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This compilation is dedicated to a number of people without whom it
would have been impossible to write. Most importantly to my wife Pam, who
showed the patience and good grace of a true HoC warrior in putting up with
her arch foe (Neveron) for so long. Believe me when | say that at 3 AM, in
the 48" straight hour of one major war or another, PPC’s, LRM'’s and floater
crits were the least of my worries.

That leaves me with a terribly incomplete list of people to whom this book
is dedicated: The original Classic BattleTech design team of course and
everyone within FASA, WizKids and FanPro that has perpetuated a feuding
Inner Sphere. Randy and Wayward Son, for creating the digital canvas upon
which we have painted our virtual histories. | may have disagreed with their
ultimate direction, but if it weren't for their efforts none of this would have
come to be. The founding members of HoC for setting into motion the
runaway train that it would become. Every member of HoC over the years
and every friend of HoC that stepped up during the dark times. Every
member, past and present, of Kommando Korps{HoC} for being part of a
faction | have always been very proud of. You guys never complained or quit
when the going got impossibly tough. You always fought, like the warriors
you are. | thank Lu-Fong for his friendship and assistance during my early
days on Neveron, and sincerely if it weren’t for him my stay on Neveron
would have been short indeed.

Finally, thank you to everyone that has ever played the game, friend and
foe alike. The history you as a community have spun is fascinatingly
complex, and | hope this compilation does justice to the small part of it that is
HoC.

Ryan Butters aka Katrar



If you have never played Neveron, the contents of this book may baffle
you, for The HoC Archive was never intended for an audience beyond that
which it represents; the players of the Classic BattleTech inspired online
strategy game Neveron (found at www.neveron.com). This is not to say that
those unfamiliar with Neveron may not find the contents of this book to be
intriguing enough to warrant a look of their own. No attempt is made,
however, to explain many names, terms and concepts that a non-player
would not inherently understand, and therein can be found the most obvious
obstacle to a Nev-layman’s enjoyment of this text.

Since 2001, Neveron has been spinning a complex web of military
conflict and political intrigue. Thousands of players have made their indelible
impact upon the game’s history, but aside from a few short bits of text
preserved here and there, Neveron’s story has faded with time. This book is
an effort to preserve Neveron'’s history from the perspective of one of its most
ambitious, active and certainly controversial factions: the Harbingers of
Chaos. The object of much admiration, hatred, hope and fear, it as a driving
force has had few rivals in the influence it has wielded in shaping Neveron’s
past, present and future.

Fundamentally, this book contains the story of an alliance of players; one
that you may love or hate, respect or despise. Regardless of your feelings on
that matter, what is undeniable is the story itself. It is filled with dramatic
battles, both martial and political. It involves betrayal and the bitterness of
parted friendships. It involves the euphoric highs of camaraderie tested on
fields of battle too numerous to count.

It is the story of the Harbingers of Chaos. “Come war with us!”



Material for the HoC Archive was obtained in three distinct manners:

Neveron’s official forums, hosted by Sarna.net, contained as of late 2007
approximately 90,000 posts. Each thread was reviewed independently and
culled for relevant material. These posts, though often lacking concrete
details, allowed me to map out the general course of HoC and Nev history,
especially between late 2003 and late 2005. Sarna as a reference was
critical in establishment the framework of HoC's history.

Personal histories, memories, recollections and simple anecdotes helped
flesh out many chapters and topics, lending an authenticity that my research
alone would not have made possible.

An accumulated half a gigabyte of raw text files containing countless
thousands of pages of IRC chat logs gave perhaps the best “insider point of
view” to the events that comprise this text.

Each method complemented the others. Sarna.net gave me the big
picture. Individual contributions gave me the details. And IRC logs provided
everything in between.

No future revisions or updates of the HoC Archive are guaranteed, but
submissions and corrections are always welcome. Material will always be
accepted at ryan.butters@gmail.com.






Dedication i
Preface ii
Research and Contributions iii

Contents v
Timeline of Notable Events Xi
Grand HoC Roster — Empires* Xii
Grand HoC Roster — Players* XV

Neveron, the Beginning
A Dream of Endless Warfare
From Arenas to War
The Star League War
The Star League Controversy

D OO W NP

Social Alliances
The Importance of Allies — The Tale of NMI

The Crazy Ivan Incident 12
It's a Small World After All 14
The Origins of HoC 15
An Infant HoC 15
LIFE’s Aggressive Alter-Ego 16
The WoB-LIFE Intervention 18
Target: House of Shadows 20
The Zeus-Krupps Debacle 22
Trouble in Paradise 23
Sly’s Irregulars 24
Early HoC Empires 25
Other Notable Early Empires 27
The Capellan War 29
Weekend Warriors 29
The Blunting of Rissa’s Rebels 31
The Hard Fall 35
Katrar Joins HoC 36
A New Order 37
The 1* Kizo War 39



Political Brushfires
The HoC Reformation
The Early Anti-HoC Community
A Bitter Peace
Political Analysis
Military Analysis
Industrial Analysis
“The Rox Map”

The 2" Kizo War
From Stones to Bullets
The Fire Spreads
The DoS Hack
Desperation
Political Analysis
Military Analysis
FanFic

The 2" Ares Convention
MAD Politics
FanFic

The WoB War
Market Corrections
Military Analysis

The DEST-Rox War
Side Shows
Political Analysis
Military Analysis

The Seusian War
A Seusian Apocalypse
Political Analysis
Military Analysis

The NevCom War
New Names, Old Faces
Nimon’s Grand Plan

Operation Preying Mantis

Vi

39
42
45
46
47
48
48
49
51
51
52
53
54
56
57
57
59
59
63
65
65
66
67
67
68
68
69
69
69
70
71
71
77
79



The Deceit of Vengeance 79

The First Big Score 81
The Motherlode 82
The CBS-KK Incident 83
No Good Deed Goes Unpunished 83
The CBS War 85
Failed Diplomacy 85
The Cult-CFC War 89
An Isolated Cult 89
Cult Rides Again 90
An Enraged Clan 94
Political Analysis 95
Military Analysis 95
That Cheating Bastard 96
The Clan War 97
An Isolated Cult 97
May 6" — Dawn of War 100
May 7" 108
May &" 110
May 9" 111
May 10" 113
May 11" 121
May 12" 124
May 13" 126
May 14" (The Phoenix Legions Incident) 128
May 15th 129
May 18" — 258" (Crazy Eights Revenge) 129
May 26th Onwards 130
Aftershocks and the End of Great Wars 132
Observations on Accusations of Cheating 134
The UDC-NC War 137
The Onslaught 137
Enter Mantis 137
Victory 140

vii



Military Analysis
Political Analysis
The TC{HoC}-FC{WoH} War
The Last Dance
Political Analysis
On FWar and the Decline of Neveron
The KoS-SolL War
Flexible Responses
Military Analysis
The DBF-NC Wars
The First War
Observations on the First War
The Second War (The NevCon War)
CaBhaal’'s Veangance
The KoS-Llama War
Reversals of Fortune
Political Analysis
Military Analysis
Battle ROMs
The KK{HoC}-NC War
Origins
The Crucible
The Gamble
The Downtime
The Carnage Continues
Political Analysis
Military Analysis
The Return — Katrar’s Battle Hymn

League of Independent and Free Empires (LIFE)

LIFE — A Nev Original
A Focus on Empires
The HoC Split
LIFE Reborn
The UnderDark Confederation (UDC)

viii

140
140
143
143
144
144
145
145
145
147
147
148
148
150
151
151
153
154
155
159
159
159
160
162
163
165
165
167
171
171
171
172
173
177



The First Years
UnderDark at War
Times of Growth
A New Age on Neveron
The Neveron World Wars
Izanagi Warriors (IZW )
Well Known Izanagi Warriors
The Ryuken Regiments/DEST
Ryuken History and the Birth of DEST
Well Known DEST Players
OBA and the CBT MUDS
The Online BattleTech Association
MUDers Unite!
The End of an Era
An Early Eulogy
On HoC and the Decline of Neveron
Notable Empires
Personalities
The HoC War Guide

A Tactical Primer for Land War Operations

Introduction

Defensive Doctrine

Offensive Doctrine
Index

177
178
179
179
180
183
185
187
187
188
191
191
191
193
193
196
197
213
235
235
237
237
244
253






2001-2 ---

2003

2004

2005

2006

May

June
August
September

December

March

April
May
Unknown

September

March
May
November
Dec
Unknown

April
May
June
August

Star League War
Pre-HoC Events & Wars

HoC independence from LIFE
WoB-LIFE/HoC War
HoC-CapCon War

1% HoC-Kizo War

Sly and Hippo Depart

(HoC Reformation)

2" HoC-Kizo War

2" Ares Convention
DEST-Rox War
HoC-WoB War
HoC-Seusian War
NC-HoC War
CBS-KK{HoC} Incident
CBS-HoC War

Cult-CFC War
HoC-Clan War

1% NC-DBF War
UDC/Hoc-NC War
TC{HoC}-FC{WoH}

KoS-Sol War

2" NC-DBF War
KoS-Llama War
KK{HoC}-NC

xi



! #1$ %
1* Chaos Corps Crimson Claw
2" Chaos Corps Crunchy
3" Chaos Corps Crudr

1* Federated Suns

1* Federated Suns Armored Cavalry
1* Taurian Guards

1* Taurian Rangers

2" Taurian Rangers

3" Taurian Rangers

7™ ComGuard Army

17" Recon Battalion

11" Division (Wing Clippers)
59" Royal Light Horse Reg.
69" Irregulars

77" Mechanized Brigade
428" *Predator* Battalion
Allied Shadow

Ataraxia

Avanti's Angels

Aventia

Ralrog

Bane Inc.

Bannockburns Bandits
Black Ice

Black Knights

Blisteria

Brethren of the Wolf

Burning Legion

Bushido

Canyon of Deceit

CFC: Nova Cat's Flame
Chaos?

Chaos Hordes

Clan Warhammer

Clan Warhammer Outpost Bravo
Commonwealth Ordnance and Weaponry
Concordium Knights

Crazy Eights

Xii

€ult af The Blgad Mggn
bark bemons

Death by Day

Desire's Militia

Diamond Defenders
Dinju Mountain Men
Dragon Breath

Dragon Mercenary Combine
Dragon Syndicate

Duchy of Small

Elyaroon

Epsilon Indi Irregulars
Erin Braugh

Eternal Knights
Ex-Professionals
Exterminators

Fantasy League
Fenthick's Heavy Infantry
Fire and Thunder

Fire Snake

Flower People

G10

G10 (Outpost 1)

Gangsta

Gordon's Armored Cavalry
Granse Confederacy
German Shepherdland
Gladiator Battleworks
Ground Control

Gryphos

Guardian Destiny

Gunshot To The Head Of Trepidation
Hart Industries

Hell Demon

Hex Corporation



Hidden Menace
Hobbiton

House Nihil

House of Shadows
Hradani

Imperial Dominion
Ingress Legions
Inter-stellar Concordium
lonboom

Iridian Confederacy
IRREGULARS
Jensen's Light Cavalry
Jim's Giant Locusts
Katrar's Kommandos
Katrar's Kommandos - Alpha Brigade
Katrar's Kommandos - Bravo Brigade
Krych

Lista

Lords of Golgatha

Lynx Mercantile Ltd.
Malachi's Marines
Mantis

Maxwell's Military Militia
Menasharas
Messenger of Death

Mir

Momentary Lapse of Reason
Motel 6

Najhnoon

Namaste

Neruhasha

New Fantasy League
NooB Killer

Northwind German Shepherds
Notorious Shadows
Ophyr

Peaceful Monks
PendoPendo
Pernicious Horde
Phalangites lle
Phantasm

Phantasmal

" #1$

Pgund af flésh

Prophetic Sons

Pryde

Rabid Dogs

Ratlink

Republican Guard

Rissa's Rebels

Rohan

Sarna

Imperial Elite

S Divsion

Sibling Company No89547
Skin Tribe

Skye Rangers

Solo

Space Wolves Chapter
Spider Nation

StayPuff

Steel Hippos

Stigma

Stirlings Fusiliers

Stone Hippo (Birdland Mercenaries)
Styk Heavy Industries

Styx and Stones

Suitably Violent Empire
Sword of Envy

Taurian Angels

Taurian Outworld

Taurus Territorial Industries
Terra Ignition

Teufel Hunden

The Armory

The Black Warriors

The Breath of the Hydra
The Cluster

The Coalition States

The Concordat Cuirassiers
The Concordat Jaegers
The Court of the Undying
The Exodus Road

The Eyes of the Nighthawk
The Fallen Angels-Angels of Death

Xiii



The First Circuit
The Furies

The Green Machine
The Exodus Road

The Home Guard (Brions Legion)
The Oblivion Guard

The Periphery

thé Phdénix

The River Styx

The StormKnights

The Taurian Velites

The Titans

Thumbland

Tiamat

Toten

Trauma Junkies
Triangulum Australe
Tuatha de Danann
Uberlord Soldat

Unnamed Empire
UrbanMechs Anonymous
Ursine Mercenary Brigade
Vandenberg Mechanized Industries
Vega Hunters

Vicious Hounds

Winged Knights of Chaos
Wolf River

Wolf's Demesne

Yaronia

Zeus

* This list is by no means complete. HoC salutes every empire that served
the cause but has been overlooked or forgotten with time.

Xiv



1 # %
Absolute_Zero Devlin Kynari Sereg_Duin
AC20Sniper Dobie Leorik Sevtron
Acid Dogmatic Logres Shaitan
Aitken Dracs Lord_Antigorn Skinwalker
Akula Dragion Mad_Mike Sly
alpha-one Druthlen Michael Klien  Snubber
Alucard Eggy Malachi Sparhawk
Angus Fallstar Malduc StormChaos
Apples Fernando Match StormKnight
Arden Fleeber Mantis Takira
aRTee Frui Mechjman Thadeus
Arthur Davion  Gleipnr Meeper Thirdborn
Asp GreenBeret Michael Klien  Thumb
Bandit Grim_Riaz MoD Tigre
BearClaw Guardian MoS Tilly
Ben_Holland Gunner Nihil Troa
Bert Mechman Gunther nking Ty
buc' Haldrimar Noir Tzu-Theory
CaBhaal HellDoggs Ogre Used Tire
Cambone HELLrazer Pendo Vega_ Hunter
Canaris Hippo Pimpslap Warhammer
Capreolus Hobbit Primera Weird
Chameleon IceMan Puro_Estasi Wencit
Cujo Jere Queltis Wolf
DABOSS Jimbob RelLoad Wonko
Dag John Church Remy Wraith
Darius Kasim Revan Xeno
Dark_EIf Katrar Rigor Zeus
Demonhunter  KOOLAID Scout Zool

* This list is by no means complete. HoC salutes every player that served the
cause over the years but has been overlooked or forgotten with time.

XV



XVi



| *

Neveron’s origins go beyond its general public appearance in 2001. It
existed in a primordial state as early as 1996, when it was composed
completely of a single server supporting only the most basic of free for all
(FFA) infantry combat and empire building.

What transpired in the roughly six years of Neveron’s pre-publicity
isolation is sketchy at best, but it appears to have been a private playground
and experiment in programming amongst a small handful of Classic
BattleTech (CBT) enthusiasts.

Then came those fateful days in early 2001 that marked the game’s
audacious coming of age. Randy Shepardson and Wayward Son, the game’s
creative directors and original creators, benefitted from a CBT community
that had just lost a popular home; MultiPlayer Online BattleTech, otherwise
known as MPOBT, was closing shop and many organized groups of players
were in need of a new home. They found Neveron, and Neveron found a
pool of dedicated and enthusiastic players that already enjoyed a strong
community bond.

The importance of this timing cannot be overemphasized as Neveron in
its modern infancy was not a fully developed game at all and the ready-made
groups and teams of players provided an unusually solid foundation for the
one thing that could keep the community together while the game itself grew:
RolePlay (RP).

Indeed, early in Neveron’s history RP served as the heart and soul of the
community’s cohesion. The bonds that formed in these early months of 2001
resulted in a solid community foundation that would dictate and shape
community developments for years. In future days, when the game’s political
blocs had so dramatically shifted, morphed, splintered and sometimes
disappeared as to be unrecognizable, the effects of Neveron's first
inhabitants could still be felt as ghostly echoes upon the political landscape.

During the game’s earliest days it was not possible to conduct war on the
game’s sprawling map (referred to on Neveron as Land War). That aspect of
game code had not yet been written. All conflict was resolved through use of
the free for all arena system, and given the creative impulses of many
players it was not long before histories of nations and battles began showing
up within Neveron's many areas of player-player communication. Most
notably the in-game public communications system (known as Nev Mail)
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carried regular RP episodes, but RP could also be found within internet relay
chat (IRC, perhaps Neveron’s most important medium for community
development), and Neveron’s official forums, hosted by CBT enthusiast Nic
Jansma at sarna.net.

One of the earliest political developments spurred on by the contagion of
RP was the formation of a Star League, led by Randy's empire itself
appropriately named Star League. This new Star League enjoyed political
preeminence on the face of Neveron, and eventually presided over a number
of semi-autonomous regions of the game map known as Baronies, a long
defunct and somewhat feudal system of player organization that affiliated
empires by location on the game map.

Players during these early days had what would be considered by
contemporary standards to be miniscule empires, but their stories were lively
and engaging. Many of these earliest players had names that would become
immediately recognizable to future Neveronians. Some would become
revered, others reviled. They were names like Mad Man, Kraken, Warrior,
Joker, Krait, Gruffel, Alex, Lord_Antigorn, Hida Fushu, Jamie_Wolf (later
known as Pancho the Pirate), Morgan Kell (later known as Jamison Gaunt),
Dark Soul, Lu-Fong, Diego Garcia, Fryetol Taney, Nevigard, Necromancer,
Victor_Creed, Wolf, and the LaPointes (Ardel, Chester and Richard). These
names and others forgotten stand as Neveron’s great grandfathers, there at
the beginning.

*

Eventually the FFA was replaced by a new arena based system that
allowed for multiple simultaneous arena instances, user influenced terrain
generation, and depending on your relative skill level, income through
victories. The first arenas were very rudimentary in function and prone to
abuse, not to mention limited to infantry combat only, though in time they
were improved to support vehicles and battlemechs.

However much fun the players were having with the newly arrived
arenas, Randy and Wayward had always planned for more. Global war was
the objective and a great deal of coding had been done to bridge the long
suffered martial gap between Emperors.

Thus was it that during the summer of 2001 land war (commonly
abbreviated LW) was unleashed upon the community. Though players had
long been anticipating the arrival of true warfare and anxiously discussing the
dramatic changes it would herald, the result was highly anti-climactic.
Though tiny unknown empires could be seen marching miniature armies
around the planetary map, establish players were very reluctant to conduct
their own wars.

The problem, if it could be considered as such, was the extent to which
the community had come together. A complex web of real friendships had
formed that few players were willing to upset. Though the community had
been dreaming of the day that unlimited battle and increased growth would
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arrive, they could not get past the reality of having friends located in every
direction.

This lack of open warfare was met with a certain degree of chagrin on
Randy and Wayward's parts. They began formulating a plan by which
Neveron’s political status quo would be disrupted enough to draw players
into war whether they liked it or not. But the plan they were hatching would
tax the limited server capacity the game enjoyed. Mad Man came to the
financial rescue and ten thousand dollars later Neveron enjoyed its first
dedicated land war server.

The masses were about to be introduced to a new kind of Neveron, one
in which war was a daily fact of life. Randy and Wayward’s plan was a “Star
League War” intended to shake the game up politically and provide the
necessary means and motive for large donators such as Mad Man to begin
shaping this new era of war. Things would never be the same.

+ ) *

The Star Lord (Randy) was at the epicenter of Neveronian politics circa
late 2001 and his very existence had proved to be an obstacle to common
player warfare. Thus was his future sealed, and Neveron'’s.

The defunct Nev-history section of the web site www.horizonzero.com
(that once held the collected histories of the early Nev empire Republic of
Tirol) contained the following expert testimony concerning the origins of Star
League influence on Neveron and the events that led to its first Great War:

The Road to War — Neveron Before the League War
The Star League and Neveron:

Unique among the worlds governed by the Star League, Neveron’s
primary popularity lies in its abundant mineral resources and the existence of
the Neveron Gaming Commission. The NGC organizes and oversees the
Neveron Arena System, which for many years has been the number one
source of sports entertainment throughout the greater League. Before the
official Star League sanctioning for the games, Neveron was sparsely settled.
Since that time, however, millions had immigrated to the planet, using the
settlement and development clauses of the Star League Colonial Edict of
3148 to establish quasi-independent land holds, commonly referred to by the
locals as empires. The Star League, busy keeping the peace and supporting
other projects and missions in the heartworlds, maintained a small enclave
on Neveron and supported the construction and development of the
planetary communications network.

Increased Attention

The huge popularity of the Neveron games, coupled with the influx of
new colonists created a wider interest in the activities on Neveron among the
rank and file councilors in the Star League government. The enormous costs
of preparing Neveron for colonization and the continuing costs of maintaining
the Class A communications network and Hyperpulse Generator were
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continuing drains on the Star League treasury. To alleviate this problem, Star
League councilors convinced the Star Lord to issue an order shifting the
financial burden to the empires on Neveron. This act, officially known as Star
League Communications Act 902, but commonly referred to on Neveron as
the Star League Broadcast Tax, was met with stiff, sometimes vehement
opposition. The ferocity of the anti-tax bloc shocked many in the League,
who used it as further evidence for the need for greater League control of the
wayward colony.

The Baronial Era

Anti Star League sentiment on Neveron was magnified in early 3211 with
the passing of the Neveron Colonial Reorganization Act. The NCRA placed
administration of the planet Neveron under the auspices of the League. The
planet was divided into eight Baronies, with several of the leading factional
rulers on Neveron tapped as rulers. Furthermore, along with the League’s
greater attention came the promise of increased technical and educational
aid to the planet, including the installation and maintenance of several Star
League grade repair facilities, which would be held in trust for the people by
the Barons. To oversee the greater bureaucracy this would generate, the
Star Lord appointed Geoffrey Chaucer, a middleweight politician and veteran
of the League’s political system, to the position of Planetary Governor. To
counter Chaucer’s lack of military panache, a promising young officer named
Cynthia Paulson was given the new position as Commander in Chief of the
Neveron Planetary Command.

Discontent and Disaster

If the Star Lord had hoped the NCRA would quell the growing discontent
on Neveron, he was quickly proved to be mistaken. Almost immediately after
the announcement, the firestorms of protest began. Powerful local empires
that had been passed over for Baronial positions refused to acknowledge the
elevation of their peers. Empires founded to escape Star League influence
saw the act as yet another attempt at cultural assimilation. Worse, the Clan
Empires, almost as a whole, rejected the Star Lord’s authority to govern them
at all.

There were also problems within the Baronial structure itself. The original
baron of Sector 2 refused his title. The Baron of Sector Six was almost
unseated by an insurrection when it was pointed out that his holdings lay
almost entirely in Sector Seven.

The worst event, however, was the terrorist assault on Sector Five.
Governed by the Dominion of Kane, the Barony was invaded by an unknown
terrorist force intent on causing as much destruction as possible. When it
became clear that they could not defeat the Baron’s forces, the terrorists
detonated several nuclear devices, wiping out the Dominion’s carefully
cultivated lands.

Rather than collapse the anti Star League movement, the attack on
Barony 5 only seemed to amplify the growing antipathy. In an effort to
forestall any more violence, Star Lord Richard Cameron, who had been on
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planet overseeing the implementation of the new system, announced he
would be leaving Neveron for the heartworlds, but not before participating in
one final tournament.

Tragedy

The Star League Open Tournament began as scheduled on July 30,
3213. Arranged as a free for all, “last Mech standing” event, the tourney drew
participants from all over the planet. The Star Lord piloted his famous Atlas
BattleMech, engaging several opponents, including one of his most frequent
critics, the leader of the infamous Federation Without A Cause. The Star
League sovereign fared well, but was ultimately brought down by a Mech
from the empire-state Earthlink. Normally, the damage would have triggered
the Atlas’ auto-eject routine, but this was not a normal event. The eject
sequence failed to activate, and the Star Lord was fatally wounded in the
Mech'’s fall.

With Governor Chaucer off-world and unavailable, Major Cynthia
Paulson, Commander in Chief of the Star League Military on Neveron,
announced to a stunned populous that the Star Lord was dead, and that the
Star League was instituting a state of Martial Law.

As is typically common on Neveron, several empire-states were engaged
in land wars of various intensities at the time of the Major’'s announcement.
Many of these empires, either unwilling to break off combat operations, or
unable to receive the Star League’s decree, kept on fighting.

Enraged that her orders were not being carried out, Major Paulson
dispatched local Star League forces to punish those empires not obeying the
Martial Law order, and quickly dispatched messages back to the Star League
capital for reinforcements. Faced with news of the Star Lord’s death on the
lawless backwater world of Neveron plus reports from the military
commander on site of a world in rebellion, the Star League bureaucrats
quickly acceded to the Major’s request for more troops. Further, the defense
council gave Major Paulson carte blanche to deal with the uprising as she
saw fit.

The League War had begun.

The war itself saw Star League military activity spread across the face of
Neveron as Major Paulson dispatched Star League military forces to combat
so-called rebels (empires that did not immediately step into line with her
orders and proclamations).

Numerous Emperors across Neveron began publicly denouncing these
authoritarian measures and lodging their objections to the nearly global
perception of Star League heavy handedness. Initially a small number of
Emperors lodged their support for the Star League but this support soon
faded as Major Paulson’s tactics became increasingly more destructive.

Over the next few weeks dozens of empires were involved in combat
operations against Star League forces, both offensively and defensively. Star
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League mechs were in action across the face of the planet and though Major
Paulson’s forces inflicted major damage the tide turned inexorably against
Star League holdings as more and more empires began engaging whatever
Star League cities and military bases could be found in their vicinity.

Opportunists took advantage where they could. Empires expanded like
never before at the expense of Star League and Star League allied territory.
Leadership of Neveron was claimed by Chester (Chet) LaPointe, a politically
active Baron, at the height of the war. Chet’s claim was met with support by
many of his lackeys, but was opposed by many of the nations that were most
heavily invested in the fighting. Few felt they were shedding Neveronian
blood for the benefit of Chet's coup, and public opposition was swift and
fervent. Chet soon abandoned his claim to the seat of planetary governance.

By the time the conflict was considered concluded the political face of
Neveron had been shattered. Baronies, long held in place by the name and
authority of the Star League, became superficial and relatively meaningless.
It was now up to the players to determine their own futures. The time of
alliances which would dominate Neveron for the remainder of its days had
arrived.

+ )

Though it was an exciting time of warfare on an entirely new scale, not
all sat well with many players. The empire Star League was not only Randy’s
empire, it was an admin empire. And Star League was attacking and in some
cases destroying empires belonging to actual players, some of which had
been donators. This caused a tremendous uproar, and was viewed as
abusive and unethical by many within the community. Some players,
including important and influential community members such as Kraken,
actually left the game over these issues.

Eventually Randy acknowledged the unrest over his activities and
announced that the Star League had lost the war and was leaving the planet.
This action satisfied player outrage, and never again did a Nev staffer
conduct major war against the playerbase (at least that was ever
acknowledged).

The Star League War was over, and admin influence on the battlemap
had been removed.

+

It was in the wake of the Star League War that the first enduring social
alliances began taking shape on Neveron. Independent from the admin-
driven Baronies, these new alliances were centered on powerful and active
players, often large donators and nearly always politically connected. The
intent of these social alliances was to provide some stability in a game that
was fast becoming ever more complex and dangerous.

The first of these original alliances included such (in)famous names as:
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The League of Independent and Free Empires (LIFE)
Kraken Guard

Mad Man’s Marauders

The Free Masonic Lodge of Light (FMLL)

LLL (actual name unknown)

The Free Worlds League Military (FWLM)

These early groups were the precursors to every major future political
faction and alliance on Neveron. It was from these original social structures
that future alliances like the Harbingers of Chaos emerged. It is important to
recognize that every alliance on Neveron of any significance can trace direct
lineages to one or more of these originals. Thus can it be described that
many of the great future wars, particularly the ones described in this book,
were often wars amongst brothers.

In time each of these social alliances fell. Some were torn asunder by
war. Some were dissolved amidst political infighting. Some morphed into
political establishments sharing little in common with their original forms.
Perhaps the largest factor in the transformation of the Neveronian political
scene into the strange and often tragic battlefield it became was the eventual
departure of almost every original great player. Some left when their time had
simply come, moving on to different games and different experiences. But
many left out of objection to Neveron’s direction as a game, a circumstance
that would be repeated regularly and with regularly disastrous results for the
game and the community.

1. Mad Man's Marauders 11. Clan Cloud Cobra

2 Sanbatin 12. Dragon Army

3. Clan Wolf 13. Clan Blood Spirit

4 Star League 14, DOMIMNION OF KANE
5. Free Masonic Lodge of Light 15, QuickSand Industries
6.  Kearny Highlanders 16. Clan White Tiger

7. Kraken Guard 17. Draconis Draco

8. Republic of Tirol 18. Clan Amber Eagle

9 MewlLas Vegas 19, Outworlds League
10. Realm of Podes 20, Wolf in Exile

It is an unfortunate fact that the most vibrant days on Neveron were the
early days in which the greatest of its old school and new school co-mingled.
These days, largely considered to be circa 2002-04 were exciting,
adventuresome and rewarding. The community’s core was generally tolerant,
always energetic, and Neveron benefitted greatly.



Much of the HoC Archive’'s early recollections reflect the result of this
cohesion and cooperation. The story was important, the community was
important, and both of these facts were in regular evidence.

$ # :
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The summer and fall of 2002 saw a six month episode of destruction and
occupation unfold between a pre-HoC Katrar and the Free Worlds League
Military (FWLM) that would eventually draw in LIFE, LIFE's HoC faction and
the Capellan Confederation. These events would eventually contribute, in
their own small way, to the future independence of the HoC faction, perhaps
Neveron’s most historically significant moment.

The story began during the last week of June, 2002. FWLM'’s Firebolt,
owner of House Marik, sent mech forces to begin an invasion of Katrar's
independent empire Neveron Manufacturing, Inc. (NMI).

Though NMI would eventually become Chaos’, head of the Kommando
Korps{HoC} faction, and Katrar a venerable HoC faction leader, during these
early days NMI was a minor level 5 research empire and Katrar was still
learning the ropes. NMI's meager army was far from capable of resisting
House Marik and an envoy was sent to Katrar’'s closest — in fact only — ally,
LIFE member Lu-Fong of the nearby level 7 empire Yakuza Blades.

Yakuza Blades declared war on House Marik on the 28" of June over its
attacks. Firebolt's response was the hire of a mercenary tasked with finishing
off NMI. Firebolt threatened war between Lu-Fong and the FWLM if Yakuza
Blades did not back down and allow the conquest and destruction of NMI.

Several FWLM empires privately announced their military and financial
support of Firebolt's military actions. Some sent war funding while others
offered the use of small raider empires for combat support, including
TheDeadlyShoe’s The Iron Heel with, “4 heavy hover tanks, 4 harassers and
a couple of mechs approximately 20 zones (from NMI).”

The situation became more difficult for the FWLM politically once many
of Lu-Fongs LIFE allies dedicated material support should he have needed it.
Internal FWLM documents reveal they were aware of promised support from
Blisteria, Duchy of Small and Thumbland, with others suspected. In the
FWLM'’'s words within its private forums this meant, “There would be over
500k of BV to fight and it can only become more.”

Wyvern, the FWLM’'s Minister of Intelligence, suggested a diplomatic
solution was necessary, if not a proxy fight for what were termed “the
territories”. These suggestions fell on deaf ears.

By 1 PM on the 28" Firebolt's expeditionary force came under attack by
Yakuza Blades. Over the next several hours a Yakuza Blades army
spearheaded by a veteran assault battlemech company managed to
recapture a large number of NMI cities. At 9 PM a ceasefire was announced
pending negotiations over the fate of territory still occupied by House Marik.
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Within the day Firebolt withdrew completely and NMI’s territory had been fully
restored.

For the next month things remained relatively quiet on the NMI/Yakuza
Blades front, but behind the scenes the FWLM was fuming over the debacle
and eager for revenge. The first hints of a plan to cripple Yakuza Blades
appeared on the 30" of July. The possibility of a second assault upon NMI
was suggested within FWLM forums, in expectation that it would draw Lu-
Fong out and allow his mechforce to be trapped and destroyed.

By the 31® of July an associate of the FWLM, Rox, suggested
modifications to the plan involving his own LW empire, Vatican Mercenaries.
This plan, trapping Lu-Fong, draws almost unanimous support, especially
when it was suggested that additional LW capable empires might become
available once the trap had been sprung.

On the 20" of August Rox in command of the elite Vatican Mercenaries
attacked and destroyed NMI in a swift and brutal blitzkrieg. The entire
operation took place within such brief span of time that Katrar did not connect
to NMI until the invasion was complete. Rox reported to FWLM leadership,
“As a secondary note, the cowardly empire Neveron Manufacturing Inc has
been dealt with. The takeover was so glorious, even Randy needed to get all
the info on it.” NMI, which had grown to level 6 prior to the assault, had
virtually every core city fall under occupation. Katrar attempted to negotiate
some solution to the crisis but was refused any conversation on the subject.

The only survivors from its army, who happened to be in training and
were therefore spared destruction, were a MAD-4A, IMP-2E and RVN-1X.
Upon completion of their training cycle these forces fled to a distant and
secret military base known as ‘The Annex’. NMI's survivors began preparing
for an eventual war of liberation thanks to a declaration of support by Lu-
Fong. The Annex quickly grew in size, becoming NMI's second 1K city (the
first of which was under occupation), and Katrar's small army slowly
expanded as a number of tanks and battlemechs were commissioned.

On the 9" of September Rox sold Vatican Mercenaries to Gmoney, a
relatively new member of the FWLM. Katrar continued his attempts at a
diplomatic resolution to the occupation and approached Gmoney with a
request for the return of a single city. NMI's occupied capital, NMI HQ, had
been improved through donation only weeks earlier. Gmoney's response was
curt, “The new government is not responsible for the old one, therefore you
are not getting any cities or territory back.” After this abrupt dismissal,
diplomatic talks were abandoned.

Over the next two and a half weeks contact between Katrar and Lu-Fong
resulted in a planned offensive to fully recover all occupied NMI territory. In
addition, Lu-Fongs recent admission to the newly created Tikonov
Commonality of the Capellan Confederation resulted in Katrar’'s entry as well.
NMI’'s occupation ceased to be a personal issue and became a faction issue.
Nobby, faction leader of the Tikonov Commonality and owner of the powerful
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Steel Roses cluster of empires, fully supported the recovery of NMI territory
by force if necessary.

On the 28" of September armed conflict returned to the occupied
territories. Yakuza Blades declared war on Vatican Mercenaries and moved
a mech battalion into combat. Lu-Fong's force maneuvered along NMI's
northern front, with its 1K capital as the primary objective. Katrar's much
smaller mechforce traveled from The Annex and began maneuvers along the
southern front, capturing smaller cities and conducting harassment
operations.

Within the first hour, before Vatican Mercenaries or the FWLM were able
to consolidate their defense, offensive momentum was reinforced when
additional heavy forces belonging to Steel Roses Mercenaries arrived. The
only surviving battleRoM of this war recorded three of the many attacks in the
heart of NMI territory conducted by the newly arrived Steel Roses army.
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2/21/3222 2:20:00 PM -- Steel Roses Mercenaries att acks -267, 15 of
Vatican Mercenaries (attack in progress)
2/21/3222 1:40:00 PM -- Steel Roses Mercenaries att acks -267, 14 of
Vatican Mercenaries ATTACKER WINS
2/21/3222 1:10:00 PM -- Steel Roses Mercenaries att acks -267, 13 of

Vatican Mercenaries ATTACKER WINS

The FWLM labeled these attacks acts of aggression against a sovereign
empire, completely overlooking the fact that the entire operation was
liberation against the real aggressors, the FWLM. In retaliation to the renewal
of hostilities, FWLM’s Prime Minister Nehrul authorized all Free Worlders to
engage Tikonov forces with proxy empires politically unconnected to the
FWLM.

