooses were 
limited in their profitability.  Disillusionment within the Burrocks 
manifested itself in the defection of a large number of clansmen 
to the Dark Caste. These losses were mitigated somewhat by 
the Clan’s illegal dealings with their former brethren, but it would 
come back to haunt the Burrocks once knowledge of these 
deals surfaced in the Grand Council.   

Only recently released from Supplication, the Burrocks 
offer interesting insight into Supplication’s progress and effect. 
The elimination of the so-called “Guardians” and the efforts of 
a former Smoke Jaguar have transformed the Burrocks into 
a more focused and dangerous opponent, providing the real 
direction and order it so desperately needed. Perhaps with 
Supplication and the Jaguar’s help the Burrocks will finally reach 
their full potential. 

[MP: when pressed about the Clan’s connections to the 
Dark Caste—specifically the Guardians—Zeke summarily 
rebuffed me. However, she was more than happy to discuss the 
Dark Caste as a whole. While the Dark Caste is presented as 
mere bandits, thieves and dishonored washouts, they represent 
the only insurrectionist elements in Clan society and the Clans’ 
potential Achilles Heel. We should do whatever we can to open 
contact with the Dark Caste. If these people are a reactionary 
element, they may be able to tip the balance or distract the 
Clans from the Inner Sphere should the need ever arise.]

The Clans



43

Conclave

Created by Andery Kerensky as a way to maintain an informal bond between the developing Clans and their nascent cultures, 
the Conclave of Loremasters first sat in 2834. The Conclave was meant as part cultural exchange and part open forum for debate, 
but failed at both.  While every Loremaster did attend the original Conclave out of respect for the younger Kerensky, the fiercely 
independent Clans never truly embraced the Conclave’s tenets. As a result, after Andery’s death, the Conclave descended a quick 
path to obscurity. The last Conclave took place in 2906. Lost to the annals of Clan history for over a century, the Conclave remained in 
disuse until the Great Destiny mission. Revived to offer the Clans a verifiable and organized way to send an assembly, the Conclave 
of Loremasters is the official ambassadorial conveyance of the Clans. 

In practice, the Conclave has little real power. The 
Loremasters have no authority to dictate the direction 
of their Clan and given their position in Clan society, are 
outspoken critics at best, and troublesome meddlers 
at worst. While the position of Loremaster affords 
respect, the truth is that governorship rests elsewhere. 
The Conclave is in effect, an organized gathering for 
the loosely affiliated Clans. Under the direction of 
the only Grand Council and Clan members with the 
capacity to leave the homeworlds—the Loremasters—
the Conclave is merely the best information-gathering 
and discussion tool at the Clans’ disposal.  

Given the composition and organization of Clan 
society, the true goal or mission of the Great Destiny 
has been frustratingly impossible to ferret out—
despite the Zoo Groups’ best effort. In this instance it 
would seem like the independent nature of the Clans 
works decidedly in their favor. Represented by the 
Loremasters, the Hegemony could presume to believe 
that some Clans could be considered under orders 
to gain the friendship and help of the Hegemony. In 
others, the necessary strategic and tactical information 
for conquest, and yet even others who seem to have 
nothing more than a general fascination with the 
Hegemony’s existence. It is all both deceptively simple 
and brilliant.

Operational experience with the Conclave can be 
summarized with two words: organized chaos. Only 
the shrill gavel of Loremaster Isaac and the presence 
of the Clans’ huge guards can maintain order while 
the Conclave is in session, which often ends after 
a series of Trials are issued between members—a 
fact the Hegemony has benefitted from in observing 
Clan Trials. While Conclave meetings do sometimes 
resemble the picture of decorum they were intended to 
be there has been a noticeable uptick in the number of 
sessions that have descended into pitched arguments 
and threats of violence. In fact, personal time with 

individual Loremasters and access to them outside of the Conclave was a direct result of their inability to keep their own personal 
feelings, grudges and animosity from the Conclave’s chambers.  