By the evening of the 29™ vatican Mercenaries had been all but evicted
from NMI territory, and no less than 150k BV belonging to Yakuza Blades,
Steel Roses Mercenaries and NMI had entrenched against any FWLM
counters.

Gmoney approached Nobby, Lu-Fong and Katrar and offered to drop all
claim to NMI territory for other external zones. For the Capellans, however, it
was too little too late, and the response was less than enthusiastic. In
Gmoney’s words to fellow Free Worlders, “Other zones would be great... but
when | talked to them they didn’t seem to care. Their attitude was those are
ours and we're taking them regardless... oh... | like their so called
diplomacy... Attack first... then ask...”

Gmoney’s hypocrisy was not unusual, as the entire FWLM seemed to
escape the realization that they were the aggressors in this entire matter. For
over a month Katrar had attempted repeatedly to come to a diplomatic
solution agreeable to everyone, but had been rejected and abused at every
turn. Not only that, but it was obvious to any reasonable observer that Katrar
and Lu-Fong were in local alliance, which indirectly involved both LIFE and
the Capellan Confederation. That the FWLM failed to appreciate the danger
of their actions was their own fault.

By the 4™ of October, with NMI safely secured and Vatican Mercenaries
in complete disrepair, renewed calls for the destruction of Yakuza Blades and
NMI were heard within the FWLM. Internally, the Free Worlders displayed a
continued and surprising inability to recognize the complex web of
relationships and alliances they were interacting with on the battle map.
Firebolt commented amidst the call for renewed war, “I'm with all of you all
the way, not sure how much | can assist though, but NMI needs to learn their
lesson. If | have the time to prepare | would have a company of assault
mechs bearing down on them... | was the one that attacked NMI to begin
with and frankly | was pissed when YB came in and told me to give them
back. If I had enough weapons there, | would have challenged YB. In other
words: KILL EM!!! KILL EM ALL!!"

By this time NMI had resumed the majority of its own defensive duties. A
number of newly acquired battlemechs replacing those lost in the war were
11



assigned patrol duties, as were new batches of tanks. Yakuza Blades
maintained a garrison immediately north of NMI HQ.

On the 5™ of October NMI changed its name to Katrar's Kommandos,
which would remain the empire’s name for the next two years.

/

Relations between Rox and Lu-Fong had never been positive, but
following the conquest and subsequent liberation of NMI they were
absolutely dismal. Rox, and through him much of the FWLM held a strong
vendetta and it was not long before armies were again marching.

On the 16" of October Rox attacked Yakuza Blades with Gmoney's
anonymous raider Crazy lvan. No damage was inflicted but due to the size
difference between the two empires (Yakuza Blades was several levels
larger) Crazy lvan was quickly restricted to further counters. Unable to attack,
Lu-Fong placed a public call for help:

To: All allied empires

From: Maj. Lu-Fong (Yakuza Blades [~Tik~])
Subject: Rox attacking Yakuza Blades

Date Sent: 8/19/3222 10:50:00 AM

Today Rox attacked my empire without doing any dama ge but his forces

are close to my main zones. Now | ask everyone of y ou who is able to
help me, pls do so. | know Rox wants to kill me and always wanted to do
so since he knew me. But as long as he is restricte dlcan'tdo

anything against him. Out Major Lu-Fong

On the 17" Jake of the FWLM cautioned his fellow alliance members to
consider that continued aggression towards Lu-Fong could result in wider
alliance war, something that he thought the FWLM may not benefit from. He
suggested that if people were determined to attack, that they do so with
empires that could not be easily traced back to the FWLM. Orloff, for
instance, had been preparing to use his “secret” empire, Sixth Orloff
Grenadiers. With such secret names, the link to the FWLM could not have
possibly been revealed (/sarcasm).

Michael Marik, owner of Killarney and the newly elected FWLM Prime
Minister, disagreed with the need for caution. He responded to Jake’s
concerns with the comment that the Word of Blake’s recent addition to the
alliance provided the power to “play rough with some alliances,” including
LIFE. He adds, “Plus, as far as I'm concerned, LIFE has degenerated into a
bunch of thugs, and it's time we taught them a lesson. Lu-Fong has
disrespected the FWLM Alliance, and anyone who wants to attack him has
my permission to do so.”

Firebolt announced his desire to be a major player in any coming attack
on Lu-Fong, “Yes, | am only level 5, but | have some picking to do on Lu, his
intervention stepped into my way of complete annihilation of Neveron
Manufacturing half a year ago. It was a fair battle as well, his inability to fend
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for himself, and his ability to whine and cry to bigger empires cost millions,
dropzones, taken land, need | go on? As soon as his ability to bully around
smaller empires maybe even his empire is removed, | will be more the
happier. If this does go down, | WILL be using my main empire of House
Marik. Call it poetic justice, but it's time that Lu gets his medicine shoved up
his arse.”

On the 18", Orloff again announced his intention to attack someone,
anyone, with “Lucky 6"." He added, “I might bring the bulk of the Grenadiers
in if he’s that much of a pussy as well.”

The bravado did not cease there. Numerous members of the FWLM
sounded off on the need for Lu-Fong to pay a price for, in effect, daring to
step up to a Free Worlder. Gmoney added his own invective, “Oh my, did |
just start something? lol This is cool I'm not the only one that really, really
dislikes him... Well the other day 2 cities were taken off his hands... plan is
to try and hold off 3 days so | can delete them and move on... | want to hurt
this guy as best as | can... oh btw... I'm doing it in the name of Crazy Ivan...
So FWLM is not involved...” Crazy Ivan’s “secret” nature wasn't to stay
secret much longer.

Late on the 18" Nehrul observed to the FWLM alliance that Lu- Fong was
a member of the Tikonov faction of the greater Capellan Confederanon and
that he highly recommended all attacks be conducted via 3" party empires
unconnected in any way to the FWLM. Orloff responded that he intended to
attack with his FWLM aligned empires (including Lucky 6' ) unless directly
ordered otherwise.

That evening Lucky 6" indeed engaged Yakuza Blades. It was
immediately countered by Lu-Fong’'s LIFE ally Hippo, who brought in his
medium range raider CCC and inflicted serious damage to Orloff's empire.
This had been the first outside involvement (outside of Lu-Fong and Katrar’'s
Tikonov faction that is) of the growing conflict between Lu-Fong and the
FWLM, an involvement that was coming very close to spinning dangerously
out of control. The prospect of war between the FWLM and LIFE loomed.

On October 20" Gmoney's secret identity as Ivan_The _Terrible, owner
of Crazy Ivan, was uncovered in IRC. He was subsequently threatened with
wide ranging retaliation by Nikoforce, Necro and Lu- Fong General FWLM
attacks on Yakuza Blades continued through the 20" and into the 21%,
causing enough damage to prompt Lu-Fong to make a very large donat|on
on the 25" (that reportedly netted him nearly 1,000 DP).

By the end of October the attacks on Lu-Fong had drawn out to their
conclusion. Serious damage had been inflicted upon Yakuza Blades as well
as several of its attackers, though in the end Yakuza Blades ended up vastly
more powerful for the experience.

For the FWLM’s part, they never again bothered any of Katrar's empires.
Incidentally, six months later Gmoney purchased the level 12 Steel Roses
Trading Company, the head of the Tikonov Commonality faction, from
Nobby. This made him both Lu-Fong and Katrar’s faction leader. Gmoney'’s
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relations with both players remained steadily cool, but the open hostility of
the past was kept largely bottled up.

0 + *

What was the global effect of these and similar events? Individually they
were indeed isolated and often meaningless but early Neveron was a
tapestry of political intrigue. Politics in early Neveron were the key to the
game. Everyone had relations. Some were to alliances. Some were to
coalitions. Some were local based upon geographic map locations. Some
were defensive in nature, while others were offensive. Alliances varied in size
from the smallest local affairs to the largest global cooperatives.

But the key was interconnectedness. Connections could be traced like
the threads of a web and people that had never met often influenced and
affected each other due to this network of relationships.

The dispersed nature of political influence can be seen in all of the
events previously detailed. And as an example the invisible connections will
be explained in the context of the rise of HoC:

The FWLM's 2002 attacks upon Katrar’'s NMI eventually involved Rox, a
close FWLM associate. Lu-Fong’'s defense of Katrar mutated into a
conflagration with Rox. Lu-Fong’s LIFE affiliation contributed to (though were
not wholly responsible for) deteriorated relations between LIFE and Rox,
particularly the HoC component of LIFE. Rox had already been on the outs
with numerous LIFE members, and the Crazy Ivan situation’s resultant Rox-
LIFE troubles served to close the deal for many. Rox and many of his
associates grew more and more militant against LIFE, the HoC component of
LIFE, and their respective allies. HoC over time became more deeply
involved in aggressive war, spurred on greatly by hits against Rox and Rox
associated targets. This caused ever more cracks to appear within the LIFE
community, as HoC became more warlike and LIFE’s pacifists became less
so. These cracks became personality conflicts. And these personality
conflicts became schisms. Eventually, HoC went its own way. And that story
is of course the subject of this book.

The FWLM’s attacks upon Katrar did not cause HoC's rise, of course. No
single event did that. But they were part of a dynamic political web, and they
had effects that reverberated in concert with the effects of many other
events. It was because of the vitality and activity of Neveron’s early political
landscape that an organization like HoC was even possible.

It's ironic that in today’s stagnant political environment something akin to
the story of HoC would be virtually impossible to recreate.
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As has been established, HoC began life as a faction within the LIFE
alliance. The name of this first faction was Sly's Irregulars and it housed
some of the most powerful dedicated land war empires to be found on the
game, as well as some of the most tactically competent players.

HoC itself had a hierarchy of sorts. At the top were the core founding
members of Sly’s Irregulars, whom were generally considered the “top guns”
of the group. These were principally Sly, Hippo, HellDoggs and Akula.
Following them were the early faction members, members of LIFE whom
filled the first faction and continued filling subsequent factions. Those
members, such as Absolute Zero, alpha-one and aRTee, HoC's original
logistics team, constituted the alliance’s foundation, and base. Some LIFE
members, such as Chellyn and Lu-Fong, were close associates and often
warred alongside HoC but for various reasons never became members
themselves.

Of all the names associated with modern HoC, of which the majority of
The HoC Archive is concerned, none were original founders. Easily
recognizable names such as Gunner, Dragion, Pimpslap and Shaitan came
during HoC's first period of expansion (when it was still LIFE) and were
known internally as “New HoC".

Earliest LIFE

Founders Early HoC ‘New HoC’ Friends
Sly AZ IceMan Primera Dragion Chellyn
Hippo alpha-one Jere Rigor Gunner Lu-Fong
HellDoggs Arden Kynari Skinwalker  Pimpslap The_Doct or
Akula aRTee Leorik Thumb Shajtan

AD Antigorn  Zool

Guardian  Meeper
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Neveron’s political reality was much different at this early date, circa mid-
late 2002. According to Hippo, “The Clans were still potent and lead by
ilKhan Kraken Hazen. WoB and FWLM had not joined ranks yet, and were
both more sizable than they are today. The Capellan Confederation was a
dominant political entity, with the four pillars of Clan Frost Badger, Steel
Roses, Gruffy's Furry Blue Dominion, and Group W. At the top of course was
Mad Man, who even at this early stage was showing signs of a lack of
involvement in Neveron.”

The HoC component of LIFE was always active in land war, a situation
much at odds with the tendencies of LIFE at large. Few LIFE members
outside of HoC were interested in war, and fewer interested in chat (IRC)
participation. As HoC empires gained in power and experience it became
clear that the remainder of the alliance was taking advantage of this power
while providing little or nothing in return.

Additionally, there was a great deal of resistance on the part of some
LIFE members to what was seen as the alliance’s increasingly warlike
manner. The LIFE charter was entirely defensive in nature and did not allow
members to come to each others’ aid except under specific and well defined
circumstances. As members of LIFE became increasingly deeply involved in
some of the conflict prone rivalries of the time, the alliance found itself
involved in more and more situations that challenged the charter.

LIFE Secretary General Lord_Antigorn expressed common angst in
October of 2002 when conflict between several LIFE members and Rox was
particularly blatant. Empires has been conducting operations, both
offensively and defensively in nature, that were technically at odds with the
requirements of the LIFE charter. By modern standards it would have been
considered normal alliance behavior, but in 2002 LIFE was still living by
antiquarian rules established when the game was young.

[14:33] <Lord_Antigorn{HOC[LIFE]}> im getting pisse d

[14:35] <Lord_Antigorn{HOC|LIFE]}> i did not spend the better part of a
year taking this alliance from a non working dinosa ur to the second
most powerful on nev, to have a bunch of land hungr y goobers trash it
[14:43] <Helldoggs_working> | do feel that this All iance is going from
a defensive to a aggresive stance......

[14:43] <Lord_Antigorn{HOC|LIFE]}> if retaliation s pread to non
involved empires, LIFE could get involved, but not preemptively
[14:43] <Lord_Antigorn{HOC[LIFE]}> we have to wait for first move
[14:43] <Lord_Antigorn{HOC|LIFE]}> if people don't like that, their in
wrong effing alliance

[14:43] <Lord_Antigorn{HOC|LIFE]}> and if it change s, then I am
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This was not unusual, many players were struggling to adapt to a rapidly
changing environment. Although rule changes and expansions to Neveron's

codebase were coming fast, outmoded thought on how to manage an
alliance’s affairs were difficult to dismantle.

! " " #$% &

As time went on and HoC began shouldering more and more of LIFE’s
military responsibilities it became increasingly dissatisfied with the status
quo. In late November of 2002 Lord_Antigorn stepped down as Secretary
General of the alliance and an election was held for his replacement. Hippo
was duly elected to lead LIFE, which prompted a rewrite of the alliance
charter. This prevented HoC from leaving earlier than it actually did, but it
served as a stop-gap measure only. Though LIFE had new leadership and a
new charter that provided HoC the latitude necessary to conduct itself on the
battlefield, there still existed a majority of LIFE empires relying heavily upon
the small minority in HoC for every land war need.

By early 2003 Hippo had stepped down, briefly replaced by
Arthur_Davion as Secretary General of LIFE. The effect of this handover
continued the trend started by Hippo’s election, as both Hippo and HD were
members of HoC and thus looked favorably upon its activities. Though in
reality many of these effects were of a superficial nature anyways, as nobody
— not even HoC — ever considered LIFE to be outside the influence of its two
most important members: The_Doctor and Lord_Antigorn.

The fundamental disparity in contribution to the defense of LIFE between
HoC and non-HoC empires coupled with the vast differences in playing styles
eventually proved too much, though. HoC was warlike, while LIFE was
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pacifistic. Thus was it that on May 9" 2003 HoC officially spun off from LIFE
and became a wholly independent political entity.

There was immediately internal debate over whether LIFE was a valid
target for HoC raiders. Opinion was split roughly in half, with some feeling
that the LIFE-HoC connection was important and needed to be defended,
while others felt that LIFE — while not an enemy — was valid if only hit
occasionally.

By the 10™ LIFE had begun breaking up internally. The core of its land
warriors had left, and others too had decided their connection with other
alliances was stronger than that to LIFE. Discussion within #HOC
occasionally focused on LIFE’s internal fracturing:

Session Start: Sat May 10 12:58:57 2003

<Arden{HoC}> <AlexTemper[JSDC]> all right. so we di sband the alliance.
then what?
<Arden{HoC}> <AlexTemper[JSDC]> that makes us a bun ch of little targets

instead of one big one.

<Arden{HoC}> <@Jere> take the ones that are actuall y good for something
<Arden{HoC}> <@Jere> and defend each other

<Kynari> so life breaking up now?

<Arden{HoC}> more or less

* (& |

Tensions between WoB and LIFE had been escalating for some time at
the point HoC spun off. Given the departure of so many powerful empires
WoB took the opportunity to declare war and began a large number of
attacks against its politically paralyzed LIFE opponent.

The rest of Neveron was at first uncertain just what sort of relationship, if
any, existed between LIFE and HoC. Few, least of all WoB, expected Sly and
company to interfere in the affairs of an alliance they had just left. Much to
Chet's surprise, though, HoC did take issue with WoB’s actions.

HoC began organizing itself for the coming war against WoB during the
afternoon of the 10" of May, and soon had representatives from other
alliances planning in concert, notably Genyosha and Kraken Guard.

Once sufficient warriors and empires were ready and staged, the hits
began in earnest. WoB was surprised by the attacks, having neither
expected nor planned for them, and in fact did not even notice they were
under attack for quite some time.

<Joker-SUMO> HOC is hitting a WoB empire
<ltCouldBeBunnies> which empire?
<{WoB}Syphis-Pct-DPM> why is HOC??
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<SR-DarkWing> Wonderful, retaliation?

<Pimpslap{TC_HoC}> hey look they noticed
<Pimpslap{TC_HoC}> only 2 hours later

HoC attacks continued, and in fact intensified, supported by the armies
of allies such as Mad Mike and Zap. WoB mech losses began racking up
almost immediately, and within WoB IRC channels panic had begun to set in.

The sorry state of WoB defenses shocked even HoC, who already had
particularly low expectations of resistance. Some cities were virtually
undefended, including a 60k population center taken early by Zap, and
literally dozens of smaller cities with no or only paltry holding forces. Some
zones were defended by unarmed swiftwinds, which were of course quickly
slaughtered. Within the next few hours the war logs filled up with war entries,
the vast majority of which were “Attacker Wins” postings of HoC, Gen, KG
and CW incursions into WoB territory.

This one sides route last two days before combat operations slowed
down, and finally stopped. WoB had been smashed. Internally, WoB blamed
the player community at large for its loss.

<Gunner{HOC}> * {WoB}Avenger-Primus changes topic t 0 'We were attacked
this weekend because the rest of the game are all a ssholes who cant
fight thier own wars. We get over it, we rebuild *

<Dragion{Tribe-HoC}> why are they blaming the rest of the game?

<Absolute-Zero[HoC]> what happening with WoB btw?

<Absolute-Zero[HoC]> anyone know?

<Hippo> you mean war with WoB?

<Hippo> i think it just sort of slowed down and sto pped for no reason

<Pimpslap{TC_HoC}> i think WoB ran out of empires t o kill worth 25mill
for drop zone

The war officially ended on the 17", though combat operations had been
over for several days. Kraken Guard’s Arden posted the last declaration of
peace, officially bringing the conflict to a close.

To: All other empire leaders

From: Maj. Loremaster Arden Pryde [GC] (Kraken Gu ard, Theta Galaxy
[KISSaPPC])

Subject: Hail

Date Sent: 6/8/3228 10:30:00 PM

This is to announce an official end to Hostilities between the 2 Kraken
Guard Empires: Kraken Guard Outpost 006, and Kraken Guard, Theta Galaxy

and Mr Lapointe of The Free Masonic Lodge of Light.
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| personally would like to thank My Friends(lol) in the WoB for such a
fantastic Fight(lol). | especialy would like to con gradulate the pilot
of the STR-1-WIE that retreated from a unit of MG-J N

Galaxy Commander Arden Pryde
Kraken Guard

Theta Galaxy

Loremaster

Though HoC had come to LIFE's rescue, relations between the two
alliances continued to struggle.

)1 + 2

Even despite HoC'’s intervention of the WoB assault on LIFE, relations
between LIFE and HoC suffered over the next few weeks. There was a small
degree of bad blood with The Doctor in particular, and it was probably
inevitable that Sly’'s IRREGULARS visited his empire House of Shadows in
late May. This was the first hostile action taken by HoC against LIFE and it
was committed for a variety of reasons, none any more or less influential
than the others.

The first reason was an ongoing discussion, and at times argument, over
how to coexist with LIFE. Sly’s position was made obvious by this attack, but
it is important to note that a majority of HoC supported the legitimacy of
occasional LIFE hostilities, though not actually making an adversary of their
former alliance.

The second reason was to broadcast to Neveron that HoC was indeed
its own entity, connected in no way with its previous LIFE masters. What
better way to demonstrate this than to attack LIFE’s very leader.

The third reason was without a doubt boredom. Very few attacks waged
by HoC in those early days were deeply planned and highly strategized
operations. War was still fought primarily for fun, often on a lark, and
The_Doctor was first and foremost a target of opportunity.

The “War” though, which was in effect a heavy raid, ended up costing
both sides dearly. From a purely military vantage, HoC rampaged through
LIFE, capturing 250k population from The_Doctor and destroying three LIFE
mech battalions within HoS alone. HoC battalions were maneuvered
expertly, and performed as expected.

LIFE was not without its share of competent warriors, however, and Sly
felt their sting on the battlefield when IRREGULARS’s main mech battalion
became temporarily trapped by The_Doctor, Gonville and Crusader. Though
Sly's forces fought their way to freedom, it was not before LIFE’'s market
mechs managed to take down not one but two STR-WIE-1 Stone Rhinos (the
long feared Wolf's Grey Rhino and The Dread Lord), a Paladin and a
Highlander 732.

LIFE forces suffered heavily, losing an entire heavy-assault battalion in
trade for these four mechs, but the loss of Stone Rhinos was always keenly
felt on Neveron, and was almost always a difficult technical achievement. In
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this particular instance it was the game code of the time that allowed the
scenario to bet set up to facilitate the Rhino kills. It used to be possible — and
perfectly acceptable — to retreat mechs into an existing battle, and have
those mechs appear in combat. This is what The_Doctor did, dropping
mechs on zones that neighbored the Rhino and retreating them into combat.
It was at the time a well used method of combat reinforcement, and it was
responsible for Sly’s high value casualties that day.

The conflict threatened to spiral out of control following the deaths of the
Rhinos. Creeds Commandos (Victor Creed) and Concordat Cuirassiers
(Pimpslap) jumped in, among other empires, but Sly and The_Doctor had
soon established a ceasefire and combat was concluded.

Overall this HoC-LIFE brushfire was a HoC victory, but not without cost.

)1
-+

Early on as we became an alliance LIFE was off limits. Our early friends
such as Skinwalker had strong ties still with their former alliance mates. At
some point this began to dissolve and HoC picked their monthly target to be
Doc. Again this was more for reasons of challenge than for personal reasons.
But HoC needed LIFE to realize that we were independent. This was the
"shot heard around the world" of its day.

Doc's empire name | cannot remember however the war was incredible!
Towers had just been implemented into Neveron at this time but they were
still not powerful enough to become dominant. It was still a mech Game. At
one point | was scouting zones for Sly with his Starslayer (I used an OTT and
RVN combo but older LIFE/HOC members favored the STY) when | ran into
an enemy recon doing the same mission piloting an OTT.

We began to talk over the battlefield. We exchanged names and | stated
| was Shaitan. At that point the OTT fled the battlefield and a mech batt was
brought in. | was spending time surrounding cities, taking undefended zones,
and forming spaghetti as we called it back then (spaghetti was connected
lines through an enemy’s map space to disrupt their travel time and force
them to pay war costs to move). However, my main mission was to locate
mechs. | mentioned the good news and soon the main Sly’s Irregulars batt
was in position.

Pimpslap had gone on another of his famous organization binges so we
had shiny mech pictures and names for each mech designating fire teams
and lance missions. We decimated 30 of the 36 mechs we faced and that
was the first and only time a mech batt would be sent against us in that war.

Soon Rox and others entered and strange things began to happen. At
one point all of Doc's mechs went suddenly into training. He blamed us but
we had nothing to do with it. We were only there to hunt mechs, not
population, so we believed someone had done it to save his forces from our
wrath.
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An incident that placed HoC and CapCon at the brink of war took place
on the 30™ of May, 2003. Zeus, the Capellan owner of the empire similarly
named Zeus, had for two years been the faction mate of a LIFE member
named Cecil, owner of Wyvernhold, and leader of the small KDP faction.

A week earlier Cecil had decided to abandon Wyvernhold in order to
focus more heavily on his other empires. Wyvernhold had a small amount of
territory neighboring Zeus’s home zones which he gifted to him in thanks for
years of friendship and assistance within the KDP. He gave the remainder of
the empire to HoC's Guardian. Unfortunately, Cecil neglected to inform
Guardian of the zones pledged to Zeus, which set the stage for conflict.

When on the 30" Zeus finally began taking the Wyvernhold territory he
had been given, the attacks were spotted by HoC immediately. Guardian
geared up his land war empire, Krupps Armament Works, and invaded
Zeus'’s home zones.

Zeus fought back as best he could, and with Katrar's help managed to
redeploy his army to slow Guardian’s assault. Though the empire was
technically an infra farm at the time, it had accumulated a small but potent
force of DP mechs and market assaults, which were formed up and marched
to the battlefield.

Gunner, who shared some territorial borders with Katrar and thus had
some connection to him, offered to handle IRC diplomacy on Guardian’s
behalf. In chat the situation became clear to HoC that Zeus had indeed been
given a portion of Wyvernhold. Zeus had been given the login details to
Wyvernhold as well, to facilitate the transfer, and Gunner soon had an
assortment of facts that proved Zeus's claim, including data verified by
Gunner during an attack he himself had conducted against Wyvernhold the
previous week (before he knew it had been given to Guardian).

Guardian was initially unwiling to settle the matter as a
misunderstanding, pushing aggressive demands that Zeus hand over his 20k
capital city and pay 300 million in Nevcash in reparations for, essentially,
having fought back. Privately Katrar was in communication with Tikonov,
ATCC and CRC leadership, who had agreed in principal to an alliance
defense of Zeus’s territory if talks broke down. Forces amounting to three
assault mech battalions had been earmarked for initial deployment in
territorial recovery operations.

Ultimately, and thankfully, this proved unnecessary. Katrar ended up in
direct talks with Guardian on Zeus’s behalf, and an agreement was reached
that would secure Zeus’s zones for the cost of 300 million.

<Katrar> This is Katrar. | will guarantee a hold on all attacks against
you provided you do a few things:

<Katrar> #1 You pull your army back and do not atta ck any further while
Zeus is given sufficient time to speak with CapCon

22



<Katrar> #2 If 300 million is transferred to you, y ou relinguish all
zones including the southern wyverhold zones

<Katrar> #3 You agree never to attack Zeus or anoth er CapCon empire
again outside of faction war.

It is perhaps a little too ironic that it was the ATCC faction that came
under massive HoC assault barely a week later during the CapCon War. The
irony becomes mystery due to the fact that Zeus was the only large empire
within ATCC to be spared major attack. As well, it must be noted that the
Capellans willing to come to Zeus'’s aid were the only Capellans willing to
defend their alliance the following week.

As for the empire Zeus, the Krupps debacle identified major weaknesses
with its defensive arrangement. For the next few weeks a massive
reorganization was undertaken with Katrar's guidance that consolidated its
population and grew its army, turning it from a spread out farm into the first
hint of the true raider it would eventually become.

HoC had become Neveron’s most prolific raiding faction, though far from
its largest. Initially the newly independent group did not have any plans to
expand beyond their established group. They simply intended to be, in their
own words, “Nev’s badasses.”

Not every Harbinger was content with staying small, however. Sly had a
vision for HoC that rivaled any previous power on Neveron. He pictured not a
faction but an alliance, with the military knowledge and power of HoC
magnified by expansion in members, empires and factions. Sly’'s ambition
found a solid ally in Hippo, and several other HoC members were attracted to
the promises of power and money.

However, not everyone was pleased with this vision of a future HoC.
Some preferred to remain a small, tightly knit group of friends, not a large
group with all of the trouble that alliances bring. Little known to those outside
this early circle, HoC suffered a deep internal rift over this issue, which
resulted in an established Cold War between Sly and HellDoggs over their
collective futures. They fought almost daily, in private, and the arguments
only intensified once Sly began heavily donating to further the cause of a
HoC Alliance.

As HoC’s dominance grew, so did its membership. Though most were
welcoming towards the new additions, others were not. Some, like
HellDoggs, did not often engage the new additions in IRC, considering them
illegitimate and unwanted members of the original HoC he still held on to. A
small few were outright hostile to the new members, sometimes heaping
abuse upon them within chat.

The new members, though, were there to stay. The first became known
internally as “New HoC". To some this was a term of derision, though to most
it was simply a generational identifier. The very earliest New HoC, Pimpslap,
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Gunner, Dragion and Shaitan, had the easiest time from the standpoint of
transition. Most original HoC members had known them for quite some time.
Gunner and Dragion had been long standing members of LIFE, and
Pimpslap and Shaitan were both highly active warriors of known ability.

New HoC, having been recruited almost exclusively by Sly, began
outweighing the isolationist members. When Sly or Hippo would take their
empires out for a spin, it was New HoC that most often piloted, not old.
Slowly, New HoC became HoC, and HoC as an expansive alliance was
secure.

This period of HoC history is seen through two entirely differently colored
lenses depending on who is doing the looking. The first lens, that belonging
to those members of HoC’s old school that had desired for it to remain a
small family affair, remembers this period with a certain degree of sadness
tinged with pride. Their home was effectively destroyed as HoC morphed into
something they no longer recognized. But it was still HoC, and its future
accomplishments would always be traced back to them, as founders. The
second lens, that belonging to New HoC, remembers trial, accomplishment
and triumph, for they truly rose above every other faction and alliance in the
history of Neveron to achieve what had been considered impossible: For all
intents and purposes, New HoC won the game.

| *

Most of HoC, both Old and New, had been trained in the arts of land war
by Rox, one of Neveron's most objectionable though admittedly talented
personalities. The guerrilla warfare style tactics espoused by Rox clashed
greatly with the almost Victorian style frontal assaults practiced by most of
the game, but were infinitely superior. Indeed HoC's original founders,
including Sly and HellDoggs, were themselves taught how to fight on
Neveron by Rox. Though nearly every one of Rox’s early associates ended
up rejecting him and in fact fighting regularly against him, the influence of his
early instruction cannot be understated.

+0 )

+

In early HoC tradition, Sly would choose a target. Pimpslap would
organize Sly's mech forces. And together Pimpslap and | would spearhead
the invasion. Sly's Irregulars (level 9) would invade empires level 9+. We
were always outnumbered. And Sly never picked on empires beneath him.
His quote was, "We are big game hunters, baby!" Once the main target was
sufficiently smashed the enemy would have all pilots entangled in its
defense. At that precise moment we would break off from piloting Sly's
empire and assault the target's faction mates. The sudden overwhelming
wave would break the targeted faction's willpower and indeed its very ability
to defend itself. Victory was almost always inevitable.
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My fondest memory of this style of warfare would be targets such as
Clan Jade Falcon led by Nick Icaza. Icaza was chosen for the fact that he
was a renowned duelist and was thought to be a tough adversary. Sly's
Irregulars faction was ready for the challenge. We had wars in those days
that Neveron only dreams of now. Battlemech companies smashing into one
another with tanks only as support. There were no towers or IDF to ruin the
fun. It was truly the most amazing ‘mech game we had ever seen. Icaza was
a respectful warrior and the war was ended on good terms allowing CJF to
rebuild after losing to us.

! '$

Thanks to the discovery of early #HOC logs it has been possible to
identify the in-game statistics of several original HOC empires. These stats
are from circa very early 2003.

( 6
Empire Data Rank
Empire Level: Nation-state (9) 81

Current Funds:
Base Income / day:

$1,104,759,122 99
$9,360,178 83

Land Area (km2): 9,927 66
Total Population: 386,192 79
Avg. Citizen Morale: 1 528
Research Jobs: 6,041 116
Number of Units: 644 100
Battle Value (BV): 338,098 65
Reputation of Military: 229 80

+0 ) +

Empire Data Rank
Empire Level: Nation (10) 13

Current Funds: $1,085,983,310 32
Base Income / day: $21,345900 14
Land Area (km2): 14,940 40
Total Population:: 1,010,731 13

Avg. Citizen Morale: 12 10
Research Jobs: 200,839 10
Number of Units: 7,380 4
Battle Value (BV): 729,084 13
Reputation of Military: 446 19
)
Empire Data Rank
Empire Level: Nation-state (9) 54

Current Funds:
Base Income / day:
Land Area (km2):
Total Population:
Avg. Citizen Morale:
Research Jobs:
Number of Units:
Battle Value (BV):

Reputation of Military:

$6,086,737,446 7
$14,619,146 45

18,279 28
545,983 46
0 3954
59,445 44
178 310
150,567 109
-5 5883



Empire

Data Rank

Empire Level:
Current Funds:
Base Income / day:

Nation-state (9) 74
$ 78,335,050 1563
$ 14,356,666 62

Land Area (km2): 9,909 70
Total Population: 528,411 68
Avg. Citizen Morale: 12 33
Research Jobs: 12,571 184
Number of Units: 628 120
Battle Value (BV): 240,509 96
Reputation of Military: 243 73

+ 2 6
Empire Data Rank
Empire Level: Province (8) 104

Current Funds:
Base Income / day:

$102,318,291 862
$5,981,318 108

Land Area (km2): 15,534 37

Total Population: 205,146 130

Avg. Citizen Morale: 15 105
Research Jobs: 41,647 65
Number of Units: 1,647 27
Battle Value (BV): 151,618 110
Reputation of Military: 8 736

+. +. 2.

Empire Data Rank
Empire Level: City-state (6) 433

Current Funds:
Base Income / day:

$55,270,715 2383
$1,324,184 332

Land Area (km2): 675 1747
Total Population:: 52,562 339
Avg. Citizen Morale: 10 560
Research Jobs: 2,949 250
Number of Units: 246 282
Battle Value (BV): 12,351 758
Reputation of Military: -0 2328

) 6 )
Empire Data Rank
Empire Level: Territory (7) 207

Current Funds:
Base Income / day:

$113,815,744 760
$ 2,313,604 182

Land Area (km2): 99 5144
Total Population:: 97,766 176

Avg. Citizen Morale: 21 128
Research Jobs: 29,327 71
Number of Units: 324 209
Battle Value (BV): 44,942 220
Reputation of Military: 4 699

Empire Data Rank
Empire Level: Empire (11) 18

Current Funds:
Base Income / day:
Land Area (km2):
Total Population:

26

$11,134,177,736 3
$37,492,276 14
9,585 68
1,315,937 16



Avg. Citizen Morale: 6 26
Research Jobs: 5,717 115
Number of Units: 2,436 19
Battle Value (BV): 1,174,829 12
Reputation of Military: 600 21

I 1s
, » 0, o
Empire Data Rank
Empire Level: Superpower (12) 1

Current Funds:
Base Income / day:

$47,868,841,878 1
$67,370,702 1

Land Area (km2): 22,149 20
Total Population:: 4,157,900 1
Avg. Citizen Morale: 7 1
Research Jobs: 1,037,176 1
Number of Units: 7,389 3
Battle Value (BV): 4,752,564 1
Reputation of Military: 1,764 1

* ( .

Empire Data Rank
Base Income / day: $61,155,354 10
Land Area (km2): 123,048 2
Total Population: 2,182,376 12
Avg. Citizen Morale: 0 2354
Research Jobs: 86,271 28
Number of Units: 2,484 32
Battle Value (BV): 1,779,415 13
Reputation of Military: 724 26
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In the early days of Neveron's history the Capellan Confederation was
very strong. They were a significant power in both research and
manufacturing, and had a tight crew within their core that came together from
other online CBT games. One of the playerbase’'s most cohesive (though
reclusive) sub-communities, the German CBT community, could also be
found within CapCon.

Some of the largest empires to be found anywhere on Neveron were
Capellan, including Clan Frost Badger, Steel Roses Trading Company,
Gruffy’s Furry Blue Dominion, and Group W. Additionally, a large number of
dedicated land war empires could be found within Capellan factions.

However, this enormous concentration of population and battlevalue
disguised a serious rot that had all but consumed Capellan leadership. There
was little allegiance to the alliance as a whole, and little communication
between factions. Very few Capellans were loyal to the alliance, most cared
only about the health and safety of their particular factions.