When working at optimal cooperation, the Conclave works much like an open air forum where Loremasters pose questions 
to both visitors and their fellow clansmen. Topics are selected by simple vote, or laid out in a first-come first-served manner. The 
Loremaster of the Clans acts as a neutral arbiter when required, but is equally at home showing their own bias. 

The Zoo Group has compiled a series of short biographical entries for the individual Loremasters of the Conclave. While some 
are noticeably light on facts, others offer a brief look into the lives of these strange people. Having spent a number of weeks in their 
company it has become alarmingly apparent that for all the data contained in this brief the Hegemony has only skimmed the surface 
of the Clans.

Masters of Lore

Incoming note...
You can almost tell which Loremaster (and therefore their Clan) views the Hegemony favorably or with hostility. Speaking of 

favorable Loremasters, I just received a message from the Destiny. Tamm is requesting my presence immediately. He sounded 
almost panicked, which is odd to say the least.  I’m not sure what he wants, but given what I know about the man I’d better not keep 
him waiting. Remember to save your questions until I return, my com will be offline while aboard Destiny. I’ll answer them when I 
return. 



Argyll Grant
Argyll Grant is an 

anomaly within the 
reformed Clan Fire 
Mandrill. He is the only 
warrior who held a 
senior rank before the 
rise of Ravenwater to 
Khan. Born into a poorly 
considered Grant sibko on 
the planet Foster, Argyll 
was never expected to 
excel. However, he beat 
the pundits by attaining 
both the rank of Star 
Captain and a Bloodname 
before he was thirty. 

Unfortunately, his career stalled afterwards and he was destined 
for retirement. However, his keen intelligence and lack of political 
or Kindraa bias, made him one of the few palatable candidates 
for the position of Loremaster after the previous position holder 
was killed. During the reunification, Grant maintained a strict 
policy of neutrality, often providing advice and wisdom to all 
warring parties. When the dust settled, his willingness to work 
with the new Khan and his record of accomplishment kept his 
position secure. Now in his mid‐fifties, the quiet and well-read 
Grant is beginning to search for his replacement. While noted 
for his calm and open demeanour, the plain looking Loremaster 
has an extremely quick mind and almost photographic memory. 
Sadly, these skills do not help him when it comes to politics, for 
which he remains dangerously naïve. 

Alaina Cook
Loremaster Alaina 

Cook is one of the few 
Coyote Crusaders in a 
Clan full of Wardens, but 
is apparently intelligent 
enough to not run afoul 
of her Khans. Once a 
respected commander, 
her losses to the Smoke 
Jaguars and Jade Falcons 
tainted her prospects of 
becoming Khan. While 
her intelligence and 
organizational skills have 
made her a formidable 
Loremaster, she is 
apparently “old” for her position. Currently in her late fifties, 
Cook would have been “retired” if the Destiny hadn’t travelled 
to the Inner Sphere. 

Reserved in conversation, Cook seems to ignore any 
direction from Tracy Issac and rarely participates in Conclave 
discussions. Nevertheless, it seems like Cook takes the 
Destiny’s mission seriously when forced to interact. Despite her 
attitude, she has been a helpful—though droll—commentator on 
many of her peers. Cook’s unconventional commentary on her 
companions has been invaluable in compiling these Loremaster 
dossiers.
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Cody Kemp
In his late forties, 

Kemp is the epitome 
of what can only be 
described as a true Blood 

Spirit.  The discussions 
with Loremaster Kemp 
have been like drawing 
water from a stone. In 
fact, much of what we 
know about the Blood 
Spirits comes from 
Burrock, Snow Raven 
and Wolverine sources—
not Kemp.  Kemp is 
exceptionally recalcitrant 
in providing any 
information on Blood Spirit society and capabilities.  Gruff, taciturn 
and largely uncommunicative, Kemp has been the most difficult of 
the Loremasters to communicate with.  