When HoC split from LIFE, its members were not allowed to touch several
alliances. LIFE was at the top of the list, as many still had friends there.
CapCon however had become stagnant, and was the “fattened calf” of the
hour. HoC knew many of the heads of the Capellan alliance had recently sold
and either left Neveron or reduced their commitment, and that several high
population empires were neglected. It seemed the perfect place and time for
the new HoC alliance to finally earn some serious battle experience, and
CapCon as a viable target was becoming more likely by the day.

At approximately 1 PM on the 7™ of June, 2003, Hippo decided he was
interested in a weekend war. Like so many past and future HoC wars, it was
an entirely unplanned event. He posted a topic update to #HOC, which was
the first indicator the room’s members saw that they would be literally
destroying one of the largest alliances on Neveron within hours.

<Hippo> .topic Hippo is hitting Capellans (ATCC) fa ction tonite.. feel
free to join in. Mir is back!
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Target distribution began and various empires were claimed and initial
dropzones sought. Hippo was slated to hit the level 7 Jade Falcon while
Dragion was assigned the level 6 Cybermatrix Inc. Guardian offered
dropzones against Zeus, a level 7 empire he had recently tangled with and
Skinwalker took NHS, whose actual name has been forgotten. Other HoC
members took an assortment of mid-level empires. The line-up seemed ideal
as ATCC had a predominance of level 5 empires and nearly every HoC
member had an empire of similar level available to war with.

Allies of HoC within Genyosha were the first to show up to participate in
the coming attacks and were issued their own targets. Kage was the first
Genyoshan to be issued a target, Black Bone Legion-Outpost 001.
Representatives of other alliances, including Kraken Guard, filtered in to
#HOC in small numbers.

In total about two dozen HoC and HoC allied players assembled within
the #HOC channel, providing sufficient pilots to maintain a strong offensive.

These early HoC empires that prepared to do battle may have
represented the deadliest land war alliance on Neveron, but many of their
arsenals were decidedly normal. Average even. HoC had been mythologized
by much of the Nev community, even at that time, and it was believed most if
not all HoC members conducted war with inexhaustible DP armies. This was
simply not the case. The vanguard of HoC empires were DP monstrosities,
but the rank and file used primarily market mechs supplemented by the
occasional DP purchase, most often in the form of scouts (STY-3C being
perhaps the most popular, followed closely by RVN-1X).

By 6 PM preparations were set and the assembled horde was waiting to
be unleashed. Finally, the order was given.

<Raingod> ok

<Raingod> declaring war now
<Raingod> lets go
<Lil_Devil> charge!

As the first wave of hits began registering on the war log, it did not take
long for observant Capellans to notice the start of this new war.

* Zeus has joined #FRIN
<Zeus> Cap Con member under attack by member of Gen yosha

* Katrar has joined #FRIN
<Katrar> Anyone know Geisterdrachen of 3gen?

The internal Capellan response was filled with confusion as the number of
attacking empires, and the number of participating hostile alliances grew.
CapCon had long considered itself safe from aggression given its size and
membership of a number of old school and politically connected players.
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Unfortunately for CapCon, the shelf lives of many of these affiliations had
long since expired.

() O

Among the opening salvos was a Genyosha hit (Storm’s level 5 Ghost) on
ATCC's level 5 Katrar's Kommandos - Recce Command. Though KK-RC was
owned by Sev, it was being piloted by Katrar, and he displayed some of the
day’s early confusion in his battle transmissions.

Capellan: Cpt. Soldier 20031330 — Katrar
Lt. Soldier 10646055 — *”
Genyoshan: *NFL* Pilot — Storm{G} under alias Lil_D evil

Lt. Feife*Mouse* - *”
Lt. Mickey*Mouse* - “*

Message from Cpt. Soldier 20031330: "lol Do you rea lize you have hit
CapCon?"

Message from Lt. *NFL* Pilot: "no"

Message from Lt. Feifel*Mouse*: "Who is capcon”

Message from Lt. Soldier 10646055: "Withdraw immedi ately or CapCon
response will be to destroy and your home zones"

Message from Lt. *NFL* Pilot: "You know | am the de coy right?"
Message from Lt. Mickey*Mouse*: "if you would quite bitching and fight,

you could kill me."

Message from Lt. Soldier 10646055: "l was trying to =) But now my mech
company is stranded outside this zone blah"

As Storm’s force slowly crossed KK-RC's front lines, Katrar had indeed
move a hastily assembled mechforce out of Recce’s capital. Conventional
wisdom at the time dictated that sitting in cities was the best way to confront
an attacker, in expectation that some kind of “home court advantage” would
equal victory. Katrar completely disagreed with this prevalent Nev
philosophy, preferring instead to meet his enemies in the field on his own
terms. He had seen too many empires die in their own capitals to believe that
giving your opponent the initiative was anything but an invitation to suicide.
Storm, however, was a believer in the old ways.

<Lil_Devil> this guys an idiot, he moved his ‘compa ny' out of the city

to counter me.

<Lil_Devil> should have just left em and waited heh e

<Meeper> should've just parked the mechs, ran for t he hills and watched

the fireworks eh?

A single Jenner broke off from Storm’s mechforce and began making a
beeline for Recce Command’'s nearby 17k capital zone. It was quickly
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engaged by a thrown together vehicle force, part of a collection of tanks that
had been dispatched to confront just this type of single unit recon tactic. The
Jenner attempted to race across the battlefield and found not safety but the
weapon ports of Recce Command’s only Uriel and a handful of light armor. A
double whammy of head shots put Storm’s mech out of commission, and
battle with the remainder of his local invasion force commenced.

Katrar had reinforced his patchwork assortment of tanks with a trio of
Locusts which were the vanguard for Recce Commands similarly lightweight
main force. These were immediately observed by Storm.

1212043 MEC 1. Locust-3V -2.250 -
1212045 MEC 2. Locust-3V -0.38 0 -
1212042 MEC 2. Locust-1V -0.90 0 -

Any mech or tank can be deadly if utilized properly, however, and
Katrar's hodgepodge of dissimilar forces quickly blew the heads off two more
of Ghost’'s mechs while suffering only a move crit to the Uriel.

Ghost pulled back, abandoning what had become a failed offensive and
left the job of destroying KK-RC to HoC’s Akula. Akula’s level 5 raider,
Rissa’s Rebels, quickly secured a dropzone of its own and began shipping a
new and heavier mech lance in.

Katrar had been given enough time by now to complete the local
organization of his forces. He had an assortment of jeeps and tanks for
harassment operations and a newly arrived contingent of hover APCs for
dispersal as speedbumps. But most importantly, he had an under-strength
company of 10 mechs of which HoC had only observed 4 (3 Locusts and an
UrbanMech). The mech company consisted of 9 assorted lights (2 of which
were non-combatant scouts, an OTT-7J and RVN-1X) centered on a single
50 ton CN9-A and it began maneuvering on the battle map against Akula’s
recently arrived Zeus, Warhammer, Crab and Raven.

A trap had been sprung and Akula was walking right into it. Katrar's
staller units had Akula’s mech composition identified very early, so it was
apparent that the first concerted attack on Rissa’s Rebels needed to not only
be swift, but a surprise. KK-RC’s mechs needed to be given the opportunity
to close unseen, a difficult proposition considering Akula’'s fielding of a
Raven.

But Katrar’s inspection of Akula’s line of approach to KK-RC’s 17k capital
city had identified the perfect zone for such a gamble. It was completely flat
with two enormous stretches of deep forest that were perfect for hiding from
a Raven’s sensors, with a little help of a Raven of his own. He preplaced his
forces and awaited the coming battle, a battle that was certain to determine
the fate of the war (KK-RC'’s small part of it at least).

Finally, after a ponderous yet inexorable approach, Akula hit the forested
zone and the trap was sprung. With his forces deep within a forest opposite
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Akula’s approach, Katrar's mechforce was invisible for the time being.
Akula’s lance continued deeper past the border, turn after turn. After a short
period of time the first hidden mech was spotted by the HoC Raven’s
excellent sensors, and the lance altered course to intercept. Within another
couple of movement phases with Akula’'s mechs nearly halfway across the
zone, Katrar's mech sprung from cover.

It was a veritable Banzai Charge, and it took only a handful of turns for
the sprinting light mechs to close the distance. While the Recce Command
Centurion unleashed AC10 shells and LRM missiles as if they were so much
confetti, light mechs sprinted, jumped and encircled the HoC forces, firing
lasers and machine guns with wild abandon. They were well trained and few
shots missed. It was an inspired charge, full of ferocity even Katrar had
quietly doubted the little mechs could contain.

An early hip crit against Akula’s Zeus placed his force at an even greater
disadvantage, as it effectively immobilized the group, committing it to a last
stand. By the time the whirlwind had subsided three of four HoC mechs lay
dead on the battlefield, with the lone surviving Raven taking desperate flight
for the nearest border. Of Katrar’s forces, 3 light mechs — a mix of Stingers
and Locusts — had fallen, in addition to a Panther that had been destroyed
during an earlier delaying actions.

A number of surviving Capellan mechs chased close after the fleeing
Raven. Well within firing distance, Akula’s surviving mech would have been
toast were it not for Katrar's appreciation of his opponent's good natured
manners in combat. He allowed the mech to escape in a gesture of good
sportsmanship.

<<< This is the actual #HOC IRC chat log from that night (though heavily
censored to include only references to this battle). It is a rare glimpse into the
inner sanctum of a very young HoC. >>>

Session Start: Sun Jun 08 00:00:00 2003

Session Ident: #HOC

[00:01] <Akula[HoC]> Gentlemen...I just got my head handed to me
[00:01] <Steel_Hippo> ouch

[00:02] <Steel_Hippo> that sounds bad

[00:02] <Storm_GD{G}> hope it was on a platter

[00:02] <Akula[HoC]> Hippo, I've lost an assault la nce

[00:02] <Steel_Hippo> ouch akula

[00:02] <Storm_GD{G}> ouch

[00:02] <Steel_Hippo> sorry to hear that

[00:03] <Akula[HoC]> which is my entire striking fo rce...lol

[00:03] <Steel_Hippo> like i say, if you wanna make a peace deal that
is fine

[00:04] <alpha-one> which empire that assault lance is in akula?
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[00:13] <Akula[HoC]> well, I'm done

[00:13] <Akula[HoC]> finally found the person that
he did it soundly, | have agreed to withdraw and re
lands

[00:14] <Shaitan{HoC}> what happenned akula?

[00:15] <Akula[HoC]> he got a lucky crit on one of
early, and basically a light mech swarm did me in

[00:15] <Akula[HoC]> my Raven may escape

[00:15] <Shaitan{HoC}> ick

[00:15] <Hida_Fushu{G}> that's why ya don't buy rav
[00:15] <Shaitan{HoC}> what level is he?

[00:15] <Hida_Fushu{G}> slow

[00:16] <Akula[HoC]> 5

[00:16] <Shaitan{HoC}> want me to kill him next wee
[00:16] <Akula[HoC]> lol

[00:16] <Akula[HoC]> nah, you can't win em all, and
instead of whining, | can respect that

[00:16] <Shaitan{HoC}> or is there an agreement?
[00:16] <Shaitan{HoC}> k

[00:17] <Akula[HoC]> the agreement is that | withdr
and give back the zones | took

[00:17] <Hida_Fushu{G}> who are you hitting?
[00:17] <Akula[HoC]> and he's not pursuing
[00:17] <Akula[HoC]> Katrar's Commando

[00:17] <Hida_Fushu{G}> lol

[00:17] <Akula[HoC]> he's pretty good

[00:18] <Akula[HoC]> first time I've ever been beat

[00:18] <Hida_Fushu{G}> it isn't real hard in my ex
if you are the attacker

[00:19] <Tien_Lung{G} LW> That's just because most
empires properly.

[00:19] <Hida_Fushu{G}> lol something like that
[00:19] <Akula[HoC]> Hida, this guy was online
[00:19] <Hida_Fushu{G}> well that can help

[00:19] <Akula[HoC]> and knew how to fight and defe
wrong LW empire...hehehe

[00:19] <Hida_Fushu{G}> that is usually what screws

[00:20] <Hida_Fushu{G}> by the time you know you ar
already screwed

[00:20] <Akula[HoC]> yep

[00:20] <Akula[HoC]> and besides, | needed to be hu
been having way too much easy success

[00:20] <Hida_Fushu{G}> yeah
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[00:20] <Hida_Fushu{G}> sucks doesn't it
[00:21] <Akula[HoC]> and | did take my fair share o
)

[00:31] <Absolute-Zero> i got to kill 4 lights ;)
[00:33] <Akula[HoC]> ah well, it wasn't all bad

[00:33] <Akula[HoC]> unclaim) Maj. Archie Rissa NO
8/8/8/5/0 Land of Lost Warriors Fatigued (

[00:33] <Steel_Hippo> alive that's good
[00:33] <Akula[HoC]> yeah, | only lost 1 mediocre p

[00:34] <Akula[HoC]> the rest of my good ones lived
or less replaced easily

[00:35] <McGee{Cutthroats}> <ScottyRox> so how do |

[00:35] <Akula[HoC]> the same way Katrar got me to
back...lol

[00:43] <Akula[HoC]> ah well, | still have my trump

[00:43] <Akula[HoC]> the only thing | lost in that
DP mechs were lost :)

[00:44] <Thirdborn[lwingpm]> ...... so are the attac
to stop?

[00:44] <Akula[HoC]> only mine

[00:44] <Akula[HoC]> | was forced to capitulate, bu
for myself

[00:46] <Akula[HoC]> My little raven was the only t
survived....LOL

[00:51] <Raingod> arent you guys a little perturbed
lack of response?

[00:51] <McGee{Cutthroats}> | had alot of response

[00:52] <Akula[HoC]> well, my target responded and
my head on a platter

[00:52] <Akula[HoC]> | finally got a grand battle..

[00:52] <Akula[HoC]> anyway, I'm about to head to b
tired...been a long, bad day

[00:55] <Shaitan{HoC}> sleep well akula

[00:57] <Thirdborn[lwingpm]> damn it - this sob has
speed bumps

[00:57] <Akula[HoC]> hehe, | found an army

[01:07] <Akula[HoC]> ok, | am going to bed now. I'
sometime tomorrow. G'night

[01:07] * Akula[HoC] has left #HOC

$ *
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While Katrar's Kommandos — Recce Command was repulsing its
attackers, few other survival stories could be found within the increasing
wreckage of ATCC. Sly had deployed his venerable raider Sly’s Irregulars
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against Eridani Light Horse, faction leader of ATCC, and was in the process
of skewering it upon a spit of Stone Rhinos. The remainder of the faction was
being similarly dismantled.

The Capellan Response to this HoC assault was non-existent outside of
a handful of CapCon leadership speaking up within IRC and Nevmail. The
only Capellan outside of ATCC to respond militarily was Gmoney, faction
leader of the Tikonov Commonality, who briefly deployed one of his Steel
Roses empires in support of ELH. It was a demonstration more than an
actual counter, but even that was more than any other Capellan faction
managed to put on the ground that day.

Rox aligned himself for a short time with the Capellans, seeing an
opportunity to confront some of his old protégé’s turned opponents that now
constituted HoC. Rox’s contribution was more nuisance than martial, with
plenty of unfounded accusations of one nature or another flying around
Nevmail and chat, but he did at least make an attempt to help CapCon,
something the vast majority of Capellans were unwilling to do themselves.

Gmoney attempted to muster any support he could from the greater
Capellan alliance. Aside from some tepid moral support, none was
forthcoming. His was an unenviable task as CapCon as an alliance had
become virtually worthless. It was, in fact, not even an alliance by the time
the HoC assault upon ATCC had been sprung. It was a sea of islands,
connected by nothing, and sharing nothing in common beyond similarly
themed names in a faction list. Capellans did not associate with each other
beyond the faction level, and really in the end simply did not care.

As the attacks against ATCC began drawing to a close the next day,
three of the faction’s four largest empires had been hammered heavily.
Eridani Light Horse (level 9), Clan Snake (level 8) and NHS (level 6) were
seriously depleted, while only Zeus (level 7) had been left relatively
untouched. Within 24 hours over 700k population had been taken by HoC
and HoC allied forces, and 500k BV destroyed.

In the aftermath of the ATCC blitzkrieg the Capellan Confederation
literally self destructed. Entire factions spun off, some in groups, forming new
political entities that would come to influence Neveron for years such as the
Ryuken Regiments and DEST. Others would gravitate towards existing
alliances, such as Genyosha. Within weeks, however, the Capellan
Confederation would cease to exist as a functional alliance.

Only the Confederation Reserve Cavalry faction, a small collection of
active Capellan raiders such as Tigger, Lu-Fong and Dogmatic, would
continue to wear the symbols of the Capellan Dynasty.

4 5

Unbeknownst to Katrar, his actions defending KK-RC had become a
topic of discussion within the #HOC channel. In his disgust with the complete
absence of a Capellan backbone, and furious that of the dozens of active
Capellans he had been one of only a small handful that had actively resisted,
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Katrar sent a PM to Sly in IRC to let him know just how badly HoC had
devastated CapCon:

<Sly_AFK> <Katrar> | just wanted to share with you how frazzled and
disorganized capcon has become. It is shitting all over itself.
<Sly_AFK> <Katrar> Just amazing to see how capcon i S crapping out =/
<Sly_AFK> <Katrar> You have no idea what you've suc ceeded in doing to
capcon

<Sly_AFK> <Katrar> It has been reduced to a bunch o f nothing
<Akula[HoC]> and he's the only one that fought inst ead of whining

<Raingod> maybe we shoulda recruited that guy
<Akula[HoC]> | respect him, he fought well
<Sly_AFK> going to

<Sly_AFK> | think i like this guy Katrar
<guardian> lol

<Sly_AFK> he hit DoS

<Sly_AFK> i mean damn

<Sly_AFK> he has nutz

<Akula[HoC]> lol

<guardian> sly he didn't know he was hitting dos
<Akula[HoC]> he fought me one on one Sly
<Akula[HoC]> and quite honestly kicked my butt
<guardian> his ok but a tad pushy

<Hippo> katrar is aggressive no doubt
<Sly_AFK> | think we need to give this guy a Q and A session
<Sly_AFK> we need somemore assholes in here
<Sly_AFK> to help out

The next day several members of core HoC approached Katrar in IRC
and subjected him to an interview of sorts, as did Sly. Needing a home, and
with CapCon collapsing around him, it was an easy choice.

Within a week Katrar was HoC and had founded its newest faction:
Kommando Korps{HoC}.

2 -

One unexpected side affect of this and other summer wars was the
dawning of the age of the Mega Alliance. In fact, the first mega alliance was
already forming around the ambitions of an otherwise obscure player named
Nimon, who was just beginning his bid to purchase and centralize as many
large empires as he could get his hands on.

The question of the day became whether to ally with or otherwise
appease HoC, or join the newly forming Mega Alliance. Over time this global
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alliance would change names, but it — and most of its participants — always
stayed the same. Clans/Ryuken/Kizo-NC/SoL/WoB, etc. One emerging
problem was that both HoC and this Mega Alliance preyed upon smaller
alliances to avoid large scale (often global) war. The end result was the
effective dissolution of small alliances into the mega alliance.
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Historically, Nimon’'s KizoKuin faction and HoC were friends and allies.
During the previous Kizo-Clan wars it was HoC money that funded Kizo's
growth and resistance. What would become known as the 1% Kizo War was
an unfortunate result of that alliance’s unrestricted growth.

Former HoC senior commander Shaitan related the road to war: “The 1
Kizo War was forced on Nimon as he had gone on a major recruiting
binge. He had absorbed WoB, Clans, and every anti HoC alliance. Soon they
had become so large and hard to control that war was inevitable. Kizo
jumped the gun and the entire war actually started over a misfire. A
probationary member of Kizo (Planck) jumped a HoC empire. He did not
have permission to do so and Nimon was away for the weekend. By the time
he returned on Monday several Kizo empires had already joined the growing
conflagration and likewise several HoC empires had jumped in on the
defensive. Sly and Nimon began peace talks but these talks failed and war
was declared.”

HoC's strategic situation had been recently weakened by events within
one of its most essential allies. The Genyosha alliance had been severely
crippled by the loss of its two largest faction leaders prior to the war. Wolf of
Genyosha Prime (aka Iron Roses) and Necro of Free Pilots Guild (aka Kizo
Minor Redux) had both sold to Kizo. As such, all those still loyal to
Genyoshan principles found themselves unfactioned and in need of
reformation.

Sly offered to merge with Genyosha in the late summer of 2003, though
for various reasons such a combination of the two powers, which were rough
equals at the time, never occurred. On August 18™ 2003, Nimon offered
Genyosha a place within the growing Kizo super alliance. Mad Mike’s
response - as the voice of all loyal Genyoshans - was simple: “Death to
Kizo!” Not only was Genyosha dedicated to its alliance with HoC, but it was
all loyalists personal mission to liberate every Gen/HoC citizen under Kizo
occupation.

The Genyosha Reformation was eventually completed under the skillful
leadership of Mad Mike, Odin, and later Tien Lung, who kept it independent
and a close friend to HoC.
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Faction Name Faction Leader
Harbingers of Chaos (HoC)

Saints of Hell{HoC}

Taurian Concordat{HoC}

Hippo Military Consortium (HoC) Stone Hippo (Birdl and Mercenaries)
SLY'S IRREGULARS IRREGULARS

KINGDOM OF SMALL Notorious Shadows (HoC)

Blizzard of Black (LIFE) Black Ice

€ult of The Blood Moon €ult of the Blggd Magn

Kommando Korps{HoC}* Katrar's Kommandos

Friends of Small (LIFE) Mir

Marauders of Oblivion {HoC} The Oblivion Guard

Shock Trauma - Immortals Unnamed Empire

* By 2007 Kommando Korps{HoC} was the last remainin g pre-Kizo Wars

faction left in HoC.

On August 19" open hostilities commenced between HoC and KizoKuin.
Kizo Major invaded Duchy of Small, while several other Kizo empires began
hitting additional HoC empires. HoC responded by launching major attacks
against Steel Roses Trading Company - a large production empire that had
recently entered the Kizo fold - with multiple empires.

BattleROMs recovered from the period revealed that 2 Paladins and
several MAD-4A assault mechs, as well as numerous other mechs and tanks
were lost by Kizo during the initial battles with DoS. As the war expanded,
several large HoC war empires were deployed, operated by many pilots of
the highest quality found on Neveron. They literally cleaved through their
opposition, the undeniable power of fighting skill in combination with high
quality military units proving more than a match for Kizo defenders in nearly
every instance.

Several hundred thousand population within several major cities were
captured by HoC forces, and within a short period of time the major
combatants reach a ceasefire agreement. All captured land was returned, on
both sides, including many large SRTC cities, as well as a few smaller HoC
cities. Tensions remained very high.

Following this brief bloodletting, Nimon ordered all Kizo empires to halt
market sales. This move, intended to prevent Kizo military products from
reaching HoC armories, had a far greater affect upon the neutral parties of
Neveron, preventing many of them from equipping themselves defensively
except at painfully high cost. HoC was widely perceived as challenging
Nimon's title of Nev Lord, a belief confirmed personally at the time by Nimon
himself.

Low levels of conflict continued, with occasional flare-ups between
empires as the KizoKuin-HoC rivalry continuously threatened to spin out of
control.

Early in the morning of August 28" 2003, Rox unveiled his “vision” for
Neveron in a widely attended IRC “future of Neveron” meeting, his
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suggestions do not meet with HoC support. They walked out of the meeting
and within a day the drums of war begin beating again.

On August 30", it was reported by HoC intelligence that Nimon had taken
a “vacation” from Neveron and handed operational controls of all his empires
(thus KizoKuin as an alliance itself) over to Rox. The following public

Nevmails were viewed Nevwide:

To: All other empire leaders

From: Maj. Altered (Kizo Major [Kizo0])
Subject: Kok COUp*****

Date Sent: 3/3/3231 8:30:00 PM

In the last 2 days, a large military coup has start
largest Kizo Empires. There is wide spread word tha
Commandos have landed in all of the capitals. The d
the strike of midnight, and moved through the citie
seized the royal families and the nobles of the lan
them. This elite group of warriors then sent radio
select few other empires, where it seems that those
the dark. As the final broadcast is put out on the
available, a fairly familiar face streaks across th
military commander, wears on his left arm a purple
a Star Belt Pirate. On his right arm, a tattered in
Unknown Alliance. As he begins to speak, he begins
"Hail, I'm the 5th Generation of the direct line fr
come to claim hold of that which is mine."

To: All other empire leaders

From: Maj. Altered (Kizo Major [Kizo0])
Subject: In the meantime - to all Kizo
Date Sent: 3/4/3231

Peace should prevail. This message is for all Kizo
their recently assaulted targets. Concurrent wars s
at a later time, and those that continue to assault
seen for the true fools they truly are. That is all

To: All other empire leaders

From: Maj. Altered (Kizo Major [Kizo] )
Subject: Correction

Date Sent: 3/5/3231 2:40:00 PM

*Ownership of Kizo Major* has changed

ed in many of the

t an elite group of
ropships struck at
s like ghosts. They
d and imprisoned
broadcasts out to a
two had warriors in
only remaining HPG
e galaxy. The
insignia of that of
signia of The

his statement with
om Kerensky. I've

members, as well as
hall be dealt with
hopefully will be

HoC's great enmity and distrust for Rox did not inspire improved
relations between the two superpowers, and relations deteriorated further.

By September 6" the low intensity conflict was largely viewed as KizoKuin
versus a coalition of HoC, Genyosha and the Ryuken Regiments. On this day
a true ceasefire was reached, and all combat effectively stopped. Over three
weeks of warfare HoC had lost several high value (DP) mechs and a handful
of battles. KizoKuin’s battlefield situation, however, was so degraded that it
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had adopted a scorched earth policy and was regularly burning cities in the
face of HoC advances. Kizo empires lost over 50 technology complexes
during this period, of which HoC warrior Pimpslap personally captured no
fewer than two dozen.

Ceasefire terms included cash and infra paid out by Nimon to HoC, as
well as a year of peace. The official Kizo ceasefire announcement was
broadcast Nevwide, effectively ending the conflict:

To: All other empire leaders

From: Maj. Banshee (CPG [Kizo])
Subject: CEASEFIRE

Date Sent: 4/20/3231 2:00:00 AM

There is an IMMEDIATE AND UNCONDITIONAL CEASEFIRE b etween ALL Kizo and

ALL HoC, Genyosha, and Ryuken empires. No Kizo empi re is to attack ANY
member of ANY of these factions for ANY reason! Thi s ceasefire has been
agreed upon by the leaders of each alliance. A more stable peace will

be worked out in the very near future between Mr S| y and Mr Nimon. —

Joker, War Master of Kizo

BV and population swings in the major Kizo factions during the last four
days of actual fighting were crippling: 1.7 million population were lost as HoC
advances captured city after city while hundreds of thousands, and possibly
a million or more BV were destroyed. Even with a frantic pace of tank
commissioning Kizo was down nearly 400,000 net BV by the time ceasefire
was declared, so the actual figure must have been much higher.

On September 10", 2003, HoC co-founder Sly sold Duchy of Small and
IRREGULARS to Nimon, which effectively transformed the DoS faction into a
Kizo outpost. It became apparent that the previous week’'s ceasefire
brokered between Sly and Nimon had been the result of this secret sale, of
which HoC had been given no notice. This infuriated more than a few people
as at the time of the ceasefire HoC had gained the major upper hand and
had been on the verge of all out assault on Nimon’s key asset MMI. Indeed
when the ceasefire was originally announced there had been key resistance
within #HOC, as it very obviously favored a wounded Kizo at HoC's expense.

Prior to DoS'’s sale, major political leadership of the HoC alliance revolved
around Sly, Hippo and HellDoggs. When his empires had been handed over,
Sly effectively left Neveron. But it was not Sly alone that left, he took with him
fellow HoC co-founder Hippo. Hippo had in fact been the glue of the alliance,
and the departure of these two personalities caused the group to shatter from
within.

Many were extremely upset that Sly and Hippo had not only left, but
turned their empires over to the enemy. Some felt that Sly and Hippo’s
departures had more to do with the growing internal schisms within HoC. All
felt the keen blow to group morale. The net result was HoC'’s internal
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disintegration and the formation of splinter factions that scattered in nearly
every direction.

HellDoggs refused to be led by “New HoC” and formed his ComGuard
faction, taking almost every other original HoOC member with him. Pimpslap
reformed his original Iron Guerilla Defense League. HoC was left adrift, a
broken alliance abandoned by nearly everyone. Only a very few were left,
and all were “New HoC".

This was the lowest point in HoC history. Much of Neveron’s player
community had seen HoC as the personification of Sly at the alliance level.
Few believed that it could exist on its own, let alone succeed.

On the day that things changed there were only thee members in the
#HOC chat room: Shaitan, Jimbob and Egwene. Shaitan decided to make
the alliance’s recovery a personal mission, and with the aid of those still
loyal, the Harbingers of Chaos were slowly rebuilt. Reorganization was slow
and painful, but with time came progress and a new measure of unity.

Years later, Shaitan memorialized Hippo’s contribution to HoC and the
effects of his departure in the following speech:

“Many of you do not know Hippo but as was stated earlier he was the glue
of early HoC. Hippo was respected by all of his enemies and all of Neveron.
He was not only a political figure but also the silent Killer of his day. This is
my story:

Hippo and Sly had devised the Nemesis HoC. This mech began with 5
Jump and enough ER weapons to make it the premier sniper mech. | had
learned LW watching Sly, Hippo, and HD. Out of the 3 my style of war was
most akin to Hippo’s. At this time | had replaced my lead mech - a Cicada -
with a Nemesis. | always favored speed over brute force. | came to this
decision after watching Hippo fight; he was simply amazing. Hippo had
placed his famous pilot into the first Nemesis to hit Neveron (The first few
went to Sly’s IRREGULARS and to Dark Hippo) and soon Hippo’s was the
top Nemesis by Rep.

At this time the First Kizo War had broken out. Hippo and | were both
pitted against SRTC. Sly and Pimp were hitting Nimon directly. SRTC was
one of Kizo’s backbones and Gmoney was actually running the show at that
moment- Nimon and other leaders remained uninvolved. Hippo and | always
agreed on strategy, thus we began to systematically invade the Kizo
leadership. | had used my own empire to spaghetti SRTC and thus it was
primed for key hits. | fell under attack by multiple enemies but my fast forces
were never caught. At the time | was facing Gmoney and Joker primarily. My
empire only had 7 mechs at the time while Joker's had a powerful batt
including a Rhino. At one point Joker dropped this batt on me, but we had
Sly's Irregulars on stand by and hot dropped it in. Sly allowed Joker’s Rhino
to retreat but Joker took heavy casualties otherwise. SRTC had a juggernaut
of forces including a MAD-4A batt that was near the top of TOP 100 batts by
BV. In HoC fashion, we laid our trap. Hippo waited patiently as was his
way. Soon | had the famed SRTC MAD-4A batt pinned in a city (using INF
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and sensor mechs to hold the pilots in place) and Dark Hippo was on its way
(It was possibly Stone Hippo; it was a long time ago). Hippo brought in his
mech batt and we went to work. Cult was in its early phase and we provided
the pilots: Shaitan, Naimless and Vortakai, led by Hippo. Later on many pilots
would become involved as Nevlag pushed the battle to some insane 8 hours
of combat. The battle was an incredible victory; losing only a few mechs
Hippo slaughtered every (36) SRTC MAD-4A. After taking the city he
renamed it "36 Graves." This was one of the most furious campaigns | ever
witnessed.

Soon after, the hunter became the hunted. This was caused due to our
worst enemy of the day, NEV LAG BUGS! Hippo repeatedly attempted to
send his damaged batt home but a Nev bug struck. His batt was stuck in
place for several hours (At the time we did believe that the Admins had
intervened and kept the batt in place, that is how bad it was). Kizo finally
managed a counterattack after 4 hours of us pulling our hair out. But this was
perhaps the most amazing point of the battle. Already damaged from
destroying a MAD-4A batt, Hippo's batt was forced to fight a withdrawal. The
good news is that once we retreated off the map the bug was gone and we
were able to withdraw to repair. Hippo took casualties but his main mechs
survived. It's impossible to adequately describe this series of battles to you, it
was that amazing. Multiple Kizo empires dropped in to pin his retreating batt,
and Hippo fought through every trap. At one point Kizo even offered to let
him go if he stopped firing. He agreed but once he retreated off map they hit
him again with a bigger empire. Hot drops at that time were different and you
did not suffer casualties or damage, so hot dropping entire mech batts was
common in that war, and fun! It was evident Kizo wanted revenge for the loss
of 36 MAD-4A’s. To spite them for back stabbing Hippo | had already begun
to spaghetti north SRTC and we were prepping Sly’s Irregulars and other
empires to move in for the kill. SRTC was now to become the example of our
wrath. Gmoney told me later in confidence that he had to scroll past pages
and pages of Zone Attack Reports. In this war Neveron learned what HoC
could do to large empires.

Unfortunately, | believe this was the turning point for Hippo. Nev lag,
bugs, Kizo treachery, and the new implementation of towers made for a less
fun Neveron. Hippo was ready to move on to other games.

Hats off to Hippo. It crushed our leadership when Sly left. But when
Hippo left it crushed our spirit. Soon after Hippo left, HoC splintered. | was
the stubborn one who stayed in #HOC. At one point even X2 left us. You had
to understand HoC to understand why that collapse occurred. We are a
family. When our leaders left us we were crushed and many were angry.
Even after our brilliant victory in the first Kizo War, it was HoC that collapsed
post war and not Kizo. This set the stage for the second Kizo War and the
HoC reformation. What an amazing time!”

Support for HoC at this time, even internally, was minimal. Jimbob was
one exception and he personally funded Shaitan’s empire, which added a full
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battalion of DP mechs to his arsenal and provided a much needed boost to
HoC'’s military readiness, not to mention morale.

Shaitan became the de-facto leader of the HoC alliance due to the RL
time he had to commit as well as the name he had made for himself during
the preceding war. Some of Shaitan’s closest friends and supporters turned
against him, such as Skinwalker who was the last of the original crew to
leave. He, like so many others, joined HellDoggs. Within short order
Skinwalker had became a well established Anti-HoC financier.

Fire can forge as well as destroy, however. Seeing that HoC was reeling
from Sly’s departure, countless enemies joined together and in October
began what would become the precursor to the 2" Kizo-HoC War when Kizo
immediately began pounding the last remaining loyal HoC empires. This is
what ultimately saved the faction, as friendships sparked and hardened in the
fires of war have always been the core bond between true HoOC members. As
Shaitan and Jimbob came under intense assault, and the future seemed to
be in doubt, IGDL led by Pimpslap rejoined HoC in a furious counteroffensive
against Kizo.

It was during this critical time that Genyosha and HoC cemented their
eternal friendship, and under Mad Mike’s leadership Genyosha forces fell in
alongside HoC just when the war seemed destined to be lost. Within a week,
HoC was back on the offensive. It cannot be stressed enough how important
Genyosha’s assistance was in securing a future for the struggling
Harbingers. UDC joined in defense of its HoC allies as well, contributing a
large crew of young pilots that would become the backbone of several future
wars fought beneath the HoC banner.

Shaitan stated shortly after the war had turned, “HoC would never have
reformed so strongly had our traditional enemies not kicked us while we were
down. Their greed brought their own doom.”

During the HoC reformation, critical political stewardship was observed by
a new generation of Harbinger leadership, including Shaitan, Eggy (HoC's
resident large empire maintenance expert), Pimpslap, Gunner and Dragion.
In mid December Katrar returned following a 4 month real world absence due
to military obligation and added another name to the list of still-loyal
Harbingers.

! &

Even at this early stage a strong anti-HoC sentiment had solidified within
the Nev community. Its origins are easy to identify; HoC as a whole was
expert at land war, while the majority of the game was mediocre at best, and
that meant a lot of dead empires, and a lot of HoC victories. To lose an
empire on Neveron often meant losing months, sometimes years of work, not
to mention an often significant dollar valuation in terms of donations many
players contributed to the game.