Once a rising star within his Clan, Kemp never realized his 
potential. In a Clan as harsh as the Spirits, this no doubt added to 
his sour disposition. Although he was reasonably successful against 
the Burrocks and Mongooses, his inability to make strong decisions 
without confirmation from a superior officer hobbled his abilities as a 
battlefield leader. 

Further discussions with Loremaster Kemp would seem futile at 
this time. Despite the HID’s best efforts, Cody Kemp still views the 
new Hegemony as an unworthy heir to the title. This isn’t because 
the Loremaster disapproves of the Hegemony’s reformation, but 
because he believes the Hegemony lacks the strength and will to 
resurrect the Star League.

Diana Kardaan
A saintly manipulator, 

Diana Kardaan can’t 
be trusted under any 
circumstance. Not known 
as a particularly gifted 
warrior, Kardaan has 
shown a remarkable grasp 
of politics, holding her 
position as Loremaster for 
seventeen years. Wise, 
and armed with a friendly 
demeanor, Kardaan has 
likely learned as much 
from us as we have from 
her. A proponent of give-
and-take, Kardaan has 

only been as forthcoming as we have been with her, and her 
ability to ferret the truth is astounding. While Loyalists, as a rule, 
tend to be the most cooperative, her real reasons for developing 
a relationship with the Terran Hegemony is anyone’s guess, 
although she does a fantastic job of directing the Loremaster’s 
Conclave in a manner that best suits her Clan. 



Joaquin Loew
Joaquin Loew has 

been one of the most difficult 
Conclave Loremasters to 
deal with. His outlook and 
prickly demeanor have 
made conversations with 
him tiresome to say the 
least.  An ace BattleMech 
pilot in his early 40s, Loew 
represents the best and 
worst of the Ice Hellions. 
Although his career has 
apparently been notable, 
his defeats by more 
prepared and larger 
opponents are illustrative of 
the issues facing his Clan.  Worse still, Loew refuses to learn from 
his defeats and condemns himself to repeat the same errors over 
and over again. Fast in judgement and rash in words and deed, the 
Ice Hellion has been grudging in his interactions and a common 
fixture in many of the Loremaster trials. In most conversations 
Loew has denigrating the Hegemony, viewing some of our simplest 
inquiries as outright challenges to his Clan. If Isaac hadn’t reminded 
Loew not to engage in trials with citizens of the Hegemony, Loew 
would have certainly killed several HID personnel by now.  

Rodrigo 
Jorgensson

A former Ghost 
Bear captured during 
one of the many battles 
between the two Clans 
on Tokasha, Rodrigo 
Jorgensson is a fighter 
pilot of exceptional 
abilities. 30 years old, 
Jorgensson is in his 
prime, having earned 
a Bloodname and a 
command in both Clans.  
Recently elected to the 
post to serve as a neutral 
arbiter between the 

different Horse political groups, Jorgensson has proven a wise 
choice given his apolitical nature and abilities as a consensus 
builder and negotiator. Tasked with keeping the Clan focused 
and functioning during what could have been a divisive period 
in Hell’s Horse history, Jorgensson has done the job admirably.  
Cooperative with Terran Hegemony personnel while onboard 
the Destiny, Jorgensson has been willing to share information as 
directed by the Conclave but little else. Under close observation 
Jorgensson is somewhat reserved when questioned outside of 
mandated briefing sessions, and plays things close to his chest. 
However, compared to the Kemp he’s considered downright 
chatty. Of course, this unwillingness to share with outsiders may 
be a holdover from his days as a Ghost Bear, but may just as 
well his personal stance.  Whatever the reason, Jorgensson is 
not a fool, and is a competent and dignified ambassador for the 
Horses.

Melanie Elam
Melanie Elam is 

the youngest of the 
Loremasters in the 
Conclave, only 23 years 
old. Promoted to her 
position after completing a 
seeker mission that netted 
the Scorpions something 
of extreme value to the 
Free Guilds, Elam is 
extremely knowledgeable 
in Hegemony and Star 
League history, and a 
very dangerous warrior. 
Considered something of 
a prodigy among the HID, 
she is already well known for offering reams of information on the 
ancient Hegemony, Star League and the basics of Clan society 
when asked. Extremely forthcoming, much of the information on 
Clan society and culture in this report comes from Elam, which is 
surprising given the general opinion the other Clans have for the 
Goliath Scorpions. For such a small, poor Clan, Elam is extremely 
well informed. Until informed otherwise, the general consensus 
among the Zoo Group was that Elam had access to the Clan 
Watch. [MP: Our last meeting was eerie. Elam started by asking 
about the health of the Director-General’s son, wondering if the 
young man’s arm had healed. Unfazed, I told her he was doing 
well despite the fact that a total of five people in the Inner Sphere 
knew of the injury. I’ve had the HID check three times, but our 
system wasn’t compromised. Either Elam is a superb hacker of 
unparalleled skill, or we’re dealing with something new...]

Camila Tseng
Loremaster Camila 

Tseng is one of the few 
Elementals within the 
Loremasters Conclave 
and a truly fearsome 
sight with her seven-foot 
stature and massive build.  
Relatively young for the 
position of Loremaster at 
29, she seems assured 
of one day reaching 
the Khanship, having 
been a highly successful 
commander prior to 
assuming the mantle of 
Loremaster.  Despite 

her great size, Tseng is graceful and athletic, and provides 
a real glimpse into the success of both the Clan’s eugenics 
and training programs.  However, Tseng seems to be deeply 
troubled by some sort of growing fracture tearing at the Ghost 
Bears. Although she has been keen to learn all that she can 
about the reformed Terran Hegemony, her focus is definitely 
elsewhere. This is probably a great loss to both the Conclave 
and the Hegemony has her full abilities could well serve both. 
Despite her apparent disinterest, Tseng is fair, moderate and 
could represent the less confrontational Clans. 
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Ivan Telinov
A former Cloud 

Cobra, Telinov is a 
master politician who 
seems to have wreaked 

a fair amount of chaos 
in his new Clan. Despite 
this, many people, 
including Telinov, expect 
him to become Khan of 
the Falcons one day. A 
fighter pilot of exceptional 
skill, Telinov has rapidly 
advanced in rank since 
his capture five years 
ago when a run in with 
a Jade Falcon WarShip 
ended his career with the Cobras. Quickly recognized for his 
skills Telinov found a new home in the Falcons, and rapidly 
regained a preeminent position within the Falcon’s ranks. 
Known for his combative disagreements with the Falcon Khans, 
neither was quick or strong enough to prevent his ascension 
to Loremaster. Interestingly enough, for being the Loremaster 
of such a traditional Clan, Telinov was very forthcoming during 
private questioning and provided the Hegemony with an insight 
it may not have otherwise gained without his help. Despite his 
position within the Jade Falcons, it would appear that Telinov’s 
true loyalties might lie elsewhere. This is perhaps a holdover 
from his time as a Cobra, or a duplicitous ploy in keeping with 
the traditions of his birth Clan. 

Lyla Loris
A competent 

MechWarrior and 
passable tactician, Loris’s 
true skills lie in the political 
arena, and why she 
easily gained her position 
as Loremaster at the 
age of 31. A descendant 
of the Mongoose’s first 
Khan, Loris likes to fancy 
herself as the epitome of 
a stately clansman. Since 
the arrival of the Great 
Destiny in Hegemony 
space, Loris wasted 
little time before courting 

the Hegemony’s representatives with all manner of vague 
promises and veiled accusations against her companions.  
Such open and unsubtle machinations are no doubt why so 
many other Clans despise the Mongooses, however, the fact is 
that Loris has been more than willing to go above and beyond 
with the information she has offered the Hegemony.  However, 
from what we know of Mongoose history the Hegemony should 
heed her words carefully, and remain fully aware of her Clan’s 
silver tongue. It is distinctly possible that Loris intends to use 
the Hegemony as a means to propel her Clan over the others.  
How and if she may intend to do so continues to remain a 
mystery.  