But it went further than that. To be frank, early HoC was filled with many
personalities that played the game solely to see empires burn. There was
little sympathy in evidence for those they ran over, and a great deal of public
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contempt and bullying. People learned to fear HoC not solely due to its gifted
ability to land war, but in equal part due to its volatility and temperament.

HoC’s reputation for cruelty and poor sportsmanship was to some
degree earned during these early days; the HoC Archive would not be an
honest work if it did not recognize this simple truth.

What is not so often recognized is what happened to most of the people
that gave HoC this reputation. This is where Neveron'’s story takes a bit of an
unacknowledged twist. As the vast majority of HoC broke with their alliance
during the post-Sly reformation, HoC as an alliance from that point on had no
original members, and only a small handful of original “New HoC". The oldest
HoC members at that point had been in the alliance for no more than about
six months.

But what happened to those original HoC that had forged its reputation, a
reputation that — despite New HoC'’s tendencies towards negotiation and
diplomacy — stuck with it permanently? Their voices joined the community
chorus of condemnation.

It is perhaps Neveron’s most bitter irony, and HoC’s undying legacy, that
New HoC bore the weight of Old for the next several years, accused and
condemned by the very people that had created that legacy.

(

Around this time, Jakre and a core of original Kuin members departed
Kizo, forming a newly independent Kuin (around Jakre’s empire Karuku).
Kizo Major’'s news release follows:

To: All other empire leaders

From: Maj. Altered (Kizo Major [Kizo0])
Subject: Kizo Structure command update
Date Sent: 1/14/3231 1:50:00 AM

The battle Veteran War Master Jakre, leader of Kuin
KizoKuin today stating that he is hanging it up to
his loving wife, children, and grandchildren. He di
say in his very short but to the point press confer
his mode of operation of how he directed the forces

Nimon has decided to allow the leader of CPG as fir
giving direction to the forces of Kizo. Nimon says
trial period, | have known this person a long time,
does not overwhelm him."

The leader of CPG could not be reached for comment
coordinating the combined attacks of Clan Jade Falc
Apparently there has been a long standing feud betw
and the new War Leader wanted to get this feud over
of Clan Jade Falcon could concentrate on more impor

, has resigned from
spend more time with
d not have much to
ence keeping with

of Kizo.

st War Leader and
"This will be a
| just hope the job

as he was

on on arival clan.
een the two clans
with so the forces
tant matters.

Following a subsequent hit on SoL by Kuin a short time later, Kizo
General Gmoney — owner of Steel Roses Trading Company — ordered a
major multi-empire offensive against Karuku. Kizo and Kuin engaged in
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limited hostilities as several Kizo members prosecuted the attack against
their former ally. Karuku and other Kuin empires easily withstood the
assaults, and they were soon called off. Kuin continued to stand independent
of Nimon'’s influence.

By late September, following consolidation of DoS and other major
factions and empires recently purchased by Nimon, there were at least 10
Kizo factions. They included roughly three quarters of the major empires
upon the face of Neveron, including Duchy of Small, Kizo Major, Kizo Minor,
Kizo Minor Redux, Iron Rose Enterprises (formerly SRTC), The Red Legion,
Clan Widowmaker (formerly IRREGULARS), Free Masonic Lodge of Light
Redux, Butte Hold, several FPG Outposts, and a 50% share of the Free
Masonic Lodge of Light. Kizo’s military leadership at the time included Chet,
Gmoney and Joker, and by most accounts Rox.

Kizo by this time occupied the top three spots on Neveron'’s faction roster,
with a combined population of nearly 20 million and a combined battle value
of over 22 million. These figures were staggering at the time, and had all the
appearances of invincibility. 8 million of that BV was in Kizo Major alone.
Kizo’s financial supremacy at the time was so solid that its main faction had
double the income of the next closest runner up.

By October 17" the ceasefire between HoC and Kizo had been forgotten.
Though the two alliances did not return to full scale war, enough violations by
rogue Kizo empires and factions had been recorded that HoC essentially
negated the agreement. Due to its success (and perhaps despite its
fracturing and slow rebuild), HoC ended the war the target of greater enmity
and hatred than any alliance had before experienced on Neveron.

HoC and Kizo were again at war.

Kizo as an alliance was enormous. This served to dilute the quality of the
average alliance member as there was no quality control or really any
requirements to joining a Kizo faction. The only recognizable exception to
this was the main faction, which recruited directly and exclusively from lesser
Kizo Op factions. Thus, out of every faction in the super-alliance, only one
was guaranteed to have a reasonable level of experience and ability in its
member roster.

In this respect Kizo was much like early WoB (which had joined Kizo after
its own membership began declining due to WoB-Kizo defections). WoB was
notorious for accepting any player in an attempt to become larger, and thus
ostensibly more powerful. This made Kizo, much like the Blakists before it, a
bastion for new players interested in a leg up, or affiliation with perceived (if
not always actual) power.

Economic strength, however, was undeniable. The ability to price your
opponents completely out of the arms market was a tool of dominance and
oppression possessed by no other group or alliance on Neveron. It made it
difficult for enemies to develop the armies necessary for self preservation,
and more difficult to repair them after war.
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The political fallout of Sly and Hippo's departure from HoC cannot be
underestimated. It was perhaps the most pivotal political event in Neveron'’s
history, greater even than Nimon's purchase of great empires and
subsequent ascent to greatness. The great HoC reformation, itself a product
of war and betrayal, served to catalyze the most potent elements of that
fabled land war alliance. The fracturing of HoC resulted in the effective end of
“Old HoC” and the rise of “New HoC”, separating the history of the fabled
land war alliance into two distinct eras. The loss of these original members,
though tragic, ultimately allowed new leadership to flourish absent of the
opposition and objection their ascendancy would have definitely garnered.
When the fire was applied, what was left became iron hard, and HoC
transformed from a capable group of warriors into the iron forged group of
friends and allies that stands to this day as the ultimate expression of
camaraderie and esprit on Neveron.

A major flaw in the organization of the Kizo super-alliance was in the ratio
of members to qualified warriors. Though in possession of enormous military
capabilities, Nimon rarely had the skilled pilots necessary to utilize it. The
Kizo-HoC war showed without a doubt that a lack of skill on the battlefield
was a distinct liability regardless of the hardware that was available to you.
The damage that was done to HoC during this period was largely the result
of quantity, rather than quality. This trend, unfortunately for Nimon, continued
until the end of Kizo.

The sheer size of the alliance as well proved time and again to be a
serious problem for Nimon and his senior leadership. The failure to control
the rogue attacks against HoC empires following each previous ceasefire
was due in large part to the weakness of Kizo command and control.

HoC had a tradition of using a small number of large war empires fielding
many pilots. For example, Sly's IRREGULARS, the most feared and highest
reputation empire on Neveron, was actually fielded by Pimpslap and Shaitan
during the war. HoC organized pilots and wielded that empire like a great
sword. Several large Kizo empires of note including the old Steel Roses
Trading Company were so heavily damaged in part because no one at the
time thought such damage could be wrought in such a short amount of time.

Due to Nimon’s purchase of nearly all of Kizo Major's industrial
competitors, Kizo had the largest production base of any group on Neveron,
and the largest ratio of player production in Neveron'’s history. Rather than
bring prices down, however, Nimon’s hold on the global economy resulted in
skyrocketing vehicle and part prices. If you weren’t a member of the Kizo
Super Alliance, purchasing even a small military could often be financially

crippling.
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post HoC Reformation but prior to the

9,%:
The conclusion of the 1% Kizo War brought with it a complex political

landscape. A menagerie of factions constituted a byzantine labyrinth of

of time that was

In late 2003 Rox authored a unique and fairly accurate political map. It
outbreak of the 2"

alliances, allegiances, competitors and adversaries. War was indeed an
was an excellent work, and served well to illustrate the complexity of Old

extension of political will on Neveron.
Neveron’s political undercurrents. The exact date that Rox’s map was

authored is unknown, but the relationships it represents best fits a brief

peaceful period
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Prior to the resurgence of war, Shaitan’s guidance of HoC had
transformed the alliance’s leadership into a Council. Senior members of the
alliance sat on the council, and each had a full share vote in the
determination of major HoC decisions. Thus it was that such a decision was
put before the council: whether or not to resume war with Kizo. The vote was
not unanimous, several members saw great advantage in taking the war
back to Nimon’s doorstep. Most, however, saw peace as the better prospect
during this extended period of post-Sly rebuilding and restructuring, and thus
it was that on December 10", 2003 HoC voted for peace. The next day, that
vote would become meaningless.

What became known as the 2™ Kizo War effectively kicked off on the 11"
Remy, in command of the HoC empire Wolf River, attacked the BKI faction.
The BKI faction page identified themselves as under Kizo protection. This
was false, there never was any agreement of protection between Kizo and
BKI, though many within the Kizo super-alliance did not know who had
legitimate defense contracts with Nimon.

The sequence of events that devolved into open war were as follows:

<<<

1850 Hours — Members of Kizo Op4 noticed Wolf River’s attacks and after
inspecting the erroneous information on the BKI faction page began dropping
against Wolf River, believing HoC to be attacking a Kizo ally. HoC responded
that it considered Kizo Op4 to be a rogue faction and that retaliation for
attacks will be limited to it alone.

2050 Hours — Kizo General Chet announced in public mail that Kizo
leadership had not approved any attacks and requested any attacks
underway be respected as 1-vs-1 engagements.

2200 Hours — Dragion, a member of senior HoC leadership, reported
publicly that HoC territory was under assault and authorized a full alliance
response against Kizo Op4. He stated that any external Kizo empires that
join the conflict would open their respective factions to HoC attack.

2220 Hours — Tien Lung of Genyosha publicly reminded Kizo that
Genyosha had a very liberal defense policy and that any attacks upon Gen
empires would be met with overwhelming force.
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2340 Hours — Chet announced that any empires operating out of Kizo
Op4 against Wolf River and other HoC empires were doing so in violation of
Kizo policy and would be severely reprimanded. Chet authorized HoC to deal
with the offenders on a 1-vs-1 basis.

< <<

0110 Hours — Loremaster Arden Pryde of Kraken Guard, Theta Galaxy
deployed in support of HoC, deploying two companies of battlemechs in
opposition to Planck (he was in fact the first to deploy against Planck during
this 2™ Kizo War). Arden held Planck down long enough for GreenBeret and
Pimp to finish him off, including Planck’s Stone Rhino. This was among the
last battles Arden fought in solidarity with his former HoC faction mates.

0910 Hours — Nimon announced through Chet that the rogue empire that
originated hits against Wolf River did not have Kizo support, but that the
remainder of the faction did and asked that the war not be expanded any
further.

1300 Hours — Remy of Wolf River observed that the war had already
expanded far beyond its original boundaries considering the numerous Kizo
factions that had already deployed offensively against HoC.

1350 Hours — Macca, UDC External Affairs Minister, announced publicly
that attacks against a UDC ally (HoC) would not go unnoticed. UDC began
preparing for combat.

2040 Hours — Nimon announced that he will not stand to watch an entire
Kizo Op be destroyed, and that Kizo was now at war. He claimed that HoC
broke the ceasefire by hitting BKI despite the Kizo protection indicated by
that faction being false. Chet announced that the expansion of hostilities was
due to HoC rejecting Kizo terms, and that Kizo was still open to talks.

+$

Zap and the Clans supplied significant financial support to Kizo for the
prosecution of this war, as well as many, many pilots. By some estimations
Kizo’s superiority in available pilots was placed at 10:1. Arden, a former HoC
member, eventually broke completely with his former HoC friends and allies,
and became a key instigator of Clan support for Kizo operations.

Perhaps HoC’s most valuable asset, besides the experience of its pilots,
was the extensive spy network it maintained throughout almost every other
alliance. HoC'’s capability to obtain real time intelligence updates on enemy
activity was absolutely pivotal in knowing when and where to commit major
HoC forces in preparation for the defense, and knowing where to exploit Kizo
weaknesses on the attack. It provided much of the flexibility to respond with
far fewer pilots and units and still maintain battlefield superiority.

There were rare occasions where anti-HoC espionage was successful.
The most damaging was conducted by an unknown HoC member that spied
for the Clans from directly within the #HoC IRC channel. Arthur_Davion was
originally targeted as the most likely suspect, but was subsequently cleared
of any suspicion.
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Genyosha quickly became fully involved in support of HoC, providing
direct military assistance on the battlefield and some Ryuken empires began
conducting limited raids upon Kizo targets. Over the next day, Kizo forces
lost two Rhinos, one of which belonged to Planck, 1 Nemesis, several HGN-
732s and several companies of MAD-4As. Much of this carnage was
attributable to the masterful battlefield exploits of HoC’s Pimp.

The same day (May 23", 3223), Shaitan broadcasted a speech to the
people of Neveron that clearly outlined the HoC position in a Sarna forums
post:

“Behold the resurrection of HoC.

| read amongst the comms on this board and | am sickened with the lies.
Why is one head of Kizo speaking peace and another head speaking war? It
is stated that Kizo empires that have broken the CF are considered rogue. It
is also stated no one ever heard of BKI or an alliance with Kizo. HoC was
willing to keep this a confined conflict. But yet more and more Kizo empires
jump in to the fray. While Kizo representatives talk peace the topic in their
chat room commands all available forces attack Wolf River HoC. | too am a
stand up face value warrior. You ask for that which you do not give.

Thus far no one has attempted contact me or attempt to bring honor to
this conflict. So reading of this supposed honor that has been shown to HoC,
| vomit.

| once hoped to build a war faction that was open to all for fun. Wherein
Cultists could engage in warfare on a neutral ground. Over and over this past
two months that neutrality has been raped by Kizo. | have read enough of
your talk on Cult. | have witnessed your lack of honor in combat enough.
Perhaps honor lies with several of the lords. But the dirt talking war
mongerers you keep as company have spoiled your alliance. They throw the
names Nimon and KizoKuin around as if it were so much dust.

There is a juggernaut borne of those you have wronged. A tidal wave that
will cleanse Neveron. All the DP in the world cannot save your sandcastle
from the ocean.

—Shai”

By June 1%, 3223 HoC and Kizo leadership began conducting low level
negotiations to halt the fighting. Chet requested all Kizo empires add no new
fighting forces to the conflict while negotiations were under way, and
requested all unfactioned empires supposedly fighting under the Kizo banner
to immediately stand down. Remy confirmed that talks were underway and
requested no escalations be made from the HoC side.

+

At some point between the 1% and 3" of June, 3233 Duchy of Small was
hacked. Recently bought by Joker for a reputed $4,000, the empire had over
3 million BV scrapped, and all available money sent out of the empire. Kizo
immediately claimed that HoC hacked the empire, though it turned out Joker
had posted his Password in a private chat room to be funny and someone
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took advantage of that poor decision. It had been asserted that among those
that abused DoS were one or more HoC members. This cannot be
completely discounted, as only the perpetrators know who they were, but if
indeed HoOC members were involved it was without the knowledge of the
Alliance as a whole, even members of the greater HoC Council, which had a
close ear to nearly everything that went on within its ranks.

Joker continued to hit HoC empires, and eventually retaliation made its
way to DoS, though not before he had restored its military capabilities to
within half a million BV of its original standing.

The DoS Hack stood as one indicator that Neveron’s community was well
along its path of degradation and spite, a path that would eventually
consume it.

$

Late on the 3 of June, 3233 Chet announced Kizo's intention to
surrender to HoC, assumed command of the alliance and declared martial
law. Additionally, he requested a meeting with all combatant Kizo
commanders. Several FMLL empires acknowledged his requests, but the
majority of Kizo remained quiet, and desperately at war. HoC refused
acceptance of this surrender, believing it to be a ploy to assist in
reconsolidating for a counteroffensive.

Though largely unconcerned with directly entering the war, the Clans
conducted two offensives that were directly relative to the Kizo war effort.
The first, in early June of '33 was a Trial of Absorption declared against Clan
Hell's Horses for joining the Kizo alliance, considered a great betrayal of their
Clan brethren. The second, in late June, was a trial between Clan Frozen
Chosen and Clan Widowmaker to force the latter to abandon its military
support of the Kizo war machine. Their respective public announcements
were as follows:

To: All other empire leaders

From: Sgt. Glxy.C. Angelica Zalman (Clan Steel Vipe r - Beta Galaxy
[FCE])

Subject: Clan Hell's Horses Trial of Absorption

Date Sent: 6/4/3233 6:30:00 PM

Clan Hell's Horses, this is Galaxy Commander Angeli ca Zalman of Clan
Steel Viper's Beta Galaxy. By order of iIKhan Fyret rohl Taney, my

forces have been given the task of absorbing your c lan for betraying

your clan brethren and joining the Kizo alliance. O ur toumans have been
judged to be generally equal for a fair trial (equa | level) by the

ilKhan, and it is his wish that it remain that way.
Prepare your forces.
Galaxy Commander Angelica Zalman

To: All other empire leaders

From: Cpt. Khan Michael Klien (Frozen Chosen [RotP] )
Subject: HPG Transmission from Clan Frozen Chosen

Date Sent: 6/22/3233 8:30:00 PM
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iIKhan, On 06/20/3233 a Trial was fought by Clan Fr ozen Chosen versus
Clan Widowmaker and their directly allied empires. In one on one combat
against their Crockett, our King Crab was victoriou s. The terms of the
Trial would be the removal of the losers forces fro m the ongoing war.
As Clan Widowmaker lost, they will be keeping all C lan Widowmaker
empires; and associated empires (Including The Grea t Lodge of Kizo,

etc) out of the war. This is a superb day for the F rozen Chosen; Seyla;
iIKkhan Taney.

-Khan Michael Klien
-Clan Frozen Chosen

The 5™ of June, '33 proved a devastating day for Kizo forces. On this day,
Nimon lost more BV than had been lost in every war for the previous 6 real
months. Over 3 million BV was destroyed in a single day during a massive
HoC offensive. This startling event ranks as one of the most devastating
losses in Nev history, eclipsed perhaps only by the nuclear attacks inflicted in
later days by Randy and Wayward Son against the empires of known
cheaters.
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For nearly two more Nev-weeks the battles raged, and save a few select
counterattacks by Kizo forces Nimon'’s alliance was on the pure defensive.
By the end of the war at least 6 Kizo Outposts had been fully surrendered
and removed from the conflict, with at least 1 fully disbanded into
nonexistence. KMR, IRE and DoS were all but destroyed. NC was hit hard
and effectively neutralized.

Finally, after long last, Nimon capitulated. Kizo surrendered, and Nimon
agreed to break up the Super Alliance. Kizo was no more.

The Star League lasted 13 Nev years before war finally wiped it out. Mad
Man’s Marauders and its faction Simply The Best lasted roughly 15 Nev
years. Against this backdrop, Kizo the Super Alliance: It survived less than 7
Nev years.

Kizo had negligible control over its member states, and such a weak
command and control structure that few decisions could be made with any
sort of guaranteed response. Despite vast legions, Nimon had little means to
mobilize them, or wield them once they were mobilized. This severely
curtailed Kizo’s ability to conduct itself during times of war.

Some factions and empires were given standing orders to stay out of the
fight. Many feared damage to their empire more than damage to their
alliance. This showed little to no real dedication to Nimon or Kizo, and most
likely it was these fair weather members that doomed the alliance from the
start.

As a super-alliance, Kizo was a failure. However, Nimon learned from his
mistakes. He learned a great many lessons that would be put to application
later, because he was not finished as an adversary to HoC. No, he was just
beginning.

An interesting fact about this war’s end is that again and again the HoC
council voted to prolong the war. The only reason the war did in fact end was
due to the fact HoC had no more standing enemies. At this point it became a
war of vultures as numerous non-aligned empires jumped into the war on the
HoC side to pick the bones of the fallen.

These empires were viewed somewhat contemptuously by HoC. They
hadn’t showed up when needed, and were considered little better than the
Kizo empires they were stripped to the bone. Many opponents of HoC
viewed these interlopers as HoC sanctioned, and blasted furiously at the
HoC alliance in public Nevmail, chat and forums. But the reality is they had
little to do with HoC.

The war had been hard on HoC too, and even in 2003 it was becoming
ritual for disgruntled community members to blame the game’s every fault on
them. HoC simply did not care enough at that point to condemn the behavior
of vultures who were picking the bones of their greatest public detractors.
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During this war Neveron was able to truly see the destruction HoC could
deliver, more so than even during the 1* Kizo War. Every Kizo and Kizo
allied faction was hurt. Large empires of the time such as the old MMM, MMI,
Black Towers, etc all took severe losses in BV and Population. Several key
TC zones were taken by HoC. By the end of the war HoC was in better
shape than at the start in every way including research, population, income,
and BV. Shaitan himself went from 7 mechs at the start of the 2™ Kizo War to
2 full battalions (and mostly DP mechs at that) at the wars end, thanks in no
small part to the generosity of Jimbob.

( 4% I& ):

On the 17" of June, '33 the greatest LW army in the hands of Kizo, The
Grand Lodge of Kizo (formerly Sly’'s Irregulars) was repulsed by the brave
soldiers of The First Circuit. At the Battle of Kannopolis, a metropolis of
approximately 80,000 residents, Kizo forces lost 1 Pillager and 4 MAD-4As.
The First Circuit’'s defenders suffered the losses of 4 Strikers, 3 JED-Las, 3
Hetzers, 3 TX-SRM and 1 Partisan. While other allied forces pursued the
attacking Grand Lodge army, a communications failure (Nev Bug) allowed
them to escape certain destruction.

' 4/
"5 ' %

A young man caked with dirt and soot leisurely walked up to a burnt hulk
of a Kizo Vanguard tank, though he could not discern its make or nation, the
damage was too extensive. From the damage he reckoned it had been an
ammo denotation from some hull breach. Climbing atop the hulk, the smoke
still heavy from the burning vehicles, he counted eleven other heaps, no
doubt its brethren? He had already come across at least three other such
battlefields, the last a Kizo Minor tank battalion, destroyed to the last. The
war was winding down now, the great alliance that was Kizo, was no more.
Like the heaps on the battlefield a shadow of their former selves.

Unslinging his assault rifle, the young man hopped off the tank and
walked up to some MREs strewn about at the base of the tank. They must
have been blown out from the explosion, most were burnt. Placing his
assault rifle against the tank he began looking around, and found a small
field pack. He stuffed as many of the MREs as he could into the pack, and
slung it over his shoulders. He then began searching for anything of use or
want, ammo clips, a slightly singed field jacket, a compass, burnt maps of the
area, a Nev-GPS handpilot slightly damaged and dog tags of his fallen
comrades. Realizing he could stuff no more equipment in his pack or pockets
he began to leave. Grabbing his rifle, he checked the bolt, and locked it to
safe. Then slung it under his arm and began walking away from the
battlefield.
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In the distance he could see mechs, at least company strength, though he
could not identify makes or affiliation. Probably Ryuken forces, like jackals on
a dead carcass. But they could just as well been Genyosha or HoC forces,
as he had seen other such groups in the area, a myriad of nations and
factions. He didn't attempt to hide he was of little consequence. Resistance
was sporadic at best. They continued on, to destinations unknown but to
themselves?

At the edge of the tank graveyard, he took a moment of silence for his
unknown brethren, fallen in defense of their homeland. There were many,
many more like them across Neveron. He was ashamed he could not spare
the time to bury them, but he had his own worries. Not least of which was
spending years in some POW camp, forgotten. Best not to tempt fate. A
slight breeze, and there was a flutter of material out the corner of his eye. On
closer inspection it was a frayed Kizo Battle Banner, worn as decoration on
most Kizo tanks, with burnt holes in the fabric. He climbed aboard the
nearest tank and attached the flag to a small pole and set it upright, braced
as best he could. Then hopped off, headed for home.

Moments later a strong gust of wind blew past him. Looking back the
banner was gone, nowhere to be seen. He didn't stop, he just kept on. An
obscure thought popped into his thoughts.

The King is dead! Long live the King...
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In February of the Nevyear 3231 (March, 2004) the political and military
balance upon the face of Neveron was destroyed. This was the month and
year that nuclear weapons came to Neveron, for the bargain price of $50
billion nevcash per strike. Though the remainder of the Inner Sphere
continued to adhere to the Ares Conventions, banning the use of nuclear
devices as a tool of warfare, Neveron faced a choice. The following public

communications detail the choices that were made.

<<<Recorded from public Nevmail communications>>>

To: All other empire leaders

From: Maj. Rik "Hawkeye" Dalaran (Darkfire Inc.
Subject: Aries Conevention Il

Date Sent: 2/18/3231 1:40:00 PM

This has been proposed on the forums, I've decided
Most of you are well-versed in Battle-Tech, so the
nothing new. To those rusty, or just bewildered, it
ban on Nuclear Weapons.

I'm requesting the signature of all emperors that d
capable of affording a nuke, to swear that they WIL
weapons.

I'm requesting that anyone who supports my idea, ad
that they WILL assist in retribution against any em
nuclear weapons.

Breaking the Second Aries Convention when you have
will be met with swift punishment by those that did

I implore you Neveronians, sign this treaty, save N
endless faceless war of missiles and the death of m
civilians.

Maj. Rik Dalaran,

Steward of Darkfire Inc,

Acting in the wishes of Cpt. Searo Ficha,
Free Leader of the Free Empire of Darkfire

To: All other empire leaders
From: Maj. William Blaine (Free Masonic Lodge of Li
Subject: | at this time do not see the need to sign

[Kizo] )

to send it here too.
Aries Convention is
basicly calls for a

eem themselves
L NOT use nuclear

d their signature
pire that uses

already signed it
sign.

everon from an
illions of

ght. [Kizo OP5])
such an accord
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Date Sent: 2/18/3231 10:10:00 PM

The FMLL will not sign the Aris Covention or the Ge
this time. Thank you

To: All other empire leaders

From: Maj. Kung Pao (Capellan Rangers [Knights]
Subject:

Date Sent: 2/21/3231 1:00:00 PM

On behalf of my people, | will sign the Second Arie

Nuclear weapons are not the way of the mechwarrior.

Besides, isn't it better when you can see your enem
rather than just hearing about it on the news?
Sao shao Kung Pao

To: All other empire leaders

From: Maj. SLY KHATIB (Dutchy of Small [HoC])
Subject: HOC ANNOUNCEMENT

Date Sent: 2/27/3231 2:30:00 AM

It is hereby Decreed: The Entire HoC Alliance now r
the Ares Convention. No nuclear devices will be use
Alliance. This represents a supreme danger to the f
Neveron. It is our belief that there is a group on

use such weapons - Kizo.

Our determination in bringing about safety from nuc
all of neveron is absolute. To this end, Kizo MUST
of the Ares Convention banning nuclear weapons. If
to this point, the current cease-fire between HoC A
dissolved in 10 nev days from this moment.

To: All other empire leaders

From: Maj. Baum (Sword of Light Enforcers [R-5]
Subject: Ares Convention Article 1

Date Sent: 2/27/3231 5:50:00 AM

Ryuken-go totally agrees with HoC on that matter an
article 1 of the Ares Convention, too. No nuclear d
by Ryuken-go.

To support the peaceful nations on neveron we are t
specialized groups of weapons inspectors to search
distruction. Their gathered information will be pub
regularly for all people to see.

Any Alliance or Empire should try to save the civil
if they support the enemy. We do support all effort
of the usage of mass destruction.

Baum

CinC

Sword of Light Enforcers
Ryuken-go

To: All other empire leaders
From: Maj. Regent William Blaine (Free Masonic Lo
OP5])
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Subject: We in the FMLL feel the Ares convention la
relevance in Neveron
Date Sent: 2/27/3231 3:20:00 PM

It is therefore my recommendation we scrap it and a
create a new means to govern warfare that is a mach
rather then the age old star league. | say to You S
the table and let us revise that old meaningless ra
Turtle Bay and on Gibson. | invite you to speak as
rise to the occasion and create a New stronger docu
be torn asunder in moments of panic.

Baron Blaine

To: All other empire leaders

From: Maj. Sparhawk (Albion [UDC-CE] )
Subject: Public announcement

Date Sent: 2/28/3231 7:20:00 AM

The UnderDark Confederation Council has also ratifi
Ares Convention. UDC will not make use of nuclear w

Sparhawk, UDC General Secretary.

To: All other empire leaders

From: Maj. William Blaine (Free Masonic Lodge of
Subject: Ares Convention..Official Statement (start
Date Sent: 2/28/3231 1:10:00 PM

People of Neveron...Today the Leaders of the Free M
Light came to agreement as to what we would accept.

To: All other empire leaders

From: Maj. William Blaine (Free Masonic Lodge of
Subject: .

Date Sent: 2/28/3231 1:20:00 PM

Ares Convention We, the undersigned, on this 28th d
3231, in accordance with our commitment to preservi
solemnly pledge to prevent the loss of civilian lif
document testify to our desire to end the senseless
attendant upon human conflict and our pledge to uph
contained with these Convention or suffer the harsh

Article | -- Nuclear Arms The use of any nuclear de
thereof on a planetary surface or against any comme
prohibited. This prohibition extends to tactical nu

the aforementioned targets. Controlled nuclear atta
military targets are prohibited unless they occur a
75,000 kilometers from the surface of any inhabited
system.

Article 1l -- Orbital Bombardment The use of orbita
stationary targets (as defined in Appendix B, Secti
surface with the single exception of a valid milita
destruction the attacker deems necessary to ensure
own troops, is prohibited. In no case may any orbit
in or near any heavily populated area, and any orbi

cks a certain

Il come together and
ine of Neveron

ly and Buam come to
g that failed at
gentilmen and to
mant that wont just

ed and signed the
eapons.

Light [Kizo OP3])
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subject to ex post facto review by a duly appointed
signatory states.

Article lll -- Surrender To lessen the human cost o
combatants must accept the surrender of any unit th
white flag adorned with a red S will represent the
standard, so that any unit unable to communicate by
may still surrender fairly. The universal surrender
Appendix E outline the provisions for the treatment
fair compensation for the capturing forces upon the
prisoners to their native realms.

Article IV -- Safe Passage The governments and mili
undersigned agree to recognize the aforementioned w
symbol of truce. Any vessel, or vehicle, or person
flag shall be granted safe passage through any plac
bearer breaks no laws pertaining to that place, or
activity of any kind. Should the bearer of a truce
hostile activity as defined in Appendix F, the truc
deemed invalid, and any action taken against such a
individuals becomes the responsibility of those suf
action. Harassment of a truce flag bearer without p
investigated by a duly appointed board of inquiry f
states.

Article V --Urban Warfare Restrictions No battle sh
urban area except under extreme circumstances. If t
objective of an assault lies in a city center, atta
ensure that any hostile action taken causes the lea
of collateral damage. No attack may be made against
target, for any reason. Civilian targets shall be d

such life-supporting equipment such as water and ai
agricultural assets, or any other item that enables
population to continue their existence.

Article VI -- Chemical and Biological Weapons Becau
biological agents kill human life indisciminately a
damage the biosphere of any world suffering such as
further development, and production of such agents
prohibited.

To: All other empire leaders

From: Maj. William Blaine (Free Masonic Lodge of
Subject: In conclusion

Date Sent: 2/28/3231 1:50:00 PM

Now..since there is such debate about which artical
which not..lets pick..Either we write a new one spe

to nev...or..we use the full BT proscribe ares conv

all shadup and stop trying to play semantics for ou
request this Agreement be Sighed OCC as this game i
investment..and breech of the afore mentioned contr
RL consequences to the person who or group that can

Mr Crisp..Engage your brain before your mouth pleas
have always strived for honorable combat unlike som
planet..(exception to the rule RCT which technicall
Regimental Combat Teams of FMLL)Comstar you of all
respect the democratic rule of the people of the IS

your here to defend us not kill us unless something
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WoB..i mean wrong..whoopsAnd those of you who would like to try to make

us seem evil because our Leader bought the players who were quitting
out..Screw you if you cant really see threw the she eps wool that has
been pulled over your eyes..| hope you enjoy this p lanets Chaos March.
Grand Master Mason Blakemore of the Grand Lodge of Neveron

To: All other empire leaders

From: Cpt. Searo "Ace" Ficha (Darkfire Legionnaire s [Kizo OP1])
Subject: Thank You

Date Sent: 2/28/3231 1:30:00 PM

Thank you my lords, you have all made Neveron a saf er place for the
common man to live.

Except Chet, but he's evil, so we all saw it coming .

Please don't nuke me! | don't really think you're e vil!

This message has been brought to you by funds that were supposed to go
torwards schools and hospitals.

Nuclear conflict upon the face of Neveron lasted approximately two and
a half years. Nuclear weapons were used several times during this period,
most often by the Neveron Commonwealth (occasionally with SoL funding),
and always against HOC member and faction leader Gunner. In order to
spare Neveron — and presumably Gunner — an endless string of such single
purposed nuclear attacks, a permanent ban on such weapons went into
effect in the winter of 2006.

L %

Within the spartan confines of a darkened safehouse, ten men and
women safely wrapped within their respective anonymity regard one another.

"Is it true, then?" With practiced gravity, the accepted leader of this round
table grates his question around the stunted remains of a lit cigar. "This
satellite exists?"

Across the room, the shortest - and most nondescript - man in
attendance replies with a soft, "I'm afraid so. Our sources indicate launch to
commence within the month." The man, a statement of clandestine training
when simply standing still, grimaces, "The Neveron Intelligence and
Communication Corporation will be launching their terror weapon, and all of
Neveron will be within its reach."

A harsh cough evidences from a rotund member sitting near an open
hearth, "You all know our resolve. Though we practice anonymity within
these walls, we all know the men and women opposite us. We know each to
be powerful in his or her own right, yet vulnerable to this technological
scourge. This vulnerability will not be exploited.” The rotund man, bearing a
remarkable aire of authority, rises slowly from his perch. "Should any nation
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utilize this monstrosity, its days will be numbered..." Arms cross, "And rest
assured our military collaboration will bear a solution. If necessary, we will
destroy the NICC."

Several nods and indications of approval go around the darkened room.
The group's leader intones, "This meeting is adjourned, but be prompt in the
submittal of your intelligence. We have resources... what we do not have, is
time."

That said, the participants of this clandestine meeting leave whence they
arrived: in secrecy.
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By March, 2004, the HoC-WoB war had been long coming. Precentor
Chester (Chet) LaPointe of the Word of Blake had long been in league with
Nimon’s Kizo in artificially raising the prices of nearly every producible war
good. The armored vehicle market was, on average, nearly twice normal.
WoB profit was astronomical. HoC had long been opposed to commercial
practices of this nature, and the excuse to do something about it was
tempting.

To complicate matters (for WoB), Chet had been not so quietly building a
new alliance against HoC. Having severed administrative ties with Kizo,
defensive agreements were being shopped around Neveron with little effort
for secrecy. Of course, on Neveron today's defensive agreements are
tomorrow’s offensive coalitions, alliances and pacts, and HoC viewed these
activities as indicative of WoB’s hostile intent.

Early in March, two Cult empires were granted green lights to raid WoB.
During the raids, Will (piloting for Chet) began speaking to Cult pilots in a
very abusive and disrespectful manner. When asked to conduct himself
professionally in the manner of a warrior, the expletives increased. In
response and repayment to WoB additional Cult empires were authorized to
expand the conflict into a wider war. Soon HoC empires followed suit.

Within hours multiple WoB/FMLL RCT’s were smashed, and WoB as a
faction had suffered a major population decline. Chet offered to surrender,
but remembering the short life expectancy of WoB ceasefires, the HoC-Cult
coalition refused the offer and maintained the attack.

Pimp demanded a 27 TC zone for peace, which Chet and many within
WoB took to be outrageous and demonstrations of HoC's poor
sportsmanship. In fact HoC never expected the offer to be taken seriously
and intended the demand to be seen as an answer of “No” for peace.

A few days later, once HoC had captured more than its fill of
infrastructure, it was ready to grant peace. Chet was reluctant, as he was in
the midst of scheming to get his allies to attack HoC in a new global
offensive.
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During this time there were serious Nevbugs and lag, and as a result the
war slowed down. Chet took this time to try to bring in friends and build up
his defenses.