Kaylin 
Henderson

The current Nova 
Cat Loremaster is a quiet 
member of the Conclave 
despite her imposing 
size and strength as an 
Elemental. Considered a 
secondary position in the 
Nova Cats, Henderson 
was surprised that she 
was selected to represent 
her Clan for the Destiny 
mission rather than 
the Cats’ Oathmaster. 
Not as fanatical in the 
portents and signs her 
Clan believes so strongly in, Henderson is known as both an 
excellent battlefield tactician and warrior, with a notable string 
of victories against the Smoke Jaguars.  However, her lack of 
belief has caused her trouble. While outwardly supportive of her 
Clan’s visions, rumor has it that if the Destiny missions hadn’t 
been authorized Henderson would surely have been removed 
from her post. 

The prospect of demotion upon her return is likely what has 
caused the Nova Cat to be somewhat disinterested in Conclave 
proceedings.  Conversely, her disdain with her Clan’s leadership 
has benefited the Hegemony. Henderson’s testimony has 
provided a very balanced view of the Nova Cats.

Amnon Ismiril
Ismiril represents 

what the Hegemony may 
come to fear the most 
about the Clans: complete 
superiority. Equally at 
home in a BattleMech or 
fighter as he is in unarmed 
combat, Ismiril is arguably 
the third deadliest in all of 
the Clans and certainly 
the deadliest Loremaster 
in the Conclave. Far 
from being a mindless 
killer, Ismiril exudes an 
unnerving calm even 
in the face of the worst 

offender to his or his Clan’s honor. This remarkable restraint 
is apparently on the direct order of his Khan as much as it is 
the innate strength and power of the Jaguars. During his time 
with the Conclave, Ismiril has only trialed once, knocking an 
Elemental of the Viper delegation unconscious after the man 
refused to let Ismiril use an observation port.

While Ismiril follows every Conclave mandate to the 
letter, including the ban on intentionally spilling blood during 
the Destiny’s mission, Ismiril is clearly unimpressed with the 
Hegemony. Then again, the Jaguars seem rarely impressed with 
their fellow Clansmen. When not performing his duties Ismiril 
spends his time with his pet Smoke Jaguar. Raised by hand 
from birth, the dangerous animal follows Ismiril like a kitten. 
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Josue Nagasawa
Josue Nagasawa is 

ancient by Clan standards 
at 73, and twice returned 
from the Merchant Caste 
to the Warrior Caste. 
While not an unusual or 
uncommon event in the 
Sea Foxes—their current 
Khan made a similar 
jump after recovering 
our Explorer vessel—
Nagasawa’s advanced 
age is a pretty extreme 
example.  Once the 
commander of Beta 
Galaxy, Nagasawa had a 

reputation as a dangerous and clever bidder, who was always 
seeking new ways to confuse and unbalance an opponent.  
Likewise, as Merchant Factor of the Foxes he was responsible 
for a number of profitable ventures.  Nagasawa’s long experience 
and abilities made him the natural candidate for Loremaster for 
the Destiny mission. A cunning and cagey guest, Nagasawa 
was willing to speak openly about his Clan on the provision that 
the Hegemony representatives do the same.  His intelligence 
dossier for the Sea Foxes has been both insightful and detailed, 
and the commodity shipments and personal computers we 
provided for knowledge of the other Clans was well worth the 
cost for the information he provided.
Henry Alexander

A ruthless warrior with 
a long memory, Alexander 
is the highest ranking 
member in his Blood 
Houses’ history, which 
maneuvered the talented 
aerospace pilot into the 
position at great cost and 
risk. 

Known for his cold 
and calculated manner, 
and skill in the pilot’s 
seat, Alexander has done 
everything in his power 
to position the Ravens 
and the Alexander Blood 
House to greater prestige and influence starting with three kills 
in his Trial of Position. Going on to win a bloodname at 22 and a 
number of important trials against the other Clans, Alexander was 
instrumental in securing a major deal with the Widowmakers prior 
to taking the position of Loremaster. Perhaps as a sign of mutual 
respect, Alexander is the one Conclave member Karriage seems to 
tolerate. During Conclave sessions Alexander shows the Ravens’ 
trademark patience and rarely speaks. However, when he does 
he’s shown himself to be a talented, if pointed orator. Alexander 
is also known to harbor grudges. He bears a long scar across 
both forearms from laser scoring that narrowly missed severing 
his arms. Earning the injury in a trial against the Vipers, Alexander 
waited two years before engineering the perfect trial that would 
allow him to inflict a similar injury on his one time opponent. 

Elise Gaiba
Elise Gaiba is tiny 

by Clan standards, yet 
her stellar career as an 
Adder ristar has not been 
slowed by it.  Although 
the Gaiba Bloodhouse 
was considered mediocre 
at best, many in her 
Clan are now taking a 
keener interest in her 
House. At 28 years old 
and a BattleMech pilot 
of extraordinary skill, the 
young Loremaster went 
on to win her bloodname 
before she turned 26. 

Groomed to replace one of the Adder Khans in the near future, 
Gaiba was sent on the Destiny mission to help season the young 
warrior further. As a true Star Adder, Gaiba was straight forward 
with the Hegemony representatives, and provided detailed and 
insightful analysis of her own Clan, and several others as well.  
This practicality was also in evidence during several Conclave 
sessions, when her voice was one of those of moderation 
and reasoned discussion, ensuring that the Conclave was not 
sidelined by petty bickering.

Zackary Tamm
Zackary Tamm 

has gone through some 
astounding psychological 
changes since first coming 
into contact with the 
Hegemony. Originally a 
calm, if haughty warrior, 
Tamm has steadily 
descended into a manic, 
agitated state. While 
no answer has readily 
appeared, the Zoo Group 
believes it may have 
something to do with the 
Destiny’s ultimate mission 
to the Hegemony.  

A MechWarrior and former Galaxy Commander for the 
Vipers, Tamm led a successful, if not spectacular career before 
becoming Loremaster. Like most Steel Viper warriors, much of 
Tamm’s combat experience came from fighting the Jade Falcons, 
and this history often colors his interactions with Telinov during 
Conclave sessions. Besides having a poor relationship with the 
Falcons, Tamm also seems to be at odds with Loremaster Issac. 
His transition over the past month has turned Tamm into one of the 
more disruptive voices during Conclave sessions and a frequent 
culprit for censure. A fervent believer in the so-called “Mercer 
Vision,” Tamm has been our greatest source of information and 
the most cooperative member of the Conclave despite a series of 
Trials issued against his assistance. [MP: I believe Tamm is on the 
verge of challenging Issac to a Trial of Grievance over something 
or some piece of information he believes the Hegemony should 
posses. It could be the reason for the sudden shift in mental status.] 
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Rachel 
Karriage

The file on Karriage 
is incredibly light. Most of 
the information we have 

on her comes from some 
side comments Melanie 
Elam made while she 
discussed the architecture 
of the Scorpion’s museum. 
A newcomer to the 
position of Loremaster, 
Karriage ascended to her 
current rank after Isaac 
became Loremaster of 
the Clans. The highest 
ranking member of her 
Bloodhouse in the Clan, Karriage is banned from rising any higher 
due to Widowmaker tradition. Distrustful of outsiders, Karriage 
has spent most of her time in the company of her entourage and 
Loremaster Isaac, who seems to be educating Karriage in some 
of the finer points of dealing with non-Widowmakers. During 
Conclave sessions Karriage is mostly silent, long a hallmark of the 
Widowmakers since the Supplication, and speaks only when duty 
requires. To date no member of the Hegemony has spoken directly 
with Karriage despite orders to do so. Information on her Clan was 
provided through an official dossier delivered electronically.   