Much to Chet’'s disappointment there was no cavalry. Abandoned by his
allies, and facing utter destruction, his situation looked bleak at best. Finally,
when it appeared WoB was on the brink of implosion, HoC ceased fire and
announced publicly that WoB had surrendered. This was unique in that no
such communication ever took place between HoC and WoB, HoC
unilaterally ended the war, sparing Chet absolute destruction.

Everyone within HoC felt that reducing WoB, and Chet, to ashes would
have been justifiable. But most also felt that proper payment for Chet's
scheming and duplicity had been for the most part delivered, and that war
from that point on could only have been prosecuted for its own sake.

The WoB War of 2004 war saw the first major deployment of SNP-1
Snipers in a major conflict. Sniper assaults upon cities with pre-sniper
defenses were brutal massacres, including one battle in which Katrar
destroyed over 200k BV in one 1k zone for the loss of a handful of tanks. For
some time defenders had no idea how to counter IDF attacks, and much of
Chet’s early hemorrhaging of Pop and BV can be attributed to this learning
curve.
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Borders are scratched across the hearts of men
By strangers with a calm, judicial pen,
And when the borders bleed we watch with dread
The lines of ink across the map turn red.

~Marya Mannes, Subverse: Rhymes for Our Times, 1959

+ + 2

War commenced between DEST and the Rox affiliated FWLM in late
March of 2004. There was no direct HoC involvement, but the war — between
two enemies of HoC — proved an excellent source of military intelligence on
both group’s capabilities.

Prior to any commencement of hostilities between these two alliances,
Rox had been spearheading FWLM assaults against KizoKuin empires and
in so doing both inflicting and receiving considerable damage.

The conflict expanded, however, when Lu-Fong - owner of the DEST
empire Yakuza Blades Mercenaries - deployed an expeditionary force
against Drenaii Ill of the FWLM. Drenai lll forces began retreating from Lu-
Fong’s forces, by some accounts having only two units in the area with which
to conduct a delaying action.

The FWLM empire St. Ive’s, owned by Rox, deployed forces to counter
Lu-Fong, and began an operation to trap his mechs. Lu-Fong, fearing the
potential destruction of his mechforce, brought his main — Yakuza Blades —
into play. Yakuza Blades hot dropped a mech battalion on top of St. Ive’s,
allowing the imminently trapped mechs to escape.

DEST leadership observed St. Ive’'s and Drenai llI's attacks against
Yakuza Blades in the war logs, but failed (or just didn’t care) to account for
the actions that led to the attacks. DEST declared war on the FWLM.

The subsequent conflict caused great damage to the FWLM, especially to
empires owned by or closely allied to Rox. Several KizoKuin empires
managed to participate by launching their own counters, which were
condemned by some uninformed parties as having taken advantage of a
weakened and distracted FWLM.

Exactly how this war concluded has been lost to time, but DEST was the
undeniable victor and Rox’s power and military capabilities were significantly
degraded for some time. The availability of competent FWLM empires to use
at Rox’s leisure declined for a time, which was perhaps the most noteworthy
effect of the conflict.
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The war was essentially started by Lu-Fong, hitting Drenai Il with Yakuza
Blades Mercenaries then bringing in Yakuza Blades to cover a withdrawal.
Whether or not DEST leadership acknowledged this is unclear, and sources
have indicated that it may have been DEST's intention to engage the FWLM
regardless, opening a second front in the KizoKuin-FWLM conflict.

Nimon attempted to negotiate a ceasefire between DEST and the FWLM.
This was largely viewed as an attempt to assert his influence in an affair that
did not involve him. Some were wary of his continued bid for the influential
title of NevLord.

DEST proved more than a match for the FWLM. They were able to bring
much more in the way of firepower and tactical expertise to the field of battle
than were the Free Worlders.
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“War is the only game in which it doesn't
pay to have the home-court advantage.”

~Dick Motta

+ $ 3

On April 13", 2004, Eggy of HoC, managing the empire Duchy of Small,
hit Junisar, Faction Leader of House Seusian (HS) with a single infantry
platoon. Junisar countered this attack by launching an invasion of Eggy’s
home zones, sending several mech battalions into combat. He later admitted
he did not know what Eggy had been hitting with and sent his forces into
combat thinking he was under full scale HoC invasion.

Junisar’'s attack was repelled, during which multiple mech battalions
carelessly left in enemy territory were destroyed by HoC forces. Around this
time Junisar insulted Eggy and Duchy of Small in IRC prompting extensive
counterattacks to begin against several additional Seusian empires within the
House Seusian faction. HoC was angry and It had become a war of
annihilation.

During this conflict, additional Players/Empires un-connected in any way
to HoC (in fact some quite hostile to it, such as Planck) dropped on Seusian
empires as well, mostly for OOC reasons. The only player to come to
Junisar’s aid during this conflict was Rox, who dropped at least once in
response to attacks being made by Katrar, though to little effect.

The only House Seusian empire to actually end the war better than it
started was the level 4 “Second Rome”, which caused critical damage to a
level 5 HOC empire. Any Seusian empire capable of conducting offensives
was funded, and Second Rome participated in the very limited attacks the
faction managed to conduct.

The resulting war, though brief, proved devastating to House Seusian.
The faction and its member empires never fully recovered from the conflict.
House Seusian was left a perpetually broken faction, and eventually
disappeared from Neveron’s faction directory a few years later.

This war appears to have been propagated due to the increasing
sensitivity of many HoC members to often crude insults aimed at those within
their alliance, and in no small part to Junisar's incapacity to realize what
lengths his opponents would go to in order to right a perceived wrong.
Indeed, later wars and battles would be launched due to similar reasons.
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Many outside the HoC alliance, however, saw this war as petty and
uninspired.

The HoC alliance fielded vastly superior military forces in comparison to
those of House Seusian. Early destruction of many Seusian mech units
proved crippling to Junisar’s ability to conduct a mobile defense. Within hours
the HoC counteroffensive was deep within Seusian territory and from that
point the war was effectively over.
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O Lord our God, help us tear their soldiers to llgshreds with
our shells; help us to cover their smiling fieldghathe pale forms
of their patriot dead; help us to drown the thundéthe guns with
the shrieks of their wounded, writhing in pain; ek to lay waste
their humble homes with a hurricane of fire; hefpta wring the
hearts of their unoffending widows with unavailoyief; help us
to turn them out roofless with their little childréo wander
unfriended the wastes of their desolated land gsrand hunger
and thirst, sports of the sun flames of summerthadcy winds of
winter, broken in spirit, worn with travail, implorg Thee for the
refuge of the grave and denied it.

~Mark Twain, "The War Prayer"

2 '

By May of 2004 HoC and the Neveron Commonwealth (the transformed
image of former Kizo) had entered into a cold war. A ceasefire had been in
effect for some time, though both sides occasionally brokered a violation of
that ceasefire, usually by accident. Thus was it that on the 12" of May,
Dogmatic piloting G10 began hitting the NC empire Zoo.

The hit was performed utilizing a single OTT-7J Ostscout, which was
successful in taking a number of undefended small cities. As Dogmatic’s
Ostscout was continuing its single-handed rampage behind enemy lines, NC
empires began dropping against him. Soon they began hitting G10’s home
zones as well, and at one point no fewer than six Nev Com empires were
hitting.

HoC responded to the gangbang by declaring NC in violation of the
ceasefire agreement and began gearing up for what looked to be a long
month. Much was said at the time about the fact that it was in fact Dogmatic
that first violated the ceasefire, and this is true. But it was NC that turned a
boredom induced single scout nuisance raid into a huge gang-banging free
for all against G10. Uncontrolled escalation is how global wars began on
Neveron, and this war was no exception.

The Otomo and Cult alliances fell in under the HoC banner, with
Genyosha organizing UDC, unF and FedCom to supplement HoC forces.
Nev Com found the early support of Chet's Word of Blake, and a dearth of
DEST pilots (though DEST professed neutrality as an official alliance
position). LIFE, Ryuken and the Clans remained neutral early in the renewed
conflict.
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HoC and company actually enjoyed numerical superiority during the first
week of combat operations, a fairly unusual situation given the vast popular
support Nimon generally enjoyed when facing his traditional foes. By the 21%
of May NC'’s forces had grown to include WoB, KizoKuin, FWLM (which
actually joined on the 18"™) and ComGuard. NC remained largely on the
offensive, with the assistance of Planck — recently allowed back in after
having been kicked from the alliance — and The OverMind, who conducted
himself admirably on the field of battle and proved himself time and again to
be a loyal ally to Nimon.

One contributor to HoC success at the strategic level was the presence of
a HoC spy planted deeply within the Neveron Commonwealth. The spy’s
identity, Mantis, was one of HoC’s most closely held secrets even years after
NC ceased to exist as an alliance. The story of Mantis’s infiltration of NC is
detailed in the HoC Archive chapter, “Operation Preying Mantis”.

Thus was it that during the opening hours of general hostilities and the
first wave of HoC attacks, the following internal communications were
intercepted and forwarded to HoC intelligence analysts:

To: All Members of My Faction

From: Cpt. Shadow Knight (2nd Nev Com Royal Guard © [Kizo OP1])

Subject: Massive Attacks on 2nd NC fationmembers
Date Sent: 4/4/3240 12:30:00 AM

Massive Attacks on 2nd NC fationmembers

During the last 10 RL hours empires of 2nd NevCom f
of combined attacks. It started with attacks on Ard

declares war on 43 " Neveron Commonwealth Dragoons.

Then they started on FOX: Gordon's Armored Cavalry
DeathKnights. And KnighOwl: Messenger of Death decl
Com Regulars®©. And Paladin: Dragon Breath declares
Regulars©

The attacking empires took mostly the surrounding u
then brought in seige materials. So they sended in
KnightOwls remove city. He was just building that ¢
defenses weren't able to repell them. (only 6 IDF t
skill 2).

KnightOwl woke up in time and | believe he managed
not sure as | needed a break at that time. Neverthe
remote city.

They used a OTT vs. Ardor to fatigue the Towers. Bu
sensor hunt the OTT. Detected him twice made him bl
to 1 point and a Hip crit. OTT fleed. At that time

did a counter.

The forces of [NCP] Geria Project took the advantag
Ardor's enemy from the north aswell. G10 fleed with
removed from the core area.

The enemy of FOX used snipers first and dested some
is lacking the sensors in his core area. | had to u
down the sniper. After enemy lost 2 sniper he chang
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send in ongoingly INFs to fatigue the towers. The b
detect the Inf. Had to use mechs again :(

Additional the Towerplacement and Preplaceing of FO
They are now rearranged in 1 line of 20 Tower and t
over the map. | opened a bug ticket in 2nd NC for t
nevertheless it will be solved to late and FOX most
city.

Attacks on Paladin were like 7 snipers. His perfect
out 5-6 :-) Enemys tried to fatigue more, but at t

in and now some fights are still going on

Also we had attacks against: Pgund gof flésh declare
Necrontyr Pgund gof flésh is a CWI faction member, |
is attacking us, but Nimon you have to clear that.

out that faction. They seem to be no HoC. | bet its
another faction using all his Empires.Well Necronty
surrendered. But Clan Herbert from 1st Nev Com fact
wiped out Pound of Flesh in that area. Thanks to ClI

Next target was: Clan Apfelschorle declares war on
regulars © -Elyssia Which is a Gen empire | think.
out the remote area of Kozeyekan.

Currently we try to fight of the attacker on Paladi
also still try to hold FOX core city... But we lack

Lessons to learn: Get enough IDF Tower (KnightOwl),
Towers (FOX), be active, have active BP's, and plac
even the 4 corners !!!

Good Defenses | saw for Ardor and Paladin. Kudos Gu
enemys got a bloody nose. Well one still fights oth
stuff, lot of stuff and seems not to have the right

For thoose guys looseing their remote area | hope y
defenses for te core cities !

*

ad sensors did not

X units went poo.
he units are spread
hat hickup.

likely loose the

defense setup took
he end Neth jumped

s war on [NCP]

don't know why CWI
Or we should wipe

a Cult Member in

r lost his city and
ionsteped in and

an Herbert.

27th Nev Com
And managed to wipe

n with Neth help and
the active ppl :(

get enough Sensor
e Towers to cover

ys. Well done. Their
er left ...Rest lost
defense in place.
ou have the right

Earlier on the 15" the HoC empire 7" ComGuard Army, owned by Katrar,

destroyed the mech army of the level 7 Garanthia. Later that day, Katrar
would change the 7" ComGuard’s name to 1% Chaos Corps, which would
grace the war logs for some time to come, and play important roles in many
future battles and wars (Eventually merging into HoC FL Chaos® and ceasing
to exist altogether).

One early aspect of the NevCom War was the presence of IDF. Many NC
players had never before experienced their actual use in combat, and did not
know how to adequately deploy these new weapons, as revealed by the
following internal NC communication:

To: All Members of My Faction

From: Lt. Nameless Soldier ([NCP] Geria Project [Kizo OP1])
Subject: Sensors , Sensors, Sensors !!!

Date Sent: 4/3/3240 5:30:00 AM

GET freaking Sensors !!!

Since like 10 RL hours enemys are attacking us. And they are useing Inf
to fatigue DeathKnights IDF Towers. Unfortunatly he has no good
sensors. Maybe his IDF Tower have some but they SUC Km
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You cant detect a freaking Inf unit for 10 turns un till | move a Mech
down to the edge. FOX this sucks I'm doing this for hours now only with
a short sleep break, its boring

;-P Pls place addition stealth towers PLS PLS PLS

Early in the morning of the 21* Hussar attacked Pimp’s 69" Irregulars,
and within 3 hours had lost 3 MADs, 1 HGN-732, 4 HGN-733’s, 2 Shoguns, 1
ON1-LW and a STY-3C. Hussar's offensive capabilities were crippled.

The war had been global, and vicious, but was grinding down slightly by
the 22™. 8™ NevCom had been running rampant through the front page and
was dishing some damage to HoC. 69" Irregulars was surrendered after a
long Killing spree against HoC empires, when all its population was taken
while the empire had been on the offensive. Nev Com, under Nimon, Nehrul
and Chet's leadership appeared to have taken to heart many lessons from
previous wars and its organization and average pilot skill appeared to be
much higher than had been seen during the 1% and 2" Kizo Wars. Though
both sides were suffering heavy losses, each continued to conduct sweeping
offensives and vicious defenses.

The 23" was a dark day for Katrar. When a comrade found his mech
force in danger of being trapped by Your Worst Nightmare Jr., Katrar
deployed 1% Chaos Corps mech company to bail him out. This company
incorporated 1 x Rhino, 2x HGN-732’s, 5 x MAD-4A’s, 3 x STY-3C, and a
RVN-1X. Dogmatic had an assault lance in play, and was stalling as Katrar
closed the distance to Nightmare Jr. A partial log of the HoC command net
recorded at the time follows:

[15:24] <Katrar> Your Worst Nightmare Jr

[15:24] <Katrar> What does it have

[15:24] <Katrar> It just countered my Rhino

[15:24] <Wrath> kissappc?

[15:24] <Lazarus{Cult}> kissappc's in this too0???

[15:24] <Gunner_DP_Pool> arden

[15:25] <Gunner_DP_Pool> has 2 lances of heavies an d assaults
[15:25] <Gunner_DP_Pool> clops g, catapault

[15:42] <Dogmatic> imp, mad, blr, 733, aws, shogun, and mediums
[15:43] <Dogmatic> onl —K (2 ea assaults)

[15:44] <Dogmatic> 17 mechs

[15:45] <Dogmatic> longbow, King Crab

[15:45] <Dogmatic> I'm in with an assualt lance now

[15:45] <Dogmatic> I'll stay as long as | can
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Katrar recalls the battle that ensued: “My command company approached
the field of battle, the assaults slowly spreading into a skirmish line while the
Slayers trotted along the flanks. Soon, the zone’s contents came into view. It
was forest, deep and foreboding. Assault mechs make one hell of a signature
though, and sure enough, there they were... 19 mechs. 14 of them assaults,
5 mediums.

That's when | saw it, my Rhino — Chaos Theory — was out of position.
Way out of position. His tactical computer had crashed, and he was
struggling to maintain proper formation. Rather than jeopardize the mission
at hand, | instructed him to withdraw, hoping a dropship would arrive in time
to pick the prize mech and its elite pilot up.

Unfortunately, as soon as Chaos Theory was out of comms range, it was
dropped on by a Nev Com Highlander battalion. Recovered BattleROMs
show that it fought heroically and attempted a fighting withdrawal out of the
zone, but 36 assault mechs is too much even for Clan technology, and the
Chaos Theory eventually succumbed to LRM fire.

A battle remained to be fought, however. My 11 remaining mechs faced
down the combined firepower of Nightmare Jr's 19. The combat was brutal,
and inspired, and at the end of the day 2 of my Marauders lay destroyed
within that forest. 17 of the 19 Nev Com mechs, however, met the same fate.
Of them, only an Awesome and a MAD-4A survived. It was an enormous
bloodletting, and | earned my keep as a hardened HoC butcher that day.”

[OOC: At one time zone preplacement was hopelessly bugged, and it was
that which doomed my Rhino. Out of 12 mechs, only 1 did not appear where
it has been assigned, the Rhino. It began isolated and in danger of being
singled out, and thus was forced from the very first turn to make a run for it. It
was eventually forced to retreat off map, and was promptly jumped and killed
by a Nev Com HGN-732 battalion. If it had been in place it would have been
surrounded by its mates. Thanks Nev Bugs!]

Dogmatic memorialized the Chaos Theory's loss later that day with a
forum announcement, “Recently Katrar lost a Stone Rhino. It certainly wasn't
the first to fall, but this one was significant and goes to the heart of HoC's
loyalty to one another. It was lost in defense of another HOC empire in
another HOC faction. That loyalty in defense of one another was offered
many times by other HOC empires that same day, with the same willingness
to defend at any cost.”

For a week the war dragged on, both sides having more or less
entrenched themselves and settled into a routine of limited offensives and
counteroffensives. Late on the 29", however, that would all change. That
was the date HoC did the unthinkable: it assaulted NC's core at 0,0. What
be%an as a nuisance raid soon became a full HoC effort, and by early on the
30" 2 NC 1k zones were in HoC hands.

Technical issues with Nev would cost Lazarus 16 assault mechs when
they became uncontrollable in the face of a battalion of BEH-44V, and a
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battalion of newly commissioned HoC BEH-IDF were bugged back to 8/8 skill
and ultimately ended up losing the foothold.

By the time Nimon had restored control over his core, several NC mech
companies had been destroyed, as well as several battalions of assault
tanks. This came at extreme financial cost, though, as HoC observers
watched the NC treasury reduced by billions throughout the night. It was later
revealed that Nimon had conducted most of the defense alone, as his pilots
had all left for the night prior to the HoC attack. The requirements of
conducting a defense in depth against a concerted, well piloted HoC attack
can never be underestimated so this was quite a feat on his part.

The 31* would see Katrar’s second unfortunate experience with 1* Chaos
Corps. While hitting the home zones of 7th Név €sm Héavy D®ageeii§, two
DP mech lances got involved in a running battle with several dozen nasty
triple range towers including AC20 and PPC varieties. Rather than retreat,
Katrar charged his mechs into the maelstrom, taking an enormous amount of
fire. Though it cost him six out of eight mechs, the zone was neutralized,
which permitted follow on attacks that took the P®age@fi§ out of the war for
a time. Though his sacrifice was brutal, Katrar considered it just that: a
sacrifice. It had quickly and obviously become a suicide mission, but his
comrades bore the blood benefit.

Katrar's prize Ostscout, a veteran raider in its own right with over 100
reputation, died during an otherwise nameless operation against Nev Com
forces in June.

In the first week of July HoC began a major push against Chet's Word of
Blake, which had been providing unchecked material support to Nev Com
forces throughout the war. HoC forces targeted the Blakist capital of Majesta,
which had the unique property of being the largest city on the face of
Neveron (274,320 population). The city, originally created at the height of
Mad Man'’s reign, was besieged by forces including Shaitan, The Concordat
Commandos and Clan Ghost Bear: Omega Galaxy.

Majesta ultimately fell, which prompted HoC to grant peace to WoB on the
4" of July, 2004. Chet withdrew from the greater NC-HoC conflict, though it is
certain that he continued lending support behind the scenes in the form of
pilots, cash and less noticeable material exchanges.
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The war ground on, though settled into a routine, and few events broke
the mold of raid, counter-raid, and ever more venomous political diatribe
contaminating Neveron'’s public channels.

O n

Sometime around Nevyears 3238 or 3239, in the fall of 2004, Nimon
solidified and acted upon what became termed his “Grand Plan” for the
Neveron Commonwealth. The grand plan was the relocation of all NC
empires into the secure cores of their respective faction leaders for security.
For a while this arrangement was the most potent of its kind on Neveron and
served as a great problem for Nimon'’s foes in HoC.

The following internal NevCom communication (intercepted by HoC
intelligence) was sent to every new alliance member and explained the grand
plan in exacting detail:

To: Another Empire Leader

From: Cpt. Shadow Knight (2nd Nev Com Royal Guard®© [Kizo OP1])
Subject: Nimons Vision (The greate plan) part 1

Date Sent: 10/21/3239 5:50:00 AM

This NevMail is meant for all new members of 2nd Ne v Com's faction (and
for the old ones as a reminder...)

First of all | want to explain you "The Plan" (or N imon's Vision). The
short term targets are:

1) Each Faction member moves to the core area of 2n d Nev Com.

This means we have a few zones right next to 2nd NC 's core area and so
we are all close together AND can fast support each other. (Transfer
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times are short between us for parts, tanks and stu
some coverage for 2nd as he is no longer alone on t

2) My Home is My Castle

2nd NC will build you an huge city near its core ar
empire in the faction).The city will be around 10-2
Commercials, Research (and | think Factories) and a
Bay. This city will be your new Hometown. You'll mo
your remote areas. That way you have only one (or a
defend. You can concentrate your defense into one z
untakeable...

3) Prerequisites:

a) Each Empire has to research the IDF-5 Tower (cf
IDF-5 in Turret, 60 shoots, no ECM/Stealth, no sens
you 16 points armor each side. Its a 7 RP research.

b) Each Empire needs 30 Vehicle Gunnery skill 1 (or
These soldiers will be the IDF Tower crews.

c) Each Empire has to store 1 Batt of Tanks for the
will be maned by the skill 2 and 3 soldiers of your

the IDF Tower Defense Ring around the clustered IDF
This 3 points are mandatory !!! The past has shown
waiting for this moment and we had already 3 ppl wh
City due to a bad preparation.

d) Each Empire will rename after the move to a name
faction roleplay (ask GB for more)

e) Each Empire owner needs AIM (AOL Instant Messeng
You can get it from the AOL pages. | use Trillian i
software, cause he handles AIM, IRC, ICQ, Yahoo IM

4) Support

To reach this goals, 2nd NC will support you as goo
Money, Parts, Tanks, Ideas and whatever...

i.e. You need 30 vehicle gunners with skill 1 or be

train tanks. Best tank therfore is a SCP which is ¢

and has a crew of 4 soldier.

You need SCPs ask. We make em and sell em cheap (fa
75) noone of you can complain...

You need a Batt of Tanks. We make em and sell em ch
You need IDF-5 weapons and ammo. We make em and sel

5) Drawbacks

If you have a level 2-5 mine you let US KNOW first.
Factional Empires. We are a family.

2nd NC is flooding you with support. All we ask for
get the resources to be able to build the stuff you

6) If | forgot something join us in AIM and just as
to answer your questions and its much faster than w
NevMails.

This brings me to the last point:

This stuff is confidential.

1st rule: Dont talk about the fight... err Nimon's
Rgrds, Dag

PS: | know they changed the trainings code. Now you

to skill 2... We have to go with 30 Skill 2 Gunner
every additional 2 gunner helps your defense Tank B
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ff). Also we provide
he huge peninsula.

ea. (Yes for every
Ok pop, have some
Iso a Ivl 3 Repair

ve and then abandon
few) zones to

one and make it

75, 2x Weapon range,
ors -> should give

better) soldiers.
move. Thoose Tanks
empire and build
Towers (50,50).

our enemys are

o lost their Big
according to the

er) ID and client.

nstead of the AOL
and MSN.

d as possible with

tter. You have to
heap for training

ctional discount is

eap...
| em cheap...

No sellouts to Non-

are the Mines to
demand.

k. Most ppl are able
riting insecure

Vision

can only train down
for the towers. But
atts.



-$ ).

“We don't need another assault battalion. Why?
You can’t copy an order of battle or steal a
code with a missile rack now can you.”

~Warleader Katrar, Kommando Korps

=)
Throughout almost all of 2004 a spy operation of epic proportions

unfolded between HoC and Nimon's NevCom. This is the story as only the
fewest of people knew it.

During what has become known as the year long NC-HoC War Mantis (at
the time a foot soldier within Katrar's KK{HoC} faction) had his secondary
empire came under attack. Deftly countering his attacker, he secured his
empire and went to sleep. That night, however, victory became defeat when
tanks and mechs visited again. That 2" attack became a 3" the following
day when a desperate redistribution of forces was underway, and that 3"
attack became a 4" that ultimately destroyed Mantis’'s army (excepting a
single mech that managed to survive the next three years) and took all of his
cities.

In Mantis’'s words: “I decided that | had to do something to revenge the
attack | had suffered and | started to make a plan... a few days later |
decided two things. First, in order to make the game more interesting | was
going to play a role. | decided that | would follow my faction leader Katrar
with absolute loyalty. If he ever decided to betray HoC | would also. If he ever
threw his empire into a kamikaze attack | would also. It may not have
seemed very clever but | felt gaining Kato’s respect would open up a lot of
opportunities in the future. Secondly, | was going to dedicate my “nevlife” to
destroying Kizo and | wasn't going to stop until | managed to complete my
task.”

The first thing that came to mind for Mantis was gaining entry to Kizo as a
spy. After a month of careful consideration, he felt ready. Mantis approached
Dogmatic for permission. Dogmatic asked the HoC Council and within a few
short days the “GO” had been received and what became known as
Operation Preying Mantis was in play.

The first order of business was the creation of a second identity. Mantis
had a lot of knowledge about Neveron but he thought it would be easier to
infiltrate if he had a more interesting profile. Something that he couldn’t avoid
was his lack of perfect English (being Spanish) so his alternate persona
would have to be similarly limited. A distinct danger was that similarities with
his standard typos and writing style would be uncovered, but Mantis felt it
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was a minor danger given his low profile and general newcomer status to the
game.

A great deal of consideration went into the best possible role to assume,
and Mantis displayed his James Bond alter ego in the creation of “Susana
Campos”. Nicknamed “Susanita”, and with absolutely no knowledge of any
game mechanic on Neveron, she was a strategy game aficionado that had
been introduced to the world of giant fighting robots by an ex-boyfriend.
Unfortunately for “Susanita” her boyfriend had left Neveron shortly after
joining, leaving her alone in the game and looking for a faction. To ensure he
committed no errors Mantis bought a notebook for recording what Susanita
said and knew.

The time had now come to create dupe empires, and given that Mantis
only had two of his own, he created three new ones and raised them to level
1. Trying the obvious front door approach, Susanita applied to a Kizo faction
and was not accepted. It was going to require a bit more work to accomplish
his objective, but to Mantis it was worth the effort.

To avoid future surprises Mantis canceled the faction application and
changed the empire’s name. He then shifted infiltration targets from Kizo to
Kizo’s allies. The intention was to infiltrate Kizo through a friendly
intermediary. That friendly intermediary was WoB. With almost no security,
joining WoB was easy.

Now a newbie member of WoB, Mantis spent the next two months
establishing a list of WoB players with Kizo contacts. Gathering that
information wasn’t a problem but gaining their confidence took some time.
Both Kizo (at the time named Nev Com) factions were full, so he bided his
time and continued to collect what limited Intel he could while awaiting his
chance.

During this period of time Mantis was grooming a Kizo player that had
shown some interest in “Susanita”, considering that he might be the best
opportunity to transition from WoB to Kizo. When room became available
Mantis told his contact that he had a 2™ empire built up to level 1 that
needed to join a faction. The contact suggested WoB but Mantis asserted
that he did not want both empires in the same faction, wording it in such a
way that it was apparent there were other reasons why Susanita didn’t want
the empire in WoB. The contact’s curiosity was obvious and Mantis drew out
a game of political evasion before “admitting” that WoB was weak and that
Susanita wanted to join one of the game’s most powerful factions in order to
play and learn with the best.

It worked and the contact suggested Kizo. The day for the jump finally
arrived and Mantis aka Susanita joined Kizo OP1 led by 2" Nev Com.

Step two had arrived, and that meant gaining the confidence of his new
faction mates. He used the role of “I don’'t know anything and want to learn”
and expended a great deal of time fighting pirates, reloading towers and
vehicles and volunteering for similar jobs that benefited the active and
connected Kizo members.
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The first major information leak came as Kizo was organizing a full
offensive against HoC’s Kommando Korps faction (incidentally Mantis’s own
HoC faction led by Katrar). The stated objective was to wipe it completely out
of the game and preparations were expected to take up to 10 days. Mantis
immediately forwarded the information to Dogmatic, who was serving as his
“handler” within the HoC Council. It took three days to filter down into KK
faction mail for various reasons and Mantis was reprimanded by Katrar for
not forwarding the information directly to him or the faction.

On the same day Kizo received a message stating that KK had
forewarning of the assault and they were rapidly preparing for the defense.
Kizo knew that KK had the exact time of attack and a few days later canceled
the entire operation. Mantis decided not to share the cancellation with
Dogmatic, Katrar or HoC in general in order to preserve his deep cover.
Incidentally Katrar and HoC thought for some time afterward that the
Kommando Korps faction was in dire threat of attack and major funding
continued to be funneled into defensive improvement projects, which directly
contributed to the faction’s ability to defend itself during the future Clan War
of May, 2005.

At this point Mantis unilaterally assumed a second intelligence job:
discovering the leak within KK. It was difficult to uncover the empire
responsible, but he had an advantage, he asked around Kizo trying to find
out who had done the spying. He eventually found out and sent a message
from one of his unknown unfactioned empires to the spies Kizo empire (thus
preserving his secret identity):

“I know you are spying on KK. | don’t know which empire you are using
but you have two options. Either leave KK in the next day and never come
back or I will give your name and empires to HoC so they can deal with you.”

Mantis didn’t report any of this directly to HoC; he explained, “I didn't tell
the name to HoC directly because | thought | could use that for some kind of
mercy from Kizo if | was caught.” The next day an empire left KK without
explanation. Mantis noted the nick that the empire’s owner had used in IRC
and checked to see if he came back. He never did and Mantis (correctly)
assumed he had caught and evicted a deep Kizo spy. This became one of
the murky and shadowy events that went on in the spy world between HoC
and its enemies that few, even within their respective commands, were ever
aware of.

Mantis deleted the empire he had contacted the Kizo spy with, erasing
any chance at matching it with him or Susanita. He then created a new one
in the event he ever had the opportunity to join Kizo Major.

As time passed Mantis tried hard to join 1% or 2" NC, but was unable to
gain the confidence of any of those empires’ administrators. In the meantime
he gathered access to numerous smaller empires and recorded numerous
reports about military preparedness, repair bays and important faction mails.
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Finally, the days came. Pirates attacked the two largest Nev Com empires
and Mantis was enlisted to help defeat them. The first major Kizo empire to
fall victim to Operation Preying Mantis was 2" NC. Gaining access on the
18™ of October, 2004, Mantis recorded an enormous amount of information
on units, cities, research and factories. 1* NC was hit by pirates on the 30"
of November and subsequently the same information was gathered on it.

In December, having gained the holy grail of insider Nev Com empire
details, Mantis decided the spy operation had been successfully completed.
In the first days of January, 2005, he turned over his empires, left the faction
and never went back.

The full operation took 11 months. Some months afterwards Dogmatic
approached Mantis and told him that Chet was able to match his IP in IRC.
The possibility disturbed Mantis but he had been very careful to never join
chat while conducting any spy operations. Mantis admitted, “The hardest part
of the operation was being unable to ever join chat to talk with my HoC
friends, just to make sure my concealment was safe. It meant that when |
returned | didn't know most of my faction mates. | also had never told any
member of HoC which Kizo empires were mine, so they were attacked and
destroyed several times, including by my own faction leader Katrar.”

Mantis's Kizo empires were “Susanas Battlemaidens” and “Susanas
Raiders” and they were indeed regularly targeted by HoC raiders. They never
left the Kizo faction so he gifted them to someone in NC when “Susanita” left
the game. In reality the empires were left factioned in the event Mantis ever
felt the need to spy on his Kizo enemies again.

This year long operation was perhaps HoC’s most brilliantly executed
infiltration. The compartmentalization of information was so tight that few
within HoC command were even aware a spy existed. It is also important to
note that Mantis could have at any time deleted HoC'’s two biggest enemies
of the day by simply scrapping units and buildings, as well as numerous
other smaller empires that he had access to. That this did not happen is a
testament to Mantis’s integrity as a player. To spy was an established tactic.
But he always looked, and never touched, (in contrast to the plagues of
empire hackings, deletions and general abusive mayhem that occasionally
scourged Neveron).

82



(+&44
(+&44

“Military strength must be balanced by politicakity.
To lack one or the other places a nation at dangenask.
Risk of destruction, or of subversion.”

~Warleader Katrar, Kommando Korps

n n > $

At some point during the late summer or early fall of 2004, a low level
Kommando Korps{HoC} empire attacked a Clan empire within the Clan
Blood Spirit faction. The hit had been made without the permission of the
HoC Council, and would have been refused even had it been requested
given HoC'’s preoccupation with the NC conflict.

Clan Blood Spirit's response was to consider the raid an act of war, and
declared that an open state of hostilities existed between the entire
Kommando Korps{HoC} faction and Clan Blood Spirit. Within a few hours
numerous drop zones had been secured and raids were being conducted
against a variety of KK empires. Several smaller HoC empires were hit
heavily by multiple Clan raiders, and some had their offensive mech and
vehicle contingents destroyed in the opening hours of the incident.

Kommando Korps was nearly twice as large as Clan Blood Spirit,
however, and though it had been bloodied its primary landwar capable
empires had barely been scratched. The only exception was Dogmatic’s
level 4 raider (name lost to the sands of time), who’s mech zone was
discovered and lost while defended by Al, effectively crippling its offensive
capabilities.

A few hours later, enough Kommando Korps members had connected
that through battleplaying and counteroffensives of their own, the strategic
situation had stabilized. Within the HoC command channel there was talk of
annihilating Clan Blood Spirit, and the very earliest stages of planning was
underway. Katrar (Kommando Korps faction leader) connected into the
middle of this maelstrom, and began taking stock of the situation.

Though the HoC Council had been prepared for the expansion of the Nev
wide Nev Com war into new Clan territory, Katrar was not sure that such a
move was necessary. Always politically minded, the matter to Katrar was
more than wins and losses. He viewed his faction as the accidental
aggressor, and did not necessarily consider Clan Blood Spirit's actions to be
much different than what HoC and his own faction would have undertaken in
similar circumstances.
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Thus it was that Katrar offered peace to Clan Blood Spirit, and
reparations for any losses suffered during the original KK raid. Katrar, in
remembering the steps taken to reach the decision, explained: “It was never
a shade of grey decision. | was not interested in fighting a war with that | did
not consider necessary or in HoC'’s best interests. | was very observant of
the fact that a member of my faction had started the war without my
permission, and | did feel responsible for it. Certainly | would have crushed
Clan Blood Spirit had | decided to prosecute their war, considering the
excellence of KK’s untouched raider empires and the weight of HoC behind
us, but such a victory wouldn'’t in the end have advanced HoC's interests at
all. In fact it would have removed attention and focus from Nev Com, where |
believed all of our concentration was needed. Thus, | decided to offer a fair
Peace, and accept financial responsibility for the damage that had been the
cause of war.”