Casey Calvert
In her early sixties, 

Calvert is in the twilight 
of her career as an 
active duty warrior due 
to poor health and her 
refusal to accept medical 
assistance. Once a 
major commander in the 
Wolf Touman, Calvert 
was apparently very 
successful defending the 
Wolves against their rivals 
and inflicting a number of 
stinging defeats on the 
Falcons, Hellions and 
Jaguars. Incapable of 

securing the necessary number of votes to gain higher rank as 
she grew older, Calvert was simply too valuable to the Clan to 
replace, and instead was appointed the Wolves’ new Loremaster. 
In her new position for the last fifteen years, the exceptionally 
intelligent Calvert is well known for her ability to exert control 
over others, often subverting or redirecting interactions where 
her Clan’s needs are best served. Her interactions with the 
Hegemony have been frustrating. Our efforts to learn more 
about the inner workings of the Kerenskys, including access to 
Nicholas and Andery’s diaries have been politely and delicately 
shuttled into other areas of dialogue. That said, Calvert has 
offered insight into certain Conclave sessions when the topics 
posed no threat to her Wolves. Sadly, much of what we know 
about the inner workings of the Wolves comes from information 
and conjecture provided by other sources.     

Daniella 
Robertson

It was rumored by 
Tamm that many of the 
Loremasters expect 
Daniella Robertson 
to succeed Issac as 
Loremaster of the Clans 
when her term ends in 
a few years. One of the 
few Wolverines to reach 
her rank within the Clan 
Touman [MP: We believe 
it was the rank of Star 
Colonel], Robertson was 
nevertheless unable to 
progress further despite 
a solid record of success. The reasons for her ascension to 
the position of Loremaster is not entirely clear, but Bloodhouse 
politics have been mentioned in passing. 

Regardless as to how she obtained the post, Robertson 
seems to have finally found her niche and as a result has 
flourished. Well versed in the history of her Wolverines, she 
has also shown a firm grasp of the histories of many of the 
other Clans as well. Because Robertson uses this knowledge 
to build bridges rather than just advance her Clan’s position 
she is well regarded and popular within the Conclave. While 
some Loremasters will never court Robertson because of her 
affiliation, she seems to have built enough working relationships 
to be a major influence. In her dealings with the Hegemony 
the Loremaster has shown the pragmatism the Wolverines are 
famed for. Forthcoming with information of ancillary importance 
or regarding the other Clan, Robertson is considered more 
reliable and consistent that some of the official information 
provided by other members of the Conclave.

Brielle Zeke
Loremaster Birelle 

Zeke is a striking woman 
for 37. Considered past 
her prime, Zeke is a 
canny and intelligent 
planner who can offer 
an extraordinary amount 
of detail on several 
topics all at once. Once 
nominated for the post 
of saKhan, Zeke lacked 
the votes and standing 
to gain the position and 
was regulated to the role 
of Loremaster instead. 
Zeke has been one of the 

more talkative members of the Conclave, though her candid 
nature and lack of xenophobia explain her attitude.  Of the 
assembled Loremasters, Zeke lacks the heavy arrogance 
of many of her peers in matters of military bearing. Should 
she ever gain a leadership position in her Clan the Burrocks 
likely become very dangerous to the other Clans given their 
famed “flexibility” in battle. 
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Tracey Issac
Loremaster of the Clans, Tracey Issac is in her early sixties and an unusual choice to 

lead the Clans’ Loremasters. The first openly political appointment to the position, Issac 
took the office in 3021 after—as rumor has it—the Great Debate entered into one of its more 
manic phases. Despite her age Issac is an imposing figure. Able to control the Conclave 
with a mere gaze, Issac’s authority is unchallenged by the other Loremasters, save Zackary 
Tamm, who seems unconcerned with the Loremaster’s absolute power. 