CBS accepted Katrar’'s offer, but only on the condition that Katrar enter
into a non-aggression pact with Clan Blood Spirit for the duration of one
year. Not anticipating war with the Clans for at least that long, he agreed.

This peace agreement was to prove the last act of diplomacy Katrar
would ever undertake as a member of the HoC Council, given the abuse he
immediately received from CBS over it. He recalls, “My peace deal was one
thing: accepting responsibility for the actions of my faction. There was no
Surrender. In fact it was made readily apparent and clear to everyone
participating in the peace talks that I, the Kommando Korps, and HoC were
prepared to fight. | viewed peace as the right thing, though. Neither HoC nor
the Clans were in need of war with the other, and war would have been a
fruitless endeavor resulting in little more than dead empires.

Once the ink had dried, though, the Clans began trumpeting their victory
over my faction. Much ballyhoo was made over the ‘12 hour surrender of an
entire HoC faction’, an event that never happened. | took the high road,
assumed responsibility for an errant faction member, and did what |
considered to be the right thing, and in return the Clans did little more than
spit in my face. | was so furious over their pettiness and lack of honor |
consciously eschewed diplomacy of any sort from that point onward. Prior to
the Clan Blood Spirit insult, the name Katrar within HoC was synonymous
with peacemaker. | had saved many empires from utter destruction in
months and years past by favoring and championing reasonable and fair
outcomes to war and conflict.

Those days were through, though. | pledged never again to give an
enemy peaceful recourse. And | have no doubt many empires have burned,
that would possibly have been saved if it had not been for the callous
disregard for my honest intentions displayed by the Clans, and those
cowards within Clan Blood Spirit in particular.”

Thus ended the CBS-KK{HoC} incident, which proved minor in military
expenditure, yet a serious political event in the effect it had on an historical
HoC mediator, who became one of HoC’s most entrenched advocates of all
out war.
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“Diplomacy, like a seed, must be nourished to stevi
It cannot take root in a political desert, nor can
it flourish in a rotten ideological garbage heap.”

~ Warleader Katrar, Kommando Korps

$

The CBS-HoC conflict was, at the time, the perfect example of failed
diplomacy. The war itself was initiated over the defection of a Clan warrior
named Fang to Otomo. Fang withdrew from Clan Blood Spirit over internal
accusations of misdeeds that he did not commit, and was later (within CBS)
absolved of. Though he withdrew two of his three empires without incident,
the third — White Fang — which was placed into Otomo’s O3 faction, caused a
bit of an uproar.

Dracs, a Clan member, called for a Trial of Annihilation against White
Fang, which was approved by ilKhan Taney. Clan Blood Spirit publicly
announced their intention to conduct this trial. Trying to avoid embroiling his
new faction mates in war with his former Clan-mates, many of whom he still
considered friends, Fang contacted Tenshi and Dracs to offer a solution.

Khan Tenshi was willing to work out a compromise, in the form of a Trial
of Grievance, but Dracs and ilKkhan Taney wouldn’t hear it, and declared the
Trial would occur. Otomo’s close alliance with HoC prompted Eggy to issue a
warning against any Clan attacks on a member of an Otomo faction. Taney,
spurred on by visions of crippling a HoC ally, and potentially HoC itself,
ignored these warnings and began beating the drums of war.

The war officially began on September 19" 2004, when a level 5 CBS
empire dropped a single assault rifle jump platoon on White Fang to establish
a DZ. Fang himself was instructed by Otomo leadership to take no direct part
in the war (though he did manage to surrender two Clan empires), but
instead concentrate on providing key intelligence to Otomo field commanders
to help blunt the Clan Trial.

Though ilKhan Taney had called upon all Clans and their allies to rise up
and join in the cause, only Clan Blood Spirit and Clan Wolf answered the call.
Clan Frozen Chosen, Clan Jade Falcon and Clan Ghost Bear made public
proclamations of neutrality, and stayed out of the war.

The CBS War was one in which spies were prevalent on both sides. In
one particularly well publicized breakdown in Clan internal security, the
locations of several major CBS repair bays were leaked, and many of them
soon found themselves under siege. The Clans complained bitterly that HoC
had obtained the repair bay coordinates through some form of cheating or
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abuse, an accusation that was gaining in popularity almost by the month, but
in reality it was a Clan member disgusted at the behavior of his comrades
that shared the intelligence. The presence of a spy within Otomo 3 was
confirmed during the course of the war, and was certainly a Clan plant.
Although the amount of damage caused by this breach has never been
determined it is generally considered to have been marginal at best.

The war itself was relatively short lived. HoC deployed in support of its
Otomo allies, including Katrar's KK{HoC} faction which had abandoned its
recent non-aggression pact with Clan Blood Spirit over the whole affair. The
militant Clan forces soon found themselves pressed onto the defensive, and
bleeding both population and battle value. Within short order the Clans
admitted defeat and surrendered, but a new chapter in this saga was about
to begin.

By war’'s end, Fang felt conflicted. He had been in private discussions
with ilKhan Taney and other Clan members, who succeeded in convincing
him that the Clans had been the victims of HoC treachery and aggression —
despite all HoC-Otomo military action having been conducted expressly in
defense of White Fang, and its right to self determination. Fang wrote a
dramatically misguided Nevmail stating his objection to HoC's actions and
guestioning its integrity, and withdrew White Fang from Otomo.

On the subject White Fang’s withdrawal from Otomo and the CBS war’s
aftermath, Fang stated, “This was viewed as treacherous and cowardly from
Otomo’s stand point. And it was cowardly. | had allowed my ear to be bent by
Taney and Dracs. A single MAD-4A was dropped on White Fang to meet out
punishment. It was piloted by Katrar. During the battle | had a long and
informative talk with Katrar, one of the most honorable and skillful warrior’s |
have met. Katrar was able to help me and put things into perspective for me.
He also mopped up all resistance in the zone he dropped in very short order.
Clan Blood Spirit was officially never able to “forgive me” even though | had
done no wrong to them. There were members of HoC who were rather ticked
with me as well, though more understandably so. But it was that talk with
Katrar that kept me in Nev, and changed my perspective on HoC, much for
the better.”

Katrar recalled the day, “All of Otomo, in fact all of HoC was incensed by
White Fang’s withdrawal. Worse yet was the public Nevmail condemning
HoC'’s decision to go to war with the Clans, and condemning Eggy in
particular. We had gone to war FOR Fang, and viewed this as a monumental
slap in the face for the expenditure of our blood and sweat in his defense. |
personally launched against Fang’s empire, intending to decimate it; HoC
was that upset at its public lashing. Upon entering battle, however, | had an
opportunity to speak with Fang, first within battlechat and then within IRC
itself. The picture became clearer; Fang had been manipulated by the Clan
Grand Council into believing that HoC was responsible for attempted
genocide against his former allies, rather than the defenders of Otomo that it
was. Fang displayed remorse, and | believed it to be honest. Rather than
destroy his empire, | destroyed a single zone (yes, with a single MAD-4A),
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and asked HoC to consider the matter at rest. That and his apology to Eggy
closed the matter. It was an unfortunate turn of events, but of all possible
outcomes | believe we saw the best.”
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Wars teach us not to love our enemies, but to tiatellies.
~W.L. George

The history of the Cult-CFC War reaches back further than the
establishment of the first dropzone. Cult’s original leader, Shaitan, had left
Neveron in December of 2004 and sold his empire (similarly named Shaitan)
to Xcoyote who renamed it Nazgul. Before he left, Cult was among the most
elite LW forces of its day. It had a lot of the new blood of Nev, and was
gaining rep so fast it was actually closing in on DEST, at the time Neveron’s
rep leader (thanks to Pancho, Baum, Krak and the other highly competent
German LW'’ers). Naimless and Vortakai, another two original Cult members,
had left before Shaitan. So at this point the Cult of Old was gone, and a new
Cult had been born.

However, soon after Shaitan’s departure things began to fall apart.
Lazarus and Purgamen were co-leaders, but Lazarus had to leave Neveron
as well for personal reasons. As Shaitan described Lazarus, “He was the 14
year old version of Hippo. Despite his age he was a brilliant warrior and
becoming a leader.” Thus it was that Purgamen took the reins of Cult.
Shaitan described Purgamen thusly, “He was fiercely loyal, and had an
appetite for blood you could not describe. In 2004 | made Purgamen our PR
officer because | knew he would get us into wars.” However, Purgamen was
unable to keep Cult together and internal schisms had begun to form.

After a short time, Dobie contacted Shaitan and informed him that Cult
was falling apart. It had in effect split in half, with Dobie going one way, and
Purgamen going the other. After some consultation with Lazarus via email,
Shaitan had some idea what was going on, “Purgamen was ruthlessly
terrorizing Nev. He had an amazing tact for spreading panic among enemies,
and targets were drying up thanks to the fact that Nev had by this time
plunged deeply into the night of Mega Alliances.”

Due to the depleted number of available unaffiliated targets, Purgamen
had targeted a HoC ally. It had not been known at the time that the particular
empire was allied to HoC, but the fight quickly become personal to those
involved. When HoC was called on for support, the situation got politically
ugly for Cult as they lost their long standing alliance with HoC. Dobie,
StormChaos and others left Cult over this development. This critical failure
on the part of Cult leadership cost them perhaps the most important asset on
Neveron: an experienced pilot pool to draw upon in time of war. It was to cost
them dearly, and soon.
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Very early in March of 2005, the Kuin faction was the target of a series of
gangbangs by Clan affiliated empires in retaliation for Jakre’s earlier split
from Kizo. The conflict was extremely bitter and unforgiving given the
intensity of the personality conflicts involved between KzK and the Clans.
Standing orders on the Clan side were to burn all pop, making it more a war
of extermination than one of conquest.

Early #Clan_Snow_Raven Topic:
* Topic is 'Counter any attacks. Burn pop you take from KzK. Trap their
army and kil it.

Kuin had quietly approached several neutral and allied alliances
requesting participation in a planned large scale counteroffensive. Clan
Frozen Chosen knew attacks were imminent due to spies deep within UDC,
and had numerous pilots online, ready and awaiting action.

SatMar5 " -#Clan_Snow_Raven

[04:02] <Khan_Joseph_McKenna> any news on the war?

[04:02] <StCmdr_Spartus> Cult hit Klien earlier

[04:02] <Khan_Joseph_McKenna> no more hit and runs recently?
[04:02] <StCmdr_Spartus> But was a 'war game' appar ently
[04:03] <Khan_Joseph_McKenna> cult hit??

[04:03] <Khan_Joseph_McKenna> war game......kill em

[04:06] <Khan_Joseph_McKenna> so they coming soon e h?

[04:07] <StCmdr_Spartus> <Lord_Victor_Frost> | know KzK is trying to
get Cult, Legion, and UDC to help in 9 days

[04:07] <StCmdr_Spartus> attacking CFC

[04:07] <StCmdr_Spartus> that was the 25th of feb

[04:07] <Khan_Joseph_McKenna> | hear Legion told th em no
[04:07] <StCmdr_Spartus> H-hour is apparently 11am Sunday

[ 10:42] < 11mattbuck > guys

[ 10:43] < 11imattbuck > cult/kzk will be attacking at a round 1130EST
(1630GMT)

[10:53] <GCmdr_Bloodlet> im ready

[10:53] <GCmdr_Bloodlet> i been waiting for them to hit for weeks

[11:14] * saKhan_Andrew_McKenna changes topic to 'F ULL ALERT. PREPARE
FOR ENEMY CONTACT WITHIN 6 HOURS.'
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Given Jakre’s historical friendship with Cult, Purgamen jumped the
alliance in on Kuin’s side. The first coordinated offensives took place on the
5" of March, at 0700 hours EST.

SatMar5 " -#Clan_Snow_Raven
<Malakith> 10/12/3245 10:20:00 AM -- Salgoth declar es war on Hellinton

<Malakith> 10/12/3245 10:30:00 AM -- Salgoth attack s 1055, -326 of
Hellinton ATTACKER WINS

<Malakith> ppl the war has started
<Malakith> UDC is attacking

<Jak{CSR}> shit

<Jak{CSR}> thats my empire
<Khan_Joseph_McKenna> shit they hit early

All known Clan Snow Raven and Clan Frozen Chosen empires were
targeted by Cult and UDC forces during these early hours. By 1000 CST a
major victory had been achieved through the destruction of CFC’'s most
combat effective Level 7 LW empire, an FC:FR raider owned by Arden.
Arden’s powerful ‘mechforce, including 2 Paladins, was lost while conducting
defensive operations. Many former Kuin zones held by the Clans were
liberated during these opening maneuvers.

Unfortunately, this war also contained an inordinate amount of accusation
of cheating on the Clan’s part. The first reaction to any Nevbug or lag
induced problem drew claims of Kuin, Cult or UDC cheating or abuse. In a
game as bug ridden as Neveron, where every player regardless of alliance or
affiliation faced the inconvenience of bugs on a regular basis, these sorts of
accusations were simply evidence of the dehumanized hatred the player
community had devolved to.

SatMar5 ", #Clan_Snow_Raven
<saKhan_Andrew_McKenna> Cult would be an easy Kkill
<saKhan_Andrew_McKenna> if they didnt cheat

<saKhan_Andrew_McKenna> my entire army just got mov ed 2 zones while in
battle, and put in a new battle

One brief moment of Clan ingenuity nearly trapped Purgamen’s attacking
‘mechforce, led by a Stone Rhino. By 1100 CST, however, Cult managed to
cause serious damage to the trapping forces and Purgamen’s battlemechs
survived. Purg’s breakout managed to secure his spot on the front page,
killing most of Frozen Chosen: Falco Rusticolus’s army:

Most BV Killed in Past 24 Hours: Purgamén BV: 30,13 3
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An early Clan counteroffensive, waged between about 1000 and 1500
CST, involved John_Church’s Red Drakes. Slayer, a Cult empire, fought a
series of fluid low casualty battles with Red Drakes, until John Church
launched a counter into Dragon’s home zones. This prompted Ghost (Level
8) and Northlands (Level 7) to respond with mechforces of their own. Ghost
moved a large force of mechs into the area, while Northlands supported with
hotdrops. A mobile defense against Northland’s hotdrops resulted in John
Church losing his most experienced arena pilot, an 80 reputation CDA-3C.

After several skirmishes involving relatively new SNP-1 Snipers, and a
tense three hour standoff that resulted in relatively little damage to either
side, a major pitched battle erupted over control of a Clan DZ intended for
use in withdrawing injured personnel and units. Finally, the large Clan empire
Frozen Chosen: Semper in Primus deployed into the area, and captured the
majority of it. But not before Ghost and Slayer had both made a safe retreat.

It was during this early period that large numbers of unpiloted empires in
both CSR and CFC has begun to fall to marauding Cult led forces. Though
the majority of the higher Clan levels remained unengaged, the large empire
Black Towers was already struggling against the onslaught. By 0800 on the
6" a total of 88k Clan BV had been destroyed for a cost of 10k Cult. Kuin and
UDC ratios were also skewed against the Clans.

This quickly escalated into full war, with the UnderDark Confederation
fully engaged under the Cult banner, and ComGuard: Red entering aligned
with Clan Frozen Chosen and Clan Snow Raven. Kuin as a faction was
small, and had limited pilots to depend on — especially given Coyote of
Coyote Federation’s recent departure from Neveron — and Cult was denied
the experience of its former HoC allies; the odds were stacked against Cult
from the very beginning, given the preeminence of pilots over hardware in
the odds of winning a global or long term conflict.

During the 6" of May, despite their early losses, morale was still high in
the Clans. As the battles raged, however, additional lower level Clan empires
started falling. The mid-high level participants saw little gain on either side,
and the majority of high level empires remained completely uninvolved at this
point. Seeing that the majority of UDC had yet to enter the war, Clan
leadership enacted policies intended to prevent attacks from further UDC
members, and prevent the possible crushing blow of HoC involvement.
Orders to all Clan empires limited actions against UDC to retaliation only,
though Cult and Kuin remained free game.

Kuin empires showed spirited fight in them again and began taking back
their own zones in greater numbers, targeting mostly Clan Snow Raven
empires. The fighting was constant, and heavy.

Slowly as the day progressed though, all Clan counteroffensives ground
to a halt, and aside from Red Drakes and Mirumoto Clan every maneuver
was defensive in nature. In a series of battles, John Church ventured a
counteroffensive into Cult territory, though rarely causing much damage
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before being swarmed and blunted. In each case, the level 10 empire
Fuchida Industries saved Red Drakes and Mirumoto through the deployment
of countless infantry drops intended to screen Church’s withdrawal. Soon all
Cult/UDC drop zones included massed anti-infantry vehicles for protection.
Though these maneuvers were acts of desperation, Red Drakes did manage
to surrender Northlands before itself being forced onto the defensive and
finally self surrendered to allow John Church to take care of RL needs.

The remainder of the first week of fighting was hard, with fierce battles
conducted across numerous initially targeted Clan empires. Cult inflicted the
majority of the early damage, with little in the way of an active coordinated
CFC counteroffensive. Clan leadership at this point seemed capable of little
more than human wave attacks of sacrificial infantry.

More active at this early stage than the Clan General Staff were the
offices of propaganda and misinformation, as many announcements and
statements praising the combat worthiness and prowess of Clan warriors
were broadcast both in public and private. Indeed, privately there was non-
stop internal gloating and boasting about the massive whipping the Clans
were giving Cult and UDC from the very first hour of open combat. During the
first few days this was anything but reality, as during some stretches the BV
killed to lost ratio was over 8 to 1 in dead Clanners.

Exact figures at the end of week 1 of this war are impossible to
reconstruct, but estimates placed Cult/UDC losses in excess of 180k BV,
while CFC/CSR forces lost nearly twice that amount with over 340k BV
destroyed in battle. The brunt of the fighting took place within the borders of
CSR, and collateral damage was high.

Fighting continued to intensify the following week, especially within the
boundaries of CSR:DG. Following the major offensive against the empire
Black Towers (itself within CSR:DG) the entire faction withdrew from the war
effort, surrendering to Cult forces. John Church’'s Red Drakes, a combat
oriented empire of significant capability, surrendered and officially withdrew
from the war following an active week spent in hard defense of
ComGuard:Red. Many other empires on both sides had surrendered to this
point but not decided to leave the conflict. UDC as an alliance was fully
involved in supporting Cult offensives, especially UnderDark members Li Ra,
Angus and Alucard. UDC was largely considered to be doing very well.

Internally, many members of the Clans still failed to understand the
distinctions between HoC and many of its allies. Some thought that they
were not fighting Cult, but HoC itself, despite the recent public falling out
between HoC and Cult. Thus, even despite the fact that not a single HoC
empire had been deployed during the Cult-CFC War, derogatory battle
related remarks still found their way into Clan chat on a regular basis.

Thu Mar 10 " - #Clan_Snow_Raven
<Modelo|BreakingtheLaw> i killed an hoc sniper lanc e with a jenner lol
<Modelo|BreakingtheLaw> also killed an ostroc2m wit h a jenner
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<Modelo|BreakingtheLaw> hoc cant fight for shit

Interestingly, at this point — despite the carnage and hard fought nature of
the war — most empires above level 9 on both sides had yet to take part.
Jakre and most of KizoKuin remained mostly uninvolved, as did Casper and
other high level empire owners of Cult. The majority of ComGuard empires
were idle, and Klien remained quiet on the Clan side. As the planet was
about to see, the war hadn’t even really started yet.

By the 11" the Clans have begun handing over any and all captured Cult
territory to Ryuken forces. Though Ryuken is not an active participant in the
war it was no secret that many with Ryuken were interested in war with Cult.
The handovers served a dual purpose; they served as annoyances to Cult,
and they ensured no Clan forces were needed in their defense.

On the 14™ of March, Nazgul was hacked and its battlemechs hotdropped
onto a heavily fortified city. Lucifer and Malachi had a level 8 empire hacked
as well at about the same time, with its DP mechs dropped onto an unF city
and killed.

The completely degraded nature of the playerbase was truly revealed
when this occurred, as many within the community did not condemn but
rather cheered and applauded the fact that this happened. The internal Clan
response to this was mixed. A very few showed admirable restraint and
understood that cheating was cheating no matter what side you were on, but
the majority within Clan channels heaped derision and scorn upon those that
suffered the hacks.

Ultimately these hacked empire issues, in conjunction with the realities of
two weeks of constant warfare, contributed to both parties agreeing on a four
day ceasefire on the 15" set to expire at noon on the 19™. Both sides took
the time to rest, but Clan Frozen Chosen secretly rallied its warriors and
made plans to retake the battlefield.

)

Upon the conclusion of the ceasefire, Clan forces erupted in an organized
counteroffensive, the precision and strength of which caused a complete
reversal of fortune. Cult and UDC shifted to the full defensive, and several
significant Cult empires found themselves under full siege. 10 Cult empires
were surrendered by the end of day 1.

Cult and UDC approached the Clans to discuss surrender terms on the
21% and were given the outrageous terms of 20 billion payable per faction (40
billion total between Cult and UDC), 500k population paid per Clan and all
Clan land returned. HoC, which had not interfered but had paid very close
attention to the progress of this war, felt these terms to be nonsense and
began gearing up to enter the war on behalf of Cult and UDC.

The Clans knew that facing HoC would break them under the present
circumstances. To avoid an expansion of the war a second ceasefire was
announced for the duration of peace talks. The talks did not include Kuin,
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however, and sporadic attacks involving KzK empires continued throughout
the day.

On the evening of the 22" negotiations broke down and war resumed.

Mon Mar 22 ™ - #Negotiations
<Lazarus{Cult}> UDC doesn't want peace
<saKhan_Andrew_McKenna> does Cult?
<Lazarus{Cult}> Cult will stand by UDC

The war did finally come on the 23", though, when after another day of
solid Clan victories both surrendered. The terms were 2.5 billion payable by
UDC, 5 bhillion payable by Cult and all Clan land occupied by UDC or Cult to
be returned. KzK’s reparations included cash and land as well, though the
exact amount has been forgotten.

HoC’s cold shoulder had cost Cult dearly. But ultimately the price was
paid by the HoC loyal members of Cult that felt betrayed and abandoned.
Players like OC and Rigor/Draco. Cult as an alliance ceased to be a force
upon Neveron from that day forward.

This war restored political relevance to the Clans, whom had been
generally seen as an ineffective alliance and fighting force, especially early in
the conflict. The defeat of Cult caused many to doubt its ability to survive
without the direct military support of HoC.

The Clans utilized some of their post war clout to establish additional
relationships. A full military alliance with the Free Worlds League Military was
the most noticeable. The Anti-HoC bloc was strengthened and the road to
the future “Great Clan War” widened.

If this war proved anything, it was the primary importance of a good pool
of pilots during any large scale warfare. Had Cult not burned its bridges with
HoC, and HoC pilots been available and willing to assist, the war may have
gone quite differently. As it was, the Clans recovered from early setbacks
through the application of planning, and teamwork. That, as has been proven
many times, is the key to victory.

Anecdotally, the success of the Clan counteroffensive was due at least in
small part to the early success of a Nev competitor called All out War. At the
time it appeared to be a potential Nev-killer, and many of Neveron’s veteran
players began migrating to it. Over the next months, many battles were
fought upon Neveron that received less than their share of attention because
players were too busy on AoW. To some degree that was the case with Cult.
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The abuse of Nazgul was investigated and found to be clear-cut hacking.
The hacker attempted to frame Mattbuck through clever use of logins and
passwords. Mattbuck was accused of hacking the game by Randy, who was
preparing to ban him and delete his empires. Some of Neveron’s resident
security experts, however, spent additional hours tracing Nazgul's hacker
and discovered his real identity. The perpetrator's empires were promptly
nuked.
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“They arrived as a swam of locusts; too numerousctant,

blotting out the sun. Their dropships, adorned witike totems of
the Proud Clans, filled the sky with fire as theascended upon
their sleeping foes. This war was to be the begmnAnd the end.
Though they did not know it, the Clans’ brave adwenwould

turn sorrowful in the blood of fallen brothers, additter as a

sulfurous kiss. For the Warriors, Khans, even thdan himself
had forgotten... the life of the locust is short, afalent.”

Dr. Hajil Yetemi; The Clan Wars, Volume 5

On April 25", of 2005, HoOC member GreenBeret hit the Clan-allied empire
Firedrome — belonging to Liber - with the HoC raider Bark Bemons.
Firedrome’s faction had been allied since its infancy with Tilly, who was by
then Khan of Clan Wolf.

Four days later, on the 29", Firedrome surrendered to Park Demons. As
a result, Tilly met with Arden to discuss an appropriate Clan response to the
provocation. Arden approved Liber to counterattack BDark Demons with his
surviving LW capable empire, Liber Chaos, in an effort to retake Firedrome’s
home zones, and dozens of Clan pilots flocked to their war room eager to
assist in this effort. Tilly, however, in a moment of hesitation suspended
Liber’s counter in order to attend an emergency meeting of the Clan Grand
Council.

Key participants of this emergency meeting included Khan Michael Klien,
saKhan John Church (speaking for the recently elected ilKhan Arden in the
iIKhan's absence), saKkhan Andrew McKenna, Khan Tenshi Keller, Khan Tilly
and Loremaster Ward. Clan Wolf planned and intended to go to war if
anyone but Park Demons attacked Liber Chaos during its counter
operations. Khan Tilly pressed the Grand Council hard for a full Clan
declaration of war against the entire HoC Alliance and an activation of the
former “allied powers” Mutual Defense Pact.

The Clans, Word of Blake, Free Worlds League Military and other
signatories to the MDP, however, were ill prepared for war. Some Grand
Council members were outspoken in their hesitation to commit the Clans to a
full scale war without adequate preparation, while others were eager for HoC
blood, and pushed for war. All declared their intentions to support any
endangered Clans militarily, but division persisted concerning the right
timing, and methods.
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The question of legality in invoking the Mutual Defense Pact came up as
well, if the Clans initiated a wider war, and it was matched empire-by-empire
by HoC. Khan Michael Klien was the most outspoken about the possible
complications in external aid being dependant upon the MDP, and others
agreed the issue was not completely black and white.

Tilly, however, was adamant in demanding an immediate Clan response.
She felt let down by the Grand Council and declared Clan Wolf's intention to
go it alone in the face of HoC aggression. The Council asserted its intentions
to defend Clan Wolf, and go to war, but that it needed time. This shift in
objective from possible defensive assistance to Firedrome to preparation for
a coordinated full scale offensive was to prove a strategic disaster for both
the Clans and their many allies.

Ultimately the decision for war was made. It was further decided to
postpone hostilities until the 6" of May, giving the Clans and their allies a full
week of preparation. The MDP was activated, though technically the
preemptive nature of this activation invalidated the Pact and made all
subsequent actions illegal, and therefore war crimes.

The first consolidated meeting of allied nations — called by ilKhan Arden —
took place on the 3" of May. A priority of this meeting was the nomination of
an alliance coordinator, tasked with maintaining cohesion among the various
powers aligning against HoC. Ultimately it was decided that each alliance
member would choose their own representative to an alliance council, and
that saKhan Andrew McKenna would serve as the overall coordinator. ilKhan
Arden was identified as an alternate candidate should saKhan McKenna be
unavailable.

Every Clan save one was represented within this planning session; due to
internal Clan politics Clan Ghost Bear refused to participate in the coming
war.

It was during these earliest hours of organizing the coming Nev-wide war
that the first cracks began appearing in the Clan's complex battle plans,
though they were not recognized at the time. The extreme inefficiency of the
bureaucracy involved in planning and eventually undertaking this war was
stifing. Simple decisions often took hours to reach, and if the right person
was not available to make a decision the whole process was prone to grind
to a halt. Numerous IRC rooms were created for coordination, often with only
four or five people assigned to them and usually with few if any of those
assigned actually joining the rooms at all. This was radically different than
HoC's on the fly decentralized decision making, in which there was no
“Leader” but rather a collective of senior HoC warriors and strategists that
bounced ideas off one another and fought as a team more in guerilla warfare
fashion than a structured political-military bureaucracy.

Once the alliance coordinator had been selected the objective of the
meeting shifted to the strategizing of the war itself. Arden detailed his plan to
destroy HoC by singling out and defeating its factions in sequence. He
argued that by depriving HoC of an entire faction early on, grave damage
would be caused to its ability to conduct a meaningful war effort.
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The initial Clan offensive would focus on the Kommando Korps{HoC}
faction, led by Katrar's level 10 Chaos®. Chaos’ was expected to fall quickly
and easily due to a less than optimal population to battlevalue ratio and the
combined firepower of the seasoned Clan land war empires Chosen
Highlanders and Night Reavers (Wh|ch would be leveled from 11 to 10 in
order to declare war upon Chaos® ). The Clan faction Star League Defense
Forces — Praetorian Guard (SLDF-PG) would issue an FWAR against
KK{HoC}, the successful conclusion of which was certain to decimate the
faction through financial drain and evicted empires. A penalty for FWAR loss
at the time was a random % chance that each empire would be kicked from
the faction, including the faction leader.

Simultaneous attacks upon high value land war empires would be
conducted in order to deprive HoC of its most active and capable war fighting
assets. Pimpslap’s level 8 (3 Taurian Rangers) and level 9 (1% Taurian
Rangers), as well as bark Bemons and Chugalug were anticipated to fall
quickly to the concentrated violence of the opening offen5|ve Additional
attacks against New Fantasy League (NFL), which like Chaos® had a poor
initial distribution of population to battlevalue, were expected to surrender
that empire early. It was anticipated by the Clans that within the first 48 to 72
hours they would be able to shift their focus from a defeated KK{HoC} and
demolished key HoC landwar empires to an FWAR against Kingdom of
Small, a key HoC faction.

During the course of these first days, a highly emphasized facet of the
Clan offensive was the engagement and destruction of as many low level
HoC empires as possible. Save a select few larger, land war active HoC
empires, Clan and allied forces intended to engage these smaller targets en
masse in an attempt to deprive HoC of fresh pilots and wear out its
membership. Khan Michael Klien envisioned a comprehensive plan of
random attack intended to sow confusion within HoC’s ranks, and allow the
real targets to be singled out and destroyed, as revealed in the meeting’s
minutes:

(20:28:24) Khan_Michael_Klien: I think we should do this:

(20:28:27) Khan_Michael_Klien: Coordinate the major players

(20:28:32) Khan_Michael_Klien: WoB, FWLM, NC, and t he Clans

(20:28:37) Khan_Michael_Klien: and let LC, AMI, Lif e, etc etc

(20:%8:43) Khan_Michael_Klien: just hit random HoC empires as they deem
it

(20:28:49) Khan_Michael_Klien: just cause mass conf usion in their lower
ranks

(20:28:53) Khan_Michael_Klien: while we concentrate on specific
objectives

Indeed, many (though not all) within the Clans and allied powers
considered this a war to purge HoC from the game itself, and viewed the
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termination of its smaller and less notable members to be a key component
of this ultimate goal. It was a grotesque goal reminiscent of the many (untrue)
accusations made over the years against HoC that its members conducted
personal purges and wars to drive its opponents from Neveron itself.

Estimations of the resolve of HoC's allies varied, but it was generally
considered imminent that the UnderDark Confederation, Genyosha and
Ghost Regiments would come to HoC'’s assistance and join the war directly.
Beyond the allied powers that would be uniting against HoC, the Ryuken
Regiments — though neutral from the standpoint of military action — declared
their intention to provide deep funding to all combatants in exchange for first
rights to choice captured population centers.

Finally, the date and time were finalized. The invasion was to begin at
10AM EST, on May 6". The drums of war were finally beating.

, ? # 2 *

By the time Friday the 6" had arrived the battle plan had already suffered
the ill effects of miscommunication. Initial confusion as to the actual go time
for combat operations lead many, including some leadership, to believe the
offensive was not due to commence for up to 24 additional hours. Thusly, at
the appointed time at which Clan forces were supposed to launch, too few
people were present, and fewer were ready.

In the initial absence of senior Clan leadership, sakhan John Church
temporarily assumed the duty of alliance coordinator, though ilKhan Arden
arrived shortly thereafter and command was returned.

The extent of early confusion was made most evident at 0950 hours that
morning, when Star Colonel Macca Gastopiv reported that the first Clan
dropships were en route to their target. His forces were given emergency
stand down orders, and the first of many potential disasters was narrowly
averted. HoC had been aware of the possibility of war, but knew little more
than generalities, and in fact believed the most likely date for a
commencement of hostilities to be Sunday the 9", Thus if this attack had
been successfully commenced, HoC would have had definitive warning of
the danger they were in prior to any Clan ability to actually launch their
massive first round offensive, and may have been able to rally a stronger
defense.

As the reality set in that Clan forces had not even come close to
completing preparations for attack total disarray erupted within Clan
Headquarters. The attack was postponed, and momentum began to drop off.
The entire war was in jeopardy of collapsing before it ever began.

By 1100 hours ilKhan Arden made the decision to revitalize the attack
with the few core Clan warriors still present and accounted for. After a half
hour of feverish last minute preparations and a call to arms, the fateful
announcement of war was broadcast at 1134:

(11:34:39) saKhan_Andrew_McKenna: WAR IS A GO
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(11:34:49) saKhan_Andrew_McKenna: GOD BLESS, and Kl CK SOME HOC ASS

By 1135, the first visible combat operation had been completed when
Peanut of LIFE claimed a dropzone against Clan Warhammer of KK{HoC},
the second of the war following Macca’s earlier aborted attack. Military units
aboard numerous Clan dropships were soon en route to their respective
combat zones. As well, saKhan John Church launched attacks against the
Kommando Korps empire The Periphery, and over the next several hours
cleared a concentration of over 60 tanks for the loss of a CPLT-Al and
several critted DP mechs.

Star Colonel Huey initiated attacks against Chaos?, launching a series of
reconnaissance raids that immediately began engaging and clearing stealth
tower fields and what limited direct opposition they encountered. A total
absence of initial HoC counters confirmed what Clan leadership had spent so
much energy attempting to preserve: near total surprise had been achieved.
HoC had been caught off guard.

By 1210 Peanut's army had arrived and begun its siege of Clan
Warhammer. A level 5 landwar empire designed by KK{HoC} veteran
Warhammer, Clan Warhammer was deeply entrenched and immediately
began inflicting losses upon the relatively inexperienced and ill prepared
forces brought to bear against it. Simultaneously with the commencement of
this siege, SLDF-PG engaged KK{HoC} in FWar, locking the two combatants
in a mortal and irreversible struggle.

By a little past noon the full range of Clan-allied member nations had
mobilized and began conducting operations of their own, either directly or in
the provision of crucial pilots to the unified pilot pool. Active alliances
included the Clans, Neveron Commonwealth, Free Worlds League Military,
Lyran Commonwealth, League of Independent and Free Empires, Alliance
Militia Interstellar, Ryuken Regiments (providing financial assistance only)
and Word of Blake (providing material assistance only).

By 1230 additional KK{HoC} empires had come under siege, including
Dogmatic's Maxwell’s Military Militia (level 5) that found its main 10k
population capital under siege by Star Colonel Macca Gastopiv. The Maxwell
city was deeply defended by Strikers, Goblins, and assault tanks centered
around an elite Partisan lance. At the same time, Frozen Chosen: Hells Black
Lions declared war on and engaged the KK{HoC} empire S Divsion.

By 1304 the first of multiple Chaos? core cities were in the process of
being surrounded and cut off from friendly lines and hit with the first
reconnaissance raids of the day. The SLDF-PG faction leader Night Reavers
and the powerful land war empire Chosen Highlanders spearheaded these
attacks. Star Colonel Huey reported Chaos®s primary 1K commercial zone
had been entered and skirmishing had commenced with the metropolis’s
defenders.

While KK{HoC} and its member empires found themselves under ever
more dramatic assault, other HoC factions and empires too came under fire.
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According to plan, many of those initial targets were new and inexperienced
players that had been drafted into HoC, unskilled in war and unable to
provide more than cursory resistance to the early strength of the Clan war
machine.

It was ironic that in the course of these early attacks, purposefully against
HoC'’s youngest and least experienced members, the anti-HoC coalition
made so many claims about how much HoC “surprisingly sucked at land
war”. It is uncertain what they expected to find hitting HoC’s share of the
game’s noobs, but it appeared the anti-HoC crowd’s mythologizing of their
opponents had grown just that deep.

This early in the war, the Clan objective was still to utterly remove HoC
and its players from the game. When the fact that some of their opponents
were newbies was mentioned, many viciously countered with assertions that
these young players, “had it coming,” and, “should have chosen differently,”
and other such community destroying nonsense.

Within an historical context, this was the anti-HoC crowd’s darkest hour,
when it allowed its morally corrupted motivations and deeply entrenched
hatreds to rise up and shake the game. This war, perhaps more than any
other in Neveron’s history, had no foundation in gameplay or rivalry. This war
had been born of hatred, and was prosecuted purely as an act of hatred.

Initially, HoC morale was shaken. The growing strength and fury of the
Clan offensive, and the vastly growing number of Clan pilots visible within
various war rooms caused a dark pall to descend upon what few alert
defenders were present. In fact, the onslaught was so widespread and
vicious, and early damage (especially against KK{HoC}) was so sudden that
HoC itself openly admitted within the confines of its command channels that
the outcome looked to be in doubt, and pledges to fight to the last mech, tank
and man began taking on more significance than simple bravado.

At 1322 the first struggling HoC response made its way into the war logs,
when Frui's level 5 empire Krych launched against Psychosis, a level 4
empire within JSDC-DC. It was a statement of defiance more than anything,
and quickly found itself countered. Within half an hour, the situation became
even more complicated for HoC defenders as New Fantasy League was hit
by 215k BV in Nev pirates. NFL, a level 11 within the Taurian Territorial
Industries mega-faction, found itself under furious assault and these pirates
simply added to the carnage.

As Star Colonel Huey and Lt. Colonel Ashen Shugar continued their
conquest of Chaos?, the mixed state of its defenses became more clear. The
mobile tank battalions assigned to garrison detail were largely average to
sub-standard in skill and composition, and by themselves would have
provided little in the way of resistance. It was Chaos®s highly elite and widely
deployed tower defenses that proved so devastating, however. Averaging 40
elite (mostly negative gun) IDF-5 towers per city zone, with between 50 and
80 rounds of ammunition per tower, it quickly became evident that defeating
Chaos® would be a feat of attrition. Providing even more battlefield firepower
were interlocking fields of long range fire provided by some of Neveron’s
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highest battle value towers, 150 ton mega-structures fielding scores of
double range LRM swarms. These towers (designated Arrows! Towers,
many of which were visible for quite some time on Neveron’'s Top 100 units
by battle value) were generally manned by gunners reaching into -3 and -4
range, some weighed in at nearly 5,000 battle value each, and were nnged
by towers mounting shorter range weaponry. Needless to say, Chaos?
survived the opening hours of the Clan offensive through the sheer force of
elite tower defenses.

Night Reavers and Chosen Highlanders chose to deal with the limited
ammunition of these tower nests by launching wave after wave of infantry
charges. Thousands of Clan warriors perished as they were constantly
bracketed and bombarded by accurate artillery barrages, and growing
numbers of vehicular border defenses. Losses to HoC defenders, however,
inexorably mounted as well. Though the carnage to Clan forces was
extensive, Chaos? ‘s limited army began feeling the effects of ammo loss and
attrition.

By 1430 61 warriors were present within the primary Clan war room,
displaying the deep currents of anti-HoC sentiment and far outstripping
HoC's ability to field its own pilots defensively.

2" Taurian Rangers began some of HoC's first effective counters when it
deployed against Clan Mongoose, Apache Warriors.

By 1522 hours SLDF-PG had conducted 24 attacks against KK{HoC}
target zones, of which 17 had been successful. KK forces had managed to
launch a counter against a single zone, unsuccessfully. Over 30k HoC BV
had been destroyed, with no recorded Clan losses beyond blunted human
wave infantry attacks. 13k worth of HoC population had been captured. No
KK{HoC} empires had yet surrendered.

By 1600 a small collection of HoC defenders had been alerted and were
conducting a defense in place. 25 HoC and allied warriors occupied the HoC
war room, only forty percent of the number available to the Clans. HoC
conducted an abortlve attack upon JSDC-DC, stopping after only two
attacks, and 2™ Taurian Rangers began active counters of Khan Tilly’'s Clan
forces, prompting Clan member ApacheKnights to place an official call for
help against the HoC empire at 1618.

Between 1630 and 1700 hours Neveron was down as administrators
effected changes to battle code. The war had grown so massive, and so
many battles had been initiated between the Clans and HoC that lag had
become severely problematic. Within a half an hour, though, Neveron
returned. The lag was still significant, but appeared to have been slightly
improved.

Early HoC losses and the vast waves of Clan pilots led some within the
allied powers to misjudge the significance of the first hours’ victories. Though
Clan victories were numerous, and the damage caused to HoC severe both
in material and lost morale, some veteran Clan leadership understood the
reality of war against the Harbingers of Chaos while others had more flawed
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notions, as displayed by the following transcript of internal Clan exchanges
on that first day:

(15:34:33) StCmdr_Hellswaters|war: this is sad

(15:34:59) StCmdr_Hellswaters|war: HOC is doing dic k all
(15:35:13) StCmdr_Hellswaters|war: well have HOC ki lled in time for
supper
(15:35:20) Ugleb: dont get cocky
(15:35:32) Ugleb: kill them off first, then get coc ky
(15:35:43) StCol_Overkill_NButa|]WAR: yah hells HoC will come back
(17:16:28) StCmdr_Hellswaters|war: all that matters is were pwning HOC
(17:18:08) mp00-afk: HOC wont lay down and die they will strike back
hard
(17:18:19) StCol_Overkill_NButa|WAR: i know
(17:18:28) StCol_Overkill_NButa|WAR: hells doesnt u nderstand a longterm

war

By 1730 Peanut’s offensive against Clan Warhammer had ground to a
halt. Admitting that he had underestimated the HoC empire, its defenses
were identified by Clan scouts to be 20 IDF-5 towers screened by LRM
towers and approximately 50 vehicles of light and medium tonnage. 3
battlemechs provided a mobile defense, identified as a Dragon, Wyvern and
Ostroc. Clan Warhammer’s capital city of 23k population still stood in bloody
defiance of the Clan incursion.

The KK{HoC} empire Mantis began the faction’s first true counter against
SLDF-PG at approximately 1800 hours, when mech and tank forces were
dispatched to Mantis’'s closest opponent, Frozen Chosen: Nostra Culpa
Cluster. This began what became a bitter political confrontation between
HoC and Clan senior leadership, as the owner of Nostra Culpa Cluster was
at the time deployed to Iraq. The proximity of the empire to Mantis, and the
total warfare inherent in SLDF-PG'’s declaration of FWAR against KK{HoC} in
reality made the target fully legitimate. But the Clans politically used this
attack as a demonstration of HoC’s degenerate policies and further cause for
extinction.

HoC'’s position on the matter was simple. It was negligent for the Clans to
keep the dormant empire of a deployed soldier in a faction intended to
participate in the most brutal and total variety of warfare possible on
Neveron: Faction War. In fact there were two such empires within SLDF-PG,
the exclusion of both of which would have made it extremely difficult for
KK{HoC} to win. For HoC to have excluded such empires from any hostile
action was to practically commit themselves to defeat, as it would have given
SLDF-PG the ability to ignore the defenses of both empires, a critical and
absolute advantage for the Clans.
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This was a very cheap maneuver on the part of the Clans, and went a
long way towards proving to HoC that the Clans held little in the way of
legitimate grievance. In effect, the Clans were not only fighting to drive HoC
from the game, but demanding that HoC cede every exploitable advantage to
the Clans while doing it. And perhaps worst of all, to declare HoC to be the
worst kind of real life evil if they refused.

For the time being, the attacks against Nostra Culpa Cluster continued.
Within Clan command channels, such fury grew over the perceived criminal
acts that HoC was equated to Nazi Germany, its members portrayed as real
life atrocity committing war criminals. This brand of moral bankruptcy was
part of what ultimately led to the Clans absolute destruction on the field of
battle by war’s end.

By 1830 the Clan pilot count had grown to 64 versus 28. The Clans still
enjoyed absolute numerical superiority, though it must be said that the
gualitative superiority was without a doubt well within HoC territory. At the
same time, Chaos® losses had climbed to 14,009 BV, causing it to drop 1
rank on the Top 100 list.

By 1900 an additional KK{HoC} empire, Dragon Mercenary Combine,
began conducting counterops against the level 6 SLDF-PG empire Briana-
La. DMC had already been significantly damaged during the initial wave of
Clan assaults, and was at significant losses. Briana-La, at very minor losses,
was never in much danger. The attacks, like other HoC offensives
undertaken during the war’s early hours, were largely symbolic. It was at the
same time that the first outside alliance relief for HoC forces arrived. The
UnderDark Confederation and Genyosha declared themselves fully at war
with the Clan alliance, and dedicated their empires, pilots and production to
the cause of HoC survival.

By 2000 hours the war was eight hours old, and seven HoC and HoC-
aligned factions had come under assault. DBF had lost nearly 8k BV, HOC
nearly 14k, SC{HoC} a little over 14k, {OC} a little over 13.5k, SoH{HoC}
nearly 30k, KK{HoC} nearly 50k, and TC{HoC} a little over 73k. This totaled
approximately 202.5k battlevalue lost, for an estimated 61.2k battlevalue in
Clan hardware lost, of which 47.7k had been inflicted by TC{HoC}. The war
was, barring few exceptions, an absolute Clan victory at this stage.

At 2010 the first counters were observed from Marauderville as it began
engaging territory held by the Clan powerhouse The Phoenix Legions.
Genyoshan participation in the war was now visible for everyone to see
within the war logs.

Over the next half an hour an unusual psy-ops campaign was waged
against HoC as saKhan Andrew McKenna saw an opportunity to register X2
within the newly populated #hoc_warroom. Beating HoC to the registration,
McKenna began posting X2 topic changes to the room, which was met with
some chagrine on the part of its HoC and HoC-allied occupants. This
annoyance did no real damage, however, beyond giving Clan leadership a
direct link to the room’s channel stats. Incidentally, the blame for this
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maneuver was placed upon Arden, though in fact Andrew McKenna was
solely responsible for registering and manipulating the HoC channel.

Late on the 6", fearing the outcome of the war and showing the true
colors of his allegiance, Wesley officially terminated the Ghost Regiment's
alliance with HoC, and joined his flagship faction to the Clan war effort
against his former friends and allies. This move was viewed by all of HoC to
be one of absolute cowardice and betrayal, and Wesley's name still
translates into traitor by many for these actions. Those members of the
Ghost Regiments that did not defect continued to resist alongside their HoC
friends as best they could.

By 2100 hours Katrar, owner of Chaos® and several Chaos Corps
empires, came online to find his faction and alliance under brutal assault.
After taking stock of the situation, and determining possible courses of
action, Katrar made the decision to support Mantis’s assault upon Nostra
Culpa Cluster, hoping to remove the empire from the FWar permanently and
free up Mantis to pursue his next target. Katrar's level 8 raider 1 Chaos
Corps powered up its mech and vehicle army, including several DP ‘mechs
including two Stone Rhinos, and deployed an expeditionary force in support
of Mantis.

The following excerpt is from the only surviving hand written note taken by
KK{HoC} faction leader Katrar at the end of the first day of combat. At the top
are the names of three of Chaos®s 1K’s under siege (Mclenddleville, Trinity
and Metro Charlie) followed by a partial list of damaged faction members
(Clan Warhammer, Fenthicks, Clan Warhammer Outpost Bravo, The
Periphery, Jensen’s Light Brigade and Bushido), their cash reserves and a
reminder to fund them.
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By 2200 hours Clan attacks against GreenBeret's HoC empire bark
Pemons were falling apart, and Bark Bemons was managing to break out of
its encirclement and inflict damage against its opponents. At the same time,
the Ryuken Regiments and DEST officially declared their neutrality in this
conflict, and prohibited their members from entering into any military
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operations with Ryuken or DEST empires. Neither alliance prohibited their
members from providing piloting or financial support, however. Word of Blake
made a surprising announcement after high level discussions regarding WoB
neutrality had been conducted in emergency session between Eggy and
Chet:

To: All other empire leaders

From: Maj. Chester Lapointe (Word of Blake [WoB]

Subject: In accordance to WoBs highest calling and by order of the
Primus Snow Fox

Date Sent: 6/26/3247 2:10:00 AM

Word of Blake forces are to stand down, and not eng age any forces,
repeat no engagement of any forces.

By 2300 hours bark Bemons was close to turning the tables on Black
Rock Militia, and a scramble was on within the Clan headquarters room to
manage a trap against DD’s mech force. 2" Taurian Rangers had sustained
significant losses during its fierce counteroffensive.

Ashen Shugar had managed to destroy several Crusader heavy mechs
and a handful of snipers during the course of attacking a Chaos? core city.
Though Chaos® had sustained fairly serious losses, emergency drafting of
stop-gap armor formations managed to keef effective losses to a minimum.
After 11 hours of non-stop warfare, Chaos® was down 40k battlevalue, yet
displaying little of those losses. Recovered Clan high command
communications logs revealed the following exchange, interesting in ilKhan
Arden Pryde’s ironic underestimation of both Chaos® and HoC's resolve and
ability to sustain war:

(23:16:21) Khan_Klien{AFK}: How the fuck is Chaos2 still at
insignificant losses?

(23:16:23) Khan_Klien{AFK}: he's down 40k BV
(23:16:35) ilkhan_Arden_Pryde: dude klien

(23:16:39) ilKhan_Arden_Pryde: he'll be fucking sma shed soon
(23:16:41) ilkKhan_Arden_Pryde: dont worry
(23:16:53) ilIKhan_Arden_Pryde: i said it would take all 3 days

(23:16:54) ilKhan_Arden_Pryde: i wasnt kidding

By 2320 the Clan empire Ascension was engaging the KK{HoC} empire
Uberlord Soldat. In total nearly half of KK{HoC} had come under Clan assault
through the day. The empire Royal White Liger in SoH{HoC} was attacked by
jOk3r, but granted a reprieve when its owner announced his intention to sell
the empire and leave Neveron. This resulted in a great deal of objection
within Clan high command, but jOk3r's decision ultimately held and was
honored. A prohibition was placed on any future surrender offers, however,
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due to the Clans’ decision to make this a war of extermination, annihilate as
many HoC empires as possible, and drive as many HoC members from the
game itself as they could possibly accomplish.

By the end of the 6", and the opening minutes of the 7" of May, HoC was
still hard pressed on the defensive. Limited counters had been attempted,
few of which had been successful, and Clan forces still seemed limitless in
pilots and funding. The number of attacks that had been launched was
astounding, and over the next week it would not be unusual to see well over
3,000 attacks in a single day, nearly five times the pre-war daily average.

, @

The 7", however, opened with a bang for HoC when a devastating
counteroffensive was launched by the 1% Taurian Rangers against Tilly's
Terran Alliance, Inc. (TAI). One of the Clan’s “secret weapons” , TAl was
incredibly DP heavy, and considered to be one of Neveron’s most potent
mid-high level fighting forces. In a battle of epic Neveronian proportions, a 1*
Taurian battalion of heavy market mechs (mostly MAD-3D’s) engaged a
battalion of MAD-4A assault mechs in open terrain.

The ensuing carnage for a short time became the centerpiece of the war
effort, as pilots on both sides flocked to their respective war rooms. It was
here that the superiority of HoC'’s war fighting ability was proven over its Clan
adversaries, as 1% Taurian’s heavy mechs proceeded to utterly destroy their
100 ton opposition. No Clan mechs survived the battlefield, and managed to
take with them only a meager collection of easily replaceable market mechs.
The DP loss alone to TAI in that single battle was estimated at 1,440.

By the time the smoke had cleared, TAI's offensive had been blunted, and
HoC had enjoyed it first definitive victory. Morale for the defenders surged at
that moment, which helped to propel the beleaguered HoC alliance into
another day of difficult circumstances.

NFL showed its fighting spirit as it cobbled together what forces it could
and launched them in a desperate counter to Lakotan Stronghold, a low end
level 11 empire within the Dark Brood faction. Wesley, a newly minted
General within the ranks of the allied powers, reported first sightings of these
reconstituted battalions when he reported observing a force consisting of, “12
Ontos-LRM, a few Snipers and like 30 Geckos,” advancing on his position.

By 0100 HoC had realized its only hope to blunt some of the Clan
onslaught was to utilize its large level 11+ empires in precision drops against
smaller level 7-9 Clan opponents. The destruction of Tilly's MAD-4A battalion
proved the relief such utilization could provide.

At 0111 Uberlord Soldat became the first casualty in SLDF-PG’s faction
war with KK{HoC}, reduced by Ascension to level 0 and utterly destroyed.
Left with nothing, Uberlord Soldat never recovered, and remains today a
bitter testament to the loss the Clan war inflicted upon both sides. Many
empires, and indeed more than a handful of players, found the Clan War to
be their last war.

108



*

At the same time, 1 Nev Com Royal Guard began attacks along the
depth of New Fantasy League’s defenses, in the first major military
contribution of the Neveron Commonwealth to the Clan war. NFL's defenses
quickly found themselves on the verge of collapse. HoC priorities at this
stage of the war centered around maintaining Chaos®s strained defenses,
preventing KK{HoC} from early defeat in its faction war, and bolstering the
hammered and stumbling NFL any way possible.

By 0200 the first of Chaos®s limited day two counters were launched
against siege forces belonging to Night Reavers and Chosen Highlanders,
which result in some of the first (albeit small scale) mech battles between the
three empires. FeaR launched a savage attack against Crazy Eights (level 6)
in KK{HoC}, sieging its 48k capital's defenses of IDF towers, Snipers,
Schreks, Hunters, and several battlemechs. After extensive fatiguing
operations, FeaR hit with a 30k BV mech company, and utterly destroyed
Crazy Eights resulting in its ejection from the faction. The loss was hard felt,
and denied KK{HoC} another land war capable empire.

Star Colonel Overkill declared in the Clan command channel that, “A good
spitball can push these KK HoC empires to surrender.” SLDF-PG had yet to
hit any of the faction’s significantly capable landwar empires, however, and
soon learned that serious HoC empires were not appropriate targets for
spitballs.

At 0220 Wesley of the Ghost Regiments handed his former HoC allies a
second betrayal. He finalized the purchase of Saints of Hell (SoH)’s faction
leader empire, Wolf River, and immediately removed SoH{HoC} from HoC,
and the war. This move infuriated HoC, and further contributed to Wesley's
status as a HoC pariah. The withdrawal managed to cost Clan forces
financially, however, as several declarations of war and attacks had already
been made, costing billions. It is important to note that not all the Ghost
Regiments defected, many remained faithful to their friends and allies and
fought valiantly against the Clan hordes.

To: All other empire leaders

rom: Maj. Remys Shade (Wolf River [SoH{HoC}])
Subject: Removal from HoC

Date Sent: 6/29/3247 5:10:00 AM

Due to a series of events | have removed this facti on from HoC. Ghost
Regiment forces watch out backs as we pass back to the depths of hell.

At this point, six HoC factions (including the recently removed SoH) had
been identified as focus targets. {HoC} had lost nearly 14k bv, HC{HoC} had
lost 14.5k, SC{HoC} nearly 19k, KK{HOC} a little over 84k, SoH{HoC} a little
over 23k, and TC{HoC} a little over 174k. By 0300 on the 7" HoC had lost,
among these six factions, approximately 328.5k battlevalue, with other losses
distributed amongst other less heavily engaged factions. Clan forces had lost
approximately 166.8k battlevalue in operations against these six factions.
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Additionally, HoC empires had lost nearly 225,000 population to Clan
invaders.

By 0330 NFL had assembled a battalion of surviving battlemechs, and in
conjunction with surviving mobile armor launched a new counteroffensive
against its own attackers. Though Clan forces attempted to trap the NFL
mech battalion, by 0400 the situation was very much in doubt for the Clans.

(03:57:35) FeaR|WAR: ug
(03:57:38) FeaR|WAR: we need bp help
(03:57:40) FeaR|WAR: and empire help

Clan forces continued their sweeping offensive throughout the 7" of May,
though HoC tenacity on the field began slowing the offensive, little by little,
battle by battle. Wide swaths of NFL territory was under Clan occupation, as
was much of Chaos”s core, including two 1k cities (one core, one satellite).
While numerous KK{HoC} empires had been hammered, few were in
complete ruin, and some had displayed enough spirited fight to have
surprised their Clan opponents. Chaos’ spent the day maintaining a running
defense, resupplying and rearming sieged cities as often as possible, and
commissioning several elite Sniper battalions from the crews of destroyed
tower defenses. The negative gunnery of these battalions would prove
devastatingly effective in taking the fight to the enemy in the coming days.

, A

The evening of the 7™ and all of the 8" saw the war grind on inexorably,
damage to both sides accumulating dramatically. Chaos”s losses rose to
heavy, and it looked for a time to be teetering on the edge of surrender. Only
dedicated HoC pilots fighting hours on end day and night without cessation
kept the beleaguered empire viable and capable of continued resistance.
Dogmatic’s faction Dragion is a Big Fathead (DBF) came under heavy fire by
the end of the 8", and fought desperately to maintain its own defensive lines,
though at significant cost.

Front Page Statistics by midnight:

Most Kills in Past 24 Hours: Frozen Chosen:Night Re avers Galaxy Kills:
156

Most BV Killed in Past 24 Hours: Frozen Chosen:Nigh t Reavers Galaxy BV:
59,539

As the hours wore on, the lag and other critical measures of Nev stability
worsened dramatically. Al worked intermittently, and many aspects of land
war crashed unexpectedly when it worked at all. War became nearly
impossible to conduct without major problems, and sometimes it was
impossible to fight at all.
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Due to these conditions, HoC proposed a temporary ceasefire to allow
Randy to deal with the performance issues. Naturally the Clans considered
this to be a sign of HoC weakness, and preferring to fight in the sort of
broken Al environment that favored mass infantry wave and fatiguing attacks
rejected HoC'’s proposal out of hand.

On the afternoon and evening of the 8™ Neveron's technical issues
culminated in a major crash and it was down for nearly six hours as Randy
repaired and finally restored the server. Public outbursts from the Clan camp
blamed HoC for having somehow brought the server down in retaliation for
the Clan rejection of the performance related ceasefire. The depths of their
hatred fueled insanity knew no bounds.

Late on the 8" Star Colonel Macca Gastipov engaged the KK{HoC} raider
2" Chaos Corps (level 7, owned by Sevtron) with Clan Burrock, Zeta Galaxy,
the first true HoC raider in the faction to become targeted. With two
companies of heavy and assault mechs, including numerous DP mechs, and
several snipers, it's single 1k zone was defended by over 100k BV. Macca
brought in sn|pers and a company of mechs, and began sieging the city.
Unfortunately for 2" “ Chaos, nobody was available to pilot until the battle had
been going on for hours, and as a result of miserable Al performance nearly
20 valuable battlemechs were destroyed for the loss of a single Sniper. It
was a massacre, and scores of assault mechs were cut down without being
able to fire a shot. 2" Chaos’s most recent addition, two full lances of 80 ton
Awesome 8Q’s were reduced to 3 brutalized chassis. Macca commented on
the ill effects of Al on 2™ Chaos’s defenses within Clan command channels:

(03:38:38) StCol_Macca_GastopiviWAR}: i must confes s
(03:38:39) StCol_Macca_Gastopiv{WARY}: this vl 7 (2 "d Chaos Corp)
(03:38:44) StCol_Macca_GastopiviWAR}: has good defe nces
(03:38:45) StCol_Macca_GastopiviWAR}: but
(03:38:49) StCol_Macca_Gastopiv{WARY}: his inactivit y kills him

, B

By 0100 the morning of the 9", a total of 33 HoC and UDC empires had
been forced into surrender by marauding Clan warriors. KK{HoC} was
holding on by a thread, DBF was facing the prospects of heavy damage, and
Clan empires were freely engaging whatever targets of opportunity presented
themselves.

HoC and its allies privately considered this to be sink or swim time.
Indeed it was the uniform solidarity of HoC and its deeply grounded
friendships with Genyosha and UDC that had allowed it to survive the
ferocious first few waves at all, but the prospects of serious numerical
inferiority and an extended conflict constantly wearing down HoC'’s defenses
seemed to be an obstacle the feared alliance may not have been able to
surmount.
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Rather than fatally demoralize HoC, however, this realization had an
opposite effect. It emboldened the alliance, gave them a “last stand” attitude
of defiance, and transformed the group’s members — already very cohesive —
into an iron-forged weapon.

HoC privately acknowledged amongst itself that the war may not be won,
but every member vowed to fight to the last. To show the Nev-community
what it meant to be HoC. It was obvious that surrender was not an option, but
to HoC surrender had never been an option. The war had become one of
survival, but also one of legacy.

At 0120 the Clans observed the first signs of significant military
commissioning activity within Chaos® when it rolled backwards on surrender
from heavy losses to significant. Hundreds of armored units were drafted into
the Chaos® army and deployed to critical battlefields, as well as prepared to
begin counteroffensives into occupied territory.

NFL was still under serious assault, and recently some cities had been
falling due to defenses having been stripped to consolidate offensive armor
battalions. Some cities of 50k+ population were found by Clan forces to have
less than two companies of tanks, and no artillery, in defense.

HoC forces continued the launching of sporadic counters, though the
frequency and strength of these attacks was by now steadily increasing. At
0215 Amaris Avengers of the FW-LIFE faction was reported to have come
under attack. The Clans experienced their first real shortages within their
piloting pool, and their offensive momentum began experiencing slowdowns
and lapses in cohesion due to this fact.

By 0600 that morning four Clan or Clan-aligned factions had been
counter-engaged:

Ryuken-roku Flawless Victory had entered the war, and was at 85k bv
lost, Clan Snow Raven: Delta Galaxy was at 2k lost, SLDF-PG stood at just
under 100k bv lost, while ComGuards Redemption was at 30k lost. Total
Clan losses in the four key factions was approximately 217k battlevalue.
Losses inflicted upon HoC by these factions equaled 377k battlevalue and
363k population occupied.

SLDF-PG'’s garrison forces stationed within HoC territory had come under
heavy fire from newly mobilized Chaos® and 1% Chaos Corp armor and
infantry battalions, and Night Reavers was temporarily pressed onto the
defensive as hundreds of vehicles were shipped to the most active
battlegrounds within C%s embattled core. NFL, however, continued to bleed,
and at 0536 was reported to have dropped from level 11 to level 10 due to
attrition and the loss of so many population centers.

Reports of Cult activity began to filter in throughout the morning, and it
became apparent that some Cult members had begun actively siding with
HoC. The decision to openly engage Cult was postponed, however, as the
Clans attempted to politically isolate the few empires operating openly. Most
of Cult remained on the sidelines.
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By 0630 Star Colonel Macca had withdrawn his units from 2" Chaos
Corp’s embattled capital city. Once actual defenders had taken control of the
city the situation had been quickly reversed. Macca declared his intention to
finish the empire off with Mad Man’s Marauders. A second wave hit first,
however, that within three hours had been repulsed Macca retired his forces
and no further action was taken against 2" “ Chaos for the duration of the war.
Katrar took this temporary reprieve to rearm and repair, and replace
numerous mech losses with the best market models available. 2™ Chaos
Corps, though battered and bleeding, was still very defensible and most
important of all, ready again to contribute offensively thanks to its replenished
mechforce.

At the same time, a major SLDF-PG offensive against a Chaos® annex
region (centered around 98,1008) containing a 1k population center and
several smaller cities gained momentum. This annex a military retreat during
a bitter war fought years earlier between C%s original form of Neveron
Manufacturing, Inc., and Rox’s Vatican Mercenaries, had been heavily
fortified and was adequately supplied to withstand a major siege.

By the closing of the 9" New Fantasy League had taken enough abuse
and folded. Its surrender was unfortunate but it had fought hard and earned
what respite it could get. Given its terrible population to battlevalue ratio at
the war’s opening, most within HoC considered the four days it had stood to
have been a testament to the piloting ability of those within it, and the
camaraderie of those that deployed in support of it.

A new empire, however, found itself within the targeting bracket. Lakotan
Stronghold came under the guns of five HoC level 11’s (including 1* Taurian
Rangers, Gladiator Battleworks, Death Watch Guards, Kipiér and Notorious
Shadows). HoC’s defensive focus remained the survival of KK{HoC}, but
offensively this new operation took all priority, and the majority of available
pilots. 8 major Lakotan cities found themselves the targets of offensive
hotdrops in the initial wave, which was followed by an FDOW by the HoC
faction Song of Vengeance.

This FDOW, in fact the entire operation was the brainchild of Dobie, who
had hoped to turn around flagging HoC morale, which while enjoying brief
highs, was still on a downward trend. The perception at the time was that
Clan forces were systematically dismantling the HoC alliance, and Dobie
hoped to provide some hope in the form of an unexpected military victory.

, 71C

By 0845 the morning of the 10", Lakotan Stronghold buckled under the
HoC counteroffensive, and surrendered. It had been a blitzkrieg, and even
HoC was shocked at the speed at which it had reduced a level 11 empire to
ashes. Hundreds of thousands of population had been captured, and
significant damage to BV had been accomplished, in a few short hours. It
would take four months, 20 billion in cash funneled for reconstruction and
nearly 300 DP to get Lakotan Stronghold and its faction back into the black.
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HoC had by now shifted gears. No longer on the pure defensive, it had
gained enough breathing space over the preceding days to allow it to begin
conducting major offensive operations of its own. Lakotan Stronghold was
but the first. Major assistance in the defense of Chaos?® soon followed, and
the availability of empires to counter on demand throughout the HoC alliance
generally improved.

One unfortunate casualty of the fighting, however, had been 2" Taurian
Rangers, which had been surrendered after concerted fighting across
multiple fronts. By 0900 hours 1% Taurian provided some much needed
morale to the warriors of 2" and HoC at large by reaching the front page:

Most BV Killed in Past 24 Hours: 1st Taurian Ranger s BV: 170,085

1* Taurian had throughout the morning deployed forces around NFL's
Clan and Nev Com occupied home zones, and by 0930 was well along the
way to fully surrounding the majority of it. It quickly become obvious to the
Clans that 1% Taurian Rangers was going to be a major threat to their
momentum. In fact, it had already come close to breaking it.

An emergency meeting of the Clan council resulted in calls for a renewed
strategy. The original plan of action calling for massed raids against small,
mostly unknown HoC empires, and the virtual ignorance of large, leadership
oriented empires had proved to be a terribly costly mistake. Transcripts of
that meeting indicate that some Clan leaders had begun to see the error:

(10:00:31) StCol_Macca_Gastopiv: guys

(10:00:37) StCol_Macca_Gastopiv: we need to get mor e big empires
involved in war

(10:00:42) StCol_Macca_Gastopiv: killing Ivl 7 and below is ok

(10:00:44) StCol_Macca_Gastopiv: but does nothing

(10:00:50) StCol_Macca_Gastopiv: and they can be re placed instantly
nearly

(10:01:05) StCol_Macca_Gastopiv: we need TTI etc de ad

(10:01:20) Raptor|AFKpmifneeded: easier said then d one macca

During the course of the day’s events, massive Clan outcry was leveled at
Pimp, whom they accused of gross cheating over hits made by 1* Taurian
Rangers against Lakotan Stronghold. The matter involved the costs paid by
1% Taurian after Lakotan Stronghold had entered into faction war. As
everyone in the Clans should have known, attack costs paid for three days of
combat (regardless of DOW, faction war, or any other influences). In fact
numerous non-FWar involved empires hitting KK{HoC} empires earlier in the
war had benefited from free attacks following initial payment as well, but HoC
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never accused the Clans of cheating because HoC understood the rules of
the game.

The Clans publicly accused Pimp, and opened numerous tickets
demanding he be fined and even deleted for his transgressions. HoC
objected to this unfair labeling, though try as hard as they might, could not
get the Clans to look objectively at the situation. The intense hatred held for
HoC by the anti-HoC crowd, for reasons too esoteric to fathom, refused to
allow them to see even simple logic. Some comments made with regards to
Pimp, 1* Taurian Rangers, and HoC follow:

(10:39:07) {WoB}Chetter: | am gonna call randy at h is home if | have to
inform him of the cheating bastards and what happen ed

(10:44:22) {WoB}Xavix-Demi_Primus: Most BV Killed i n Past 24 Hours: 1st
Taurian Rangers BV: 180,645 <---- thats not a good sign

(10:44:33) {WoB}Chetter: karl they also cheated for that one

(10:44:38) {WoB}Chetter: a win with no honor

(10:44:52) {WoB}Chetter: besides its there only vic tory to point at

(10:44:54) {WoB}Xavix-Demi_Primus: oh, thats not a surprise....well

when have u ever known HoC to have honor?

(10:45:48) LtCol_Ashen_Shugar: 5 Ivl 11s DoWed one Ivl 11 FL, attacked
several of his cities , than one Ivl 11 Fdowed it, the attacked Ivl
11 fdowed back, dowes were cancelled, but the Ivl 1 1s didnt have to
pay new attack costs for the citeis, so the whole f action was
surrendered by a 5 on 1 GB , that supposed to work like that?

(10:45:48) Randy: if you have attaked a zone in the past 3 days, its
free to reattack, regardless of dow, fdow, ownershi p, ANYTHING. If
you pay once, you've paid.

(10:50:12) {WoB}Chetter: you got fucked by the rule S

At related by Randy’s exchange with Ashen Shugar, the game worked
entirely as designed. It is unfortunate that honor did not dictate the Clans
apologize to Pimp and HoC for such baseless public accusations. Instead
they complained that Randy’'s code had been somehow intentionally
favorable to HoC, and used the experience as a tool to further entrench their
unfounded and completely irrational hatred of their opponents.

The anti-HoC crowd’s foaming at the mouth hatred had finally gone far
beyond idiocy, and become outright psychotic.

At 1100 major attacks against Clan Mongoose, Omega Galaxy were
commenced by the empire Steiner, and Omega Galaxy’'s mech zone became
completely sieged. The concerted HoC assault hit the Clan empire hard, and
managed to neutralize its offensive mechforce.

iIKhan Arden observed before noon that very few Clan or Clan-aligned
empires were undertaking attacks of their own. The offensive’s momentum
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had swung back to a near standstill, while numerous HoC empires had
shifted to full counteroffensives of their own. Wesley and his defected Ghost
Regiments (those that did in fact defect) began experienced increased HoC
attention as well, given the desire for revenge.

While HoC had experienced a resurgence of activity, the Clans had
serious trouble maintaining an active pilot pool. Now that the tide had
appeared to shift, many people lost the desire to contribute, and the Clans
found themselves fighting on many fronts. Without a full measure of the
manpower necessary to conduct a uniform and reactive defense, the military
situation began deteriorating rapidly.

A dramatic breakdown in Clan cohesion and control resulted. Unlike HoC,
which had come together in dramatic and solemn fashion during the earliest
days of the war, the Clans showed a very little ability to perform the same
feat. As the HoC counteroffensive gained momentum, and threatened to
completely destabilize the Clan operation, activity within Clan war rooms
became almost superficial.

For hours at a time there was little to no active planning, strategizing or
reacting. As HoC armies began marching, discussions were either frivolous
or focused solely upon discussing the many vices and crimes of HoC
throughout the years.

(13:25:06) Tilly|ylliT: if we noticed last night

(13:25:21) Tilly|ylliT: dragion waited until countw olf was offline to
attack him

(13:25:23) Tilly|ylliT: also

(13:25:29) Tilly|ylliT: easy to win vs ai

(13:25:30) Tilly|ylliT: :P

(13:25:40) QuackWork: Tilly thats standard HoC proc edure
(13:25:44) QuackWork: you know that

(13:25:50) Sig|BUSY [takindumponodin: seriously

This assertion that HoC only sought Al targets defied the reality of four
days of active combat HoC had sought out with live, active warriors of the
Clan war machine. Not to mention, nearly every target hit by the Clans during
the early hours and days of the war was fought, and ultimately destroyed,
while completely on Al. Within HoC channels there were no such complaints.
Exchanges such as this simply demonstrated the degree to which the Clans
needed excuses to justify their losses, and the extreme hypocrisy of most
Clan positions on HoC and the war.