Rarely offering an opinion of her own during Conclave sessions except to rule on the 
legality of a particular line of discussion or to maintain order, in private Issac has shown 
herself to be extremely aggressive at even the slightest provocation. While her natural 
response isn’t physical, questioning her motives or methods will inevitably end poorly for 
the offender. Zackary Tamm’s challenges aside, many of the more cooperative Loremasters 
have stated—when pressed—that some of Issac’s orders since returning to the Terran 
Hegemony have skirted around the edge of Grand Council orders. While those same orders 
haven’t been shared with us, she may be pursuing her own secret agenda despite a lack 
of proof. There is enough concern however, that even Loremaster Elam seemed bothered. 
As Issac is the sole representative of the Grand Council within the Conclave she is afforded 

additional power the individual Clan Loremasters do not possess. 
Interestingly, Issac is not bound by any decision of the Conclave and thus, does not actually have to listen to it. Although in 

practice Issac does sit in each session, we believe this is more to keep an “eye on things” than to actually participate in the session. 
This fact and the willingness of several Clans to share information discretely has led the Zoo Group to infer that Issac is withholding 
information that might otherwise have been provided to us by either Grand Council mandate, or by individual Clans, and is the 

Operation TRIS 
Should Issac perish by accident or purposeful elimination, 

the resulting fallout would offer a unique opportunity to view 
Conclave and Clan behavior under stressful circumstances. The 
Zoo Group has built a number of operating models highlighting 
a number of different outcomes. With a 78.3% probability, the 
Group believes the Clans will likely falling apart along political, 
philosophical or even convenient lines as the most likely result.

A copy of that report and other possible outcomes has been 
attached to this file. You will note there is another file imbedded 
in the appendix. Please find mission protocols and briefs for HID 
Operation TRIS. TRIS is an experimental plan authorizing the 
elimination of Tracey Issac. The HID already has assets positioned 
on-site at the station and outside of the ship to execute the 
operation should the Council decide this is an appropriate course 
of action. Mission parameters have been measured against an 
advanced risk assessment package, and operational security has 
been assured by the best Major General  Henry Cavill has to offer. 
A secondary contingency plan is included. If given a green light, 
Operation TRIS can execute immediately.   

primary reason for Zackary Tamma’s psychological change. 
While intelligence analysts believe that Tamm is unable to 

challenge Issac directly, should she fall to harm, it is believed 
that the Destiny’s mission would collapse as well. Given the 
loose confederation and restrictions that hold the Clans together, 
the loss of Issac as the Grand Council’s sole representative 
would inevitably force the Destiny back to Clan space or risk 
descending into inter-Clan violence. 

The Future
I’m not sure what the future holds for the Terran Hegemony 

and the Clans. Their culture, so alien from the one they left 
behind, leads me to believe that peaceful reintegration is 
an impossibility at this time. The best we could hope for is a 
respectful relationship separated by hundreds of light-years, 
with the Clans and Hegemony keeping to themselves. Sadly, I 
believe that sort of relationship is highly unlikely. Despite certain 
words to the contrary, I saw hungry eyes while I was on the 
Destiny. These people have lived, died and fought each other 
beneath the guise of creating the perfect warrior, and if not the 
perfect warrior to reclaim their ancient birthright, then what? 

There lies the crux gentlemen, my gut is telling me that the 
Clans are coming home, and their arrival threatens the entire 
Inner Sphere. 



Field Manual Clans
The Field Manual Clans details the Terran Hegemony’s 
first contact with the Children of Kerensky. Information 
on Clan history, society and politics is provided, as well 
as profiles and listings for all twenty Clans and the 
Loremasters attached to the Great Destiny Mission. 
Their possible motivations and the future of the Clans in 
the Kapteyn Universe is also included.  

When Alexandr Kerensky took 80% 
of the surviving SLDF with him into the 
periphery they were never seen 
or heard from again, and the Inner 
Sphere plunged itself into war for 
the next 300 years.

Now, Kerensky’s children have
returned and the Inner Sphere
will never be the same again.