The constant threat of login abuse was made evident during this captured
transmission within Clan command channels:
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(13:30:10) <concealed>: | tried to use OK'’s login t o chuga, but pword
is different than his main

This exchange appeared to indicate a Clan member’'s attempt to gain
access to the highly successful HoC empire Chugalug, either directly or
through a fellow player’'s login. The player's identity has been concealed
because, in the lack of a proper investigation, there exists the possibility
“Chuga” refers to an unknown Clan empire (which are rather low odds, as
only one known “Chuga’lug has ever existed on Neveron). It is highly likely
that should this player have gained access, he would have trashed it in some
manner.

Other unfortunate Clan displays within their command channels as their
war ground closer to a halt included:

(13:26:12) Khan_McKenna|BUSY |fighting: hey should | post this in #nev?
(13:26:15) Khan_McKenna|BUSY/|fighting: So Galador i s hoc??? Then why
did he give me the coordinates for all the empty ci ties in NFL?

(13:26:24) Wes: lol
(13:26:25) jOk3r: no

(13:27:39) Khan_McKenna|BUSY/|fighting: so, why shou Id I notdoitto
him?

This exchange, a proposal by McKenna to defame an opponent’s name
and portray him as traitorous in public channels simply for sport would have
been extremely ill spirited and cruel in real life had it been carried out, and in
fact been believed.

(15:22:38) Khan_Tenshi_Keller: Even then the succes s of the attack is
not sure.

(15:22:42) Khan_Tenshi_Keller: Pimp will do anythin g to not lose,
including cheating.

(15:22:55) Khan_Tenshi_Keller: | have seen battles moved two zones away
and all of our units disengaged.

(15:23:00) Khan_Tenshi_Keller: Ended up a HoC vs Ho C battle.

(15:23:10) saKhan_Andrew_McKenna: Tenshi

(15:23:11) Khan_Tenshi_Keller: I've seen zones turn into HoC zones,
with all units inside moving to the HoC empire.

(15:23:54) Khan_Tenshi_Keller: Or maybe they'll jus t hack it, delete
the database files so Randy has to restore to 2-3 m onths ago?

This exchange, during discussion of theoretically hunting and Kkilling
Pimpslap’s Rhinos, demonstrated the degree to which Clan members would
devolve into outright lies and propaganda, even amongst themselves, when
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discussing the criminality of their HoC opponents. None of the activities
attributed to Pimp ever occurred, they were simply fabrications produced
during the course of Clan discussion. Members of the die hard anti-HoC
coalition just made this stuff up as they went along in conversation amongst
themselves, and everyone believed every word of it.

(15:45:33) Death_Tornado: 8/3/3247 6:00:00 PM -- Du tchy of Small
declares war on Dol Guldor
(15:45:40) Death_Tornado: 8/3/3247 6:10:00 PM -- Du tchy of Small

attacks 259, 808 of Dol Guldor ATTACKER WINS
(15:45:50) Death_Tornado: alvillonalvl 6
(15:46:17) LtCol_Madmax: lol
(15:46:25) LtCol_Madmax: sad
(15:46:42) MSgtPaladyne|Tasked: man that aint right

This exchange simply reinforced the at times unbelievable hypocrisy of
those fighting HoC. The activity of which was spoken was a low level (level 6
in this case) empire hitting zones of a much larger empire during war,
therefore opening itself up to declaration of war by the larger empire.

This was a critical element of land war for a small empire, not allowing
large enemies to gain DoW'’s against you. DoS'’s declaration of war was
legal, acceptable and necessary in order to counter the smaller empire’s
aggression without going bankrupt. For the Clans to portray this, internally,
as some kind of crime, speaks of the Clans inability to think objectively —
even the smallest bit — when it came to dealing with HoC actions.

The bottom line was Dol Guldor hit Duchy of Small during the course of
an offensive, and it would have been negligent for DoS to have refused the
declaration of war thusly available to it. No Clan empire in a similar situation
would have behaved any differently.

(16:53:30) Hannibal{JSDC}: i did a gang on the one we did over
(16:53:48) Hannibal{JSDC}: he had enough DP mechs t hat it took two of
us to get him

(16:54:02) MSgtPaladyne|Tasked: hey
(16:54:05) MSgtPaladyne|Tasked: if you fight
(16:54:08) MSgtPaladyne|Tasked: fight to win

<LtCol_Madmax> we should commerate the day
<LtCol_Madmax> and rename it HOC bangers day
<Xeno> lay off, everyone has gbed this war

<Xeno> move along
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Again, the anti-HoC coalition displayed the height of hypocrisy. Clan and
Clan allied empires had gangbanged numerous empires to this point in the
war, including dozens of opening round gangbangs before HoC had even
come online, which was “fighting to win” as seen above. HoC had not
complained; War was war and during wide scale military conflicts, HoC
fought as necessary to win as well. Apparently though, such a tactic was
reserved exclusively for the use of the ant-HoC crowd. When HoC engaged
Clan targets with multiple empires, it was proof of HoC’s inability to “play
fair”. Double standards were the hallmark of the anti-HoC crowd’s outlook on
Neveron.

As HoC'’s growing counteroffensive continued to hammer individual Clan
targets throughout the day, the Clans still seemed unable to comprehend that
a major shift in the war’s conduct was occurring. Many thought the Clans
were facing imminent victory. The delusion was widespread:

(19:10:41) Hannibal{JSDC}: HoC ready to call it qui ts yet?
(19:11:08) Khan_Tenshi_Keller: Aparently Pimp think s he's winning.
(19:11:09) Khan_Tenshi_Keller: :)

(29:11:19) {WoB}UFP-Sr-Pct-HDW: lol

(19:11:20) Gen_Wes[Ghost_Regiments]: lol

(19:11:20) LtCol_Madmax: lol

(19:11:23) StCapt_Malduc_lcaza: how so?

(19:11:24) {WoB}UFP-Sr-Pct-HDW: yeah he would think that
(19:11:26) StCapt_Malduc_lIcaza: do share =)
(19:11:32) LtCol_Madmax: wow some popel are just no t sane

(19:11:39) LtCol_Madmax: people*

(22:28:14) {WoB}UFP-Sr-Pct-HDW: how close is HoC to surrendering you
think?

(22:28:21) Khan_Klien{AFK}: HoC will not surrender, UFP

(22:28:25) Khan_Klien{AFK}: Haven't you realized th at?

(22:28:48) {WoB}UFP-Sr-Pct-HDW: the individual fact ions will start

surrendering eventually klien
(22:28:54) Khan_Klien{AFK}: Uh huh
(22:29:03) {WoB}UFP-Sr-Pct-HDW: that or be complete ly wiped out
(22:29:07) {WoB}UFP-Sr-Pct-HDW: i'm cool with eithe r

By 2200 the evening of the 10", the Clans had maintained enough energy
to conduct two offensives against KK{HoC} member empires. ArchAngel
deployed Chosen Highlanders against 3" Chaos Corps’s single 1k capital
city. 3" Chaos, owned by Zeus and operated by Katrar during these battles,
managed to secure his perimeter and lock down the CH attack zone.
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Preplacing over 100 units on the border, 3" succeeded in killing
numerous infantry and armor battalions within a matter of hours, and was
able to maintain healthy ammunition supplies. Numerous IDF towers
rearmed in shifts, ensuring a constant stream of supplied towers to assist in
the defense.

The second offensive, against KK{HoC}'s Avanti's Angels, was conducted
by saKhan John Church. Avanti’'s Angels was a DP heavy level 7 empire,
more than capable of defending itself. Its owner, however, had not been seen
for weeks and was rumored to have quit Neveron. Nobody had its login, and
its was destined to fall.

Valuable battleplayers continued to cycle in to Avanti’s battles, drawn no
doubt to the high number of DP mechs under fire. They were critically
needed in actively defended battles elsewhere, however, and did not seem to
see (or perhaps simply did not follow) orders to leave Avanti's Angels to its
own defenses.

Rather than waste hours of pilots focusing on a doomed cause, Katrar
made the decision to kick Avanti's Angels from the faction. When asked
about the decision, Katrar commented, “lI understood Avanti’s surrender
would still count against us, but there was really nothing we could do to save
that empire. We didn’t even know if its owner would be back before it auto
deleted. In one of the more difficult decisions | had to make in the war, |
decided to expel Avanti’'s Angels from the faction in order to ensure nobody
wasted time and energy piloting within it — which had become a problem —
when far more critical, but less flashy battles were being played out
elsewhere in the faction. Avanti’s died on its own, but its sacrifice may have
saved other Kommando Korps empires, such as 3" Chaos Corps. | regret
the loss, but in war such decisions must be made.”

The Clans of course saw this ejection and assumed it was an attempt to
circumvent the faction’s surrender ratio (which was impossible, and had been
explained in at least two previous game updates).

Night Reavers found its own zones under attack by Chaos® armored
battalions before the night was through, the first of the HoC empire’s many
counters that would strike into the heart of the Clan faction leader.

The activity issues that became evident on the 10™ were noted within
private communications channels amongst many Anti-HoC alliances. The
FWLM was no exception, and was perhaps one of the few that openly
verbalized the mounting seriousness of the issue at the leadership level, as
demonstrated by this internal communiqué distributed to FWLM by a member
of its security council:

We are at war with the one of the most powerful all iances in the
game, HoC. We have received attacks from HoC, Geny osha and UDC. FWLM
was supposed to be a major player in this war, Kill ing large numbers of
empires and providing pilots for the other alliance s. Instead, a group
of about 15 of our hardcore guys have been running themselves ragged,
piloting 12-20 hours a day, trying to hold up FWLM' s end of the war.

120



*

We have had empires surrender, simply because of a lack of pilots. The

next empire that gets wiped out because of lack of pilots could be
yours. I'm extremely disappointed in FWLM's lack o f response so far.
When HP hit us a while back, we had 40 pilots onlin e in 12 hours,
which was a great response. FWLM was in fine form. Now, the apathy
seems almost deafening.
We need *everybody* who possibly can to come online , either to
attack, or to pilot. Every person makes a differen ce.

Col. Crazy Saint
FWLM Security Council

, 17

Though the Clan war channel had long been known to be riddled with
pilots of dubious allegiance, it wasn't until the 11™ that a definite spy was
revealed to be in operation, pasting copious amounts of information directly
to the UDC channel. Though the spy was unidentified, the security breach
caused many to lose their trust of the channel.

By 1400 3" Taurian Rangers unsurrendered, which provided HoC with an
additional level 7 able to conduct combat operations.

The primary Ghost Regiments faction, led by Wesley, was FDOW’ed by
12" VR. GR members scrambled into a defensive posture, removing many of
them from the shrinking Clan pool of offensively capable pilots.

The SLDF-PG war against KK{HoC} had by now reached a major
impasse, with Night Reavers and Chosen Highlanders having assumed
responsibility for almost every attack against the HoC faction. The Clan
faction’s membership, practically uninvolved since the opening shots of the
war, still remained largely absent. Clan leadership was openly critical of
SLDF-PG membership by this point of the war, and acknowledged that a
sweeping purge of the faction’s inactive members would be necessary once
the war was concluded.

A major element of HoC success in turning the Clan offensive and starting
its own counter was the high degree of cooperation, coordination and
sacrifice made by almost every HoC member. The Clans failures were
numerous, but cooperation and coordination were paramount among them.

Many Clan members proved unwilling to endanger their own empires for
the greater mission, which forced a relatively small number of active Clan
warriors to place themselves in harms way far more often than would have
otherwise been necessary. As well, many Clan members seemed unwilling to
spend time in anything other than their own empires. By war’s end numerous
Clan warriors were observed commenting proudly that they had participated
in what were in reality a paltry handful of battles, and seemed content that
they had surrendered one or two HoC empires (if any at all). This level of
participation was devastating to the overall Clan war plan, which had needed
full Clan and Clan-allied participation to have even a cursory expectation of
success.
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Compare this to activity behind HoC lines. HoC warriors are indoctrinated
very early on that empires are transitory, easily replaced, and far less
valuable than the HoC bond that prompts them into action. HoC empires
were regularly deployed into harrowing field conditions, their own danger
ignored for the greater good. Many HoC empires were destroyed, and the
core of the Clan’s warrior caste proved themselves competent and efficient
on the battlefield, but HoC's superiority in dedication far exceeded any
battlefield advantages the Clan enjoyed.

When the Clan offensive began to falter, many of its members lost
interest in the war. When HoC’s days looked darkest, and many of its
members faced annihilation, it came together like never before, and fought in
many cases to the last mech, tank and man without complaint.

Many members of HoC spent the days and weeks of the Clan war with
minimal sleep, dedicating themselves — between work and school — to
contributing to their common cause. During especially heavy or critical
combat many people simply eschewed sleep. These were sacrifices that
were made, and accounted for the steady level of operations HoC achieved
even when they were numerically inferior in active pilots.

The Clans suffered an inability to coordinate extended hits, or defenses.
Piloting would lapse over time. HoC enjoyed a high degree of cooperation
and coordination, despite a lack of central planning, with organized shift
work, cycling of pilots and well identified targeting priorities. This high degree
of planning coupled with organized execution proved superior to Clan efforts
in every way.

It became a common complaint through the war for the Clans to observe
that HoC members did not have jobs, or did not attend school. They posited
that the Clans were disadvantaged because they had real lives. Well the
reality was that HoOC members had just as many responsibilities in the real
world. Jobs, families, school, etc. HoOC members were simply more dedicated
to winning the war, and better organized to do so. Everyone had real lives to
contend with, HoC simply owned up to the challenge the Clans presented,
and decided it was worth the sacrifice to win. And there was much sacrifice.

The following discussion held within the Clan command channel
illustrates the growing sense of frustration with the pace of Clan operations,
as well as the increasing predisposition to blame the changing winds of war
on HoC's real life activity (as opposed to the lack of any real Clan
participation in the war30

(16:14:48) StCol_Macca_Gastopiv{WAR}: ok guys
(16:14:49) StCol_Macca_GastopiviWAR}: yet again

(16:14:52) StCol_Macca_GastopiviWAR}: what the fuck is going on
(16:14:57) StCol_Macca_GastopiviWAR}: NO FUCKING CL AN ATTACKS
(16:15:01) StCol_Macca_Gastopiv{iWAR}: what is going on?

(16:15:05) CountWOolf[NCP]: jfc!
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(16:15:06) StCol_Macca_Gastopiv{iWAR}: we gonna wait for hoc to kill us
1by1?
(16:15:10) CountWOoIf[NCP]: guys get warring!
(16:15:11) StCol_Macca_Gastopiv{WAR}: get to some f uckign work
(16:15:12) StCol_Macca_Gastopiv{WARY}: ffs
(16:15:18) StCol_Macca_Gastopiv{iWAR}: im starting t 0 get pissed off

(16:15:22) Khan_Tenshi_Keller: | think the problem is that most of us
DO work.

(16:15:24) Modelo|TangerineSpeedo: fucking DBF

(16:15:30) Khan_Tenshi_Keller: Unlike HoC, we tend to spend time making
a living.

(16:15:32) Khan_Tenshi_Keller: Supporting families.
(16:15:35) Khan_Tenshi_Keller: etc
(16:15:36) CountWolf[NCP]: tenshi

(16:15:40) CountWOolf[NCP]: there are 45 people in h ere

(16:15:42) StCol_Macca_Gastopiv{iWARY}: :-s

(16:15:47) StCol_Macca_GastopiviWAR}: i see not man y attacks

(16:15:50) StCol_Macca_Gastopiv{iWAR}: most of which i have done
(16:15:54) StCol_Macca_Gastopiv{iWAR}: or arranged..

(16:15:57) CountWOolf[NCP]: there should be 15 empir e engaged right now
(16:15:59) StCol_Macca_Gastopiv{iWAR}: why is no one else bothering?
(16:16:11) StCol_Macca_GastopiviWAR}: room full of about 30 people
(16:16:14) StCol_Macca_Gastopiv{WAR}: and most are doign jack

(16:16:16) StCol_Macca_Gastopiv{iWAR}: get warring !

Administrative fines against Clan pilots began piling up as well, with four
fines levied on this day alone. In their faltering offensive, and growing need to
conduct defensive operations, more and more Clan warriors began using
offensive and demeaning language directly within battle chat. Privately, Clan
members bitterly complained about HoC reporting them for violating battle
chat restrictions.

As the day proceeded into night, growing internal Clan frustration
centered around the lack of mid-level hits against marauding HoC empires. It
became apparent that many of the heavily landwar active Clan empires were
either in repair or lacked adequate funds to conduct operations.

Katrar and Zeus of 3" Chaos Corps planned and executed a series of
counters against Chosen Highlanders utilizing mech forces of 3" Chaos.
While a single HoC Quickdraw harassed nearby infantry garrisons, a mech
company engaged the heavily defended zone directly east of its capital city,
Mt. Olympus. Chosen Highlanders had garrisoned the zone with 105 vehicles
of various tonnages. The ensuing battle cost HoC two mechs (a CPLT-C4
and a CRD-3K), and the Highlanders several dozen armored vehicles. 3
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eventually withdrew from the battlefield, and concentrated on maximizing
zone defense for the remainder of hostilities.

7

Very early on the 12" of May, the Clan faction Frozen Chosen: Red
Scorpion fell to HoC, and surrendered itself out of the war.

Order of the Black Dragon, in concert with Chaos?, struck deep into Night
Reavers territory and began sieging operations around at least one sizeable
Clan city. By 0700 the city was in danger of falling.

By 1100, Clan leadership’s alarm at the lack of any offensive operations
at all led them to an emergency planning session. Dramatic plans were
discussed involving simultaneous offensives against multiple HoC factions,
but it was little more than moving imaginary military units around an
imaginary battlemap. Within an hour the discussions drifted away, and
nothing come of it. The Clans had become totally paralyzed in the face of an
enraged HoC counteroffensive.

Dogmatic’s raider G10 (Outpost 1), which had been very active in the war,
engaged in a flurry of counter-ops throughout the day. Its standard DP
oriented military disposition became famous during this stage of the Clan war
(1 Highlander 732, 2 Marauder 4A’s, 2 Starslayers, 4 Hollanders and 3
Catapult Al's). This configuration was seen upon many present and future
HoC battlefields.

A renewed assault by Mantis upon Nostra Culpa Cluster [SLDF-PG]
resulted in an additional flurry of accusations against HoC. This time, not only
was the Clan assertion that they could dictate who could and could not be hit
in a faction war drudged up, but growing Clan confusion about the very
origins of the war itself became evident. As the following excerpt from a
recorded battle chat shows, some Clan members had been led to believe
that the entire war itself had been spurred on by Eggy of HoC's hatred of
serving US Gl's, an absolutely ludicrous idea, and one that displayed the
complete irrationality of most Clanners when it came to understanding their
enemy.

Cpt Mallicious — Clan Pilot

Cpt. Mallus — Paladyne (Clan Pilot)
Cpt. Venom — Clan Pilot

Cpt Vercimel — Katrar (HoC Pilot)
Lt Cruzado — HoC Pilot

Message from Cpt. Mallicious: "BTW you do know the owner of this emp is
serving in Iraq right?"

Message from Lt. Cruzado: "if he is serving in iraq , i will give you
one chance to save this empire leave this faction w ith in the next
10 minutes"
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Message from Lt. Cruzado: "other wise it is fair ga
factioin that fdowed us, they started the war we ar
finishing it"

Message from Cpt. Malus: "yeah goto hell, you start
war, we gonna finish it."

Message from Cpt. Mallicious: "the attacking of thi
this war started, eggy ordered the attack after she
was in Irag."

Message from Lt. Cruzado: "actualy you are mistake,
you guys and the claimers did, well i gave you a ch
obviously do not value you this empire owner as a f

Message from Lt. Cruzado: "lol eggy did no such thi

Message from Cpt. Malus: "Dunno what you been told,
believe your FL as much as | do mine."

Message from Cpt. Vircimel: "Whoever told you that

Message from Cpt. Vircimel: "Think about what you j
attacked HoC because they got info that Eggy ordere
against this empire because she found out he was se
That is just crazy."

Message from Lt. Cruzado: "dude these empires are n
the fl, but i am a fl in hoc, you were the ones tha
wars we are meatrly finishing them"

Message from Cpt. Vircimel: "FYI several members of
Iraq, or will be serving in Iraq, myself included.
statement you just made is highly offensive and tot
innacurate."

Message from Cpt. venom: "does not sound above eggy

Message from Cpt. Vircimel: "The real reason this w
because certain members of your leadership were kic
a long time ago and have never gotten over it. Not
about Eggy wanting to kill active duty soldiers' em

Message from Cpt. Vircimel: "You have about 3 minut
this empire from the war and faction, or it will be
fair game."
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Message from Cpt. Mallicious: "this war been buildi ng for a long time,
because HoC wont keep their noses out of other peop les wars."

Katrar eventually took the high road and gave Nostra Culpa Cluster a
ceasefire, sparing it from destruction, though over a billion Nevdollars worth
of damage had been inflicted upon the empire.

By 2200, Al had shut down. The game was so lag ridden and battle is so
difficult to accomplish that HoC offered a temporary ceasefire to allow Randy
time to repair it. The Clans, still believing — astonishingly — that they have the
upper hand, had a difficult time determining whether or not to “grant” HoC the
ceasefire. Some within the Clan command structure, however, understood
the precarious situation they are in, and argued in favor of the time it would
allow to regroup and organize more active defenses. Others argued caution,
stating that any ceasefire would allow HoC to do the same, and were
opposed to it.

Eventually Khan Klien’s position won out, and a CF was agreed to. It was
scheduled to end at Noon EST the following day, regardless whether or not
Al was restored. The CF was slated to begin at 1 AM EST, which provided
approximately 1 hour and 20 minutes for empires to conclude current battles.
Some Clan members, unable to understand that the CF was not immediately
active, complained that HoC had violated CF terms when some attacks
continued. Even when it was explained to them that there was a start time,
these particular Clan warriors either refused to believe, or simply did not
understand, that HoC was in violation of no agreements by fighting up until
the CF’s official start time.

Eventually, the CF began. Battles stopped. And everyone was free to
enjoy their first good night’s sleep in a week.

, 1<

Several hours prior to the scheduled conclusion of the Clan-HoC
ceasefire, it was violated. Will of the Neveron Commonwealth, began attacks
against his HoC target early. HoC, present and observant, declared the
violation and retaliated with a massive wave of attacks upon numerous
factions and empires.

Among these responses was Chaos”s recovery of one of its two 1K
annexes from Night Reavers. Katrar, in anticipation of a Clan response,
moved overwhelming defensive firepower into the zone, including two newly
commissioned Sniper battalions. A forest of defensive IDF and direct fire
towers were commissioned, and within hours the zone was set to be the
most heavily defended city within the entire Kommando Korps{HoC} faction.
The second annex city remained under siege, and the site of numerous
skirmishes between Chaos?® 1% Chaos Corps, Night Reavers and Chosen
Highlanders.
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In addition to the annex recovery, Chaos®s home zones were by now fully
recovered as well, and defensive units were heavily emplaced to prevent a
recurrence of the first day’s struggles.

Within Clan command channels, the failure of the war was openly
discussed by mid-day. It had become evident to all but the most hardened
Clan zealot that HoC had fully turned the Clan offensive and in effect won the
war. HoC and allied empires raged across dozens of battlefields, while Clan
military efforts were relegated to cobbled together defenses and the
occasional sporadic counter.

The Clan “allied powers” began badly fracturing by noon of the 13", as
various factions begin laying blame for abandonment and missed
opportunities. ilKhan Arden, who effectively disappeared a few days into the
war, returned to find himself singled out for having left numerous Clan
factions and empires in the breach, with no support and no coordination.
Additionally, many more Clan members began showing their unwillingness to
bleed for their brothers and sisters without profit. A perfect example of this
destructive morale was shown by QuackWork within the Clan war room on
this day:

(11:26:09) GCmdr_Grim_Riaz-LM-CB: i think the war’s over, best now to
negotiate an end

(11:34:15) QuackWork: Think the war is over?

(11:34:50) GCmdr_Grim_Riaz-LM-CB: i think its going to come off the
rails...

(11:35:18) GCmdr_Grim_Riaz-LM-CB: its just a matter of negotiating an
end to it

(11:35:28) GCmdr_Grim_Riaz-LM-CB: in my opinion any ways

(14:38:30) QuackWork: ok

(14:38:31) QuackWork: guys

(14:38:33) QuackWork: i will tel lyou now

(14:38:37) QuackWork: if i have to return all infra

(14:38:45) QuackWork: and dont get reimbursed for L W costs
(14:38:52) QuackWork: i will never assist in a fact ion war again

By mid-afternoon the first Ryuken pilots began showing up within the Clan
war room. There was a short lived buzz of excitement given the possibility of
an influx of fresh pilots, but no more than a handful of Ryuken warriors ever
showed up.

The Phoenix Legions was deployed against HoC's Messenger of Death in
a mech hunting expedition during the evening of the 13" where it performed
well in locating, trapping and destroying several MoD mechs (including 2
Vortexes, 2 Highlander 732’s,and several market mechs) following nearly 30
hours of low level infantry and sniper operations.
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Early on the 14™ The Phoenix Legions made a bid for HoOC member Ty’s
level 8 empire’'s mech zone, which was buried deep within the home zones of
Styk Heavy Industries. Drop zones were secured within SHI in order to
surround and begin sieging operations against Ty, attacks that were quickly
observed by Dobie.

TPL had achieved a small unsecured dropzone when it began shipping in
its mech forces. It eventually deployed an astonishing six mech battalions
(reviews of HoC BattleROMs indicate approximately 200 Clan mechs of
primarily heavy and assault tonnage participated). Styk quickly began
shipping upwards of a thousand LRM carriers and hunters to encircle and
engage The Phoenix Legions.
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While HoC forces continually cycled forces in devastating attacks upon
the mech enclave, little to no response was observed. Few attempts to
escape were made, and those that were conducted were piecemeal and
involved single digit numbers of mechs at best.

By battle’s end 10 hours later, the six battalions had been decimated, for
the loss of over 130 assault class battlemechs. This shocking loss tore the
heart out of The Phoenix Legions, and prompted Shade, upon his return, to
sue for peace and remove his faction (Frozen Chosen: Winter Knights) from
the war completely.

It was a horrendous blow to Clan morale and the final great battle of the
War. What was left to come were little more than footnotes to this incredible
HoC victory.

Post war it became clear that typical Clan carelessness had been
responsible for this debacle. When Shade had departed for the night he had
turned TPL's forces over to others in the chain of command to continue the
operations within SHI territory. The battlefield eventually quieted down, and
when the last few Clan members decided to call it a night as well, they simply
left Shade’s mechs in place, rather than take the extra few minutes to fly
them home to safety. They violated one of the cardinal rules of mech warfare
on Neveron, never to disconnect with your mechforce behind enemy lines. It
simply invited destruction, which is exactly what was visited upon The
Phoenix Legions.

, (E

By the dawn of the 15", the shock waves of the TPL disaster were being
felt across Neveron. The war itself had entered a stage of low level conflict
more reminiscent of past Kizo and NevCom wars, though brushfires did erupt
from hour to hour. No major offensives were undertaken by HoC, as its pilots
took some much earned rest.

Chosen Highlanders did make several attempts against the recently
liberated annex city of Chaos®. CH was in for a tough battle, however, given
the massively reinforced defenses of the zone in question. After a few
abortive infantry and light armored vehicle wave attacks were slaughtered by
hundreds of artillery shells, the assault was called off.

L 7?7 #E 1))

The faction war between SLDF-PG and KK{HoC}, stalemated for nearly a
week, got hot on the 16™. A top secret HoC plan, hatched days earlier, was
put into play with the resurrection of the previously destroyed level 7 Crazy
Eights. Newly restored to the faction as a level 2 raider, it was armed with
advanced Sir John Monash main battle tanks and unleashed at the smallest
SLDF-PG empires.

The plan was to DOW every SLDF-PG empire from level 2 to level 6, and
level Crazy Eights up with additional firepower as necessary to take on each
additional level.
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Crazy Eights quickly ripped through several Clan empires, giving SLDF-
PG its first FWAR surrenders and sending Kommando Korps (and HoC)
morale to new highs. To ensure Clan defenders remained off balance, higher
level empires launched concurrent operations. 2" Chaos Corps declared war
against Mirumoto Clan, while 1% Chaos Corps and Chaos® launched
expansive attacks against Night Reavers home zones and the last remaining
1K city occupied by Clan forces.

Between the 17" and 21%, Crazy Eights waged its one empire campaign
of destruction against SLDF-PG, slowly adding battlevalue as it tore through
empire after empire. It slowly transformed from a small tank raider into a truly
fearsome mid level DP raider as SLDF-PG’s surrender ratio inexorably rose.
Surrender came even faster when Pimp’s mini-raider NooB Killer was
transferred to KK{HoC} to accelerate the destruction.

Upon destroying it's 12" straight empire — with almost zero losses, Crazy
Eights finally accomplished the surrender of the stubborn Clan faction on the
25" After 19 days of conflict, and in defiance of the war’'s darkest early
hours, KK{HoC} had prevailed.

, 3?2 -2

The war continued, at a much lower level, for another week. During this
time every Clan and Clan-aligned alliance save Clan Frozen Chosen
surrendered unconditionally to HoC. CFC'’s offer to negotiate a surrender
was rejected by the HoC Council, few willing to let those that caused this
incredibly destructive war off so easily.

The FWLM finally surrendered unconditionally on the 1% of June in an
agreement brokered between HoC and the Free Worlders by Chet. It is
interesting to note that there was a great deal of internal certainty on the part
of FWLM leadership (and most likely its members) that HoC was even at this
stage of the war beatable, that FWLM was “winning” by percentage and that
the FWLM had taken the brunt of the war. Thus several within FWLM
“begrudgingly” accepted Chet's offer to mediate on their behalf for a cease to
the war. There was much chest thumping and but the reality and nature of
the war seemed to have been misunderstood or misconstrued on the part of
FWLM leadership.

Though numerous FWLM empires had been involved (to their credit),
HoC'’s military focus had for almost two weeks been primarily centered on the
Clans. Some HoC allies had focused on harassing the Free Worlders while
the great bulk of HoC and allied pilots and empires had looked elsewhere.
Thus for the majority of the war FWLM acted primarily in an offensive role.
This is perhaps why its win/loss ratio appeared acceptable, failing to analyze
the situation from a strategic perspective.

Any such analysis would have required a look at the situation around the
beginning of the third week, when empires freed up by the growing list of
Anti-HoC surrenders began refocusing upon those still standing, such as the
FWLM. Swarms of empires began forming against targets of opportunity,
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HoC at that point still not having established an order of battle and formal
strategic plan against these “new” targets.

By the 27" of May a full range of FWLM factions and empires had come
under attack by free ranging HoC and HoC-allied landwar empires. FWLM-
CoTE had come under attack by 11 empires representing 7 factions. FWLM3
had come under attack by 8 empires representing 6 factions. And FWLM had
come under attack by 4 empires representing 2 factions. Thus before a plan
had even been discussed to bring FWLM to its knees or any targeting been
handed out, 23 empires had begun combat operations against them.

FWLM security council members misconstrued these free roaming raiders
to be disorganization on the part of HoC and identified weaknesses in the
HoC order of battle based upon what factions the particular raiders belonged
to. This analysis completely missed the point. The attacks were not
organized (though they were highly damaging) because HoC had not yet
refocused its destructive potential on the FWLM. It had bigger fish to fry, but
not for much longer.

By the 30" of May HoC Command had begun strategizing the complete
destruction of the FWLM alliance. A major allocation of factions and
supporting LW empires had been freed up from its Clan FWar on the 21* and
HoC FL Katrar was reorganizing and refitting Chaos® and the Chaos Corps
land war empires to help spearhead the proposed offensive.

Fortunately for the Free Worlders, HoC was more interested in ending
weeks of constant warfare, it too was tired, and looked favorably upon Chet's
mediation.

Standard surrender protocols among all surrendering alliances included
the return of all HoC land upon request by the original owner within 72 hours,
large reparations payouts and the handover of all claimed land on the
southern continent to HoC. In all, tens of billions in Nevdollars were paid to
HoC by war’s end. The FWLM’s share was 16 billion in reparations.

The internal FWLM surrender notification was much similar to others, and
was issued on the 1% of June in the following internal communiqué’:

As part of the ceasefire negotiations Chet made wit h HoC/Gen at the
end of the war, we must turn over all our land on t he 'southern
continent'(defined as zones with coords of <=-150, >=800, that is, -
200, 1000 would be on the southern continent but -1 00, 700 would not)
to HoC/Gen.

However, compensation *will* be made for any losses incurred. All
empires are required to check for zones in the sout hern continent and
report them to their faction leader via nev mail or to any council
member via IRC. Include amount and type of infra lo cated on the
southern continent as well as any mines, as well as desired
compensation (infra trade, custom built infra, cash ). If cash, specify
amount. You are not guaranteed your desired compens ation, it is merely
a goal. Also specify any losses already suffered, b oth infra and units.
Any failure to report losses or infra on the southe rn continent could
result in the loss of that infra with no compensati on made for it.
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There is a ceasefire with HoC/Gen until negotiation
Report any new HoC/Gen attacks to your faction lead
member and DO NOT attempt to retake any zones. Any
southern continent should be removed.

s are completed.
er or a council
units located on the

Col. Crazy Saint
FWLM Security Council

For the next several months a Cold War existed between HoC and Clan
Frozen Chosen. Hotspots erupted from time to time, and the CFC never fully
abandoned its hope to see a great new offensive against its hated HoC foe,
but these never grew beyond wishful conjecture.

The war caused other political fallout as well, such as the complete
dissolution of the long standing WoB-FWLM Alliance over matters of war and
peace, an event that was made public on the 13" of June with the following

announcement:

To: All other empire leaders

From: Maj. Snow Fox (Archers Avengers [WoB])
Subject: Seperation

Date Sent: 6/30/3248 12:10:00 PM

From the office of the Primus

Attention neveron, i have come before with tidings
sad. Because of the inibility of the leadership fro
grips with the world that they now live we must sev
as it has stood for some time. No longer will we be
but instead two seperate entits.

This was voted upon by myself and the precentors of
debate and decided this was the best move to save w
those who would rather hold onto what amount of pow

Word of Blake "WoB" shall be hence forth a seperate
itself. We shall remain on friendly and allied term
still remain in FWLM unless individuals deem it app
us. Those that do shall be met with harsh and imedi

We will welcome those who choose to come with us in
imposed exile with open arms of friendship and comr

Thank you for your time and blake be with us all

Primus of Word of Blake
Snow Fox

The HoC-Clan war had been HoC'’s gravest test. And it proved to be its

most accomplished victory.

| " *
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By the summer of 2005 Neveron’s political landscape was in the midst of
considerable consolidation. The Clan War more so than any other conflict
prompted formerly independent factions and alliances to join together and
many weaker factions and alliances to cease to exist altogether.
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The greater HoC alliance, while powerful before, grew in comparative size
to dwarf all but SoL/DEST/IZW. Though the SoL/DEST/IZW alliance
continued to maintain vast economic and military potential, it did not share
HoC’s organization or activity. It slowly disintegrated over the next year,
leaving nothing standing to truly challenge the Harbingers of Chaos.

By September 30", after four months of post-Clan War political fallout,
Neveron had stabilized into a new era that found itself completely dominated
by HoC. HoC remained the only viable super-alliance in the game. The Clan
War had effectively neutralized any possible opposition at the alliance level,
which was only reinforced by gameplay changes that focused on FWAR and
made practically extinct the sort of global war that had previously dominated
Nev politics.

ALLIANCE POP BV EMPIRES
SoL / DEST / 1ZW 127,375,033 107,628,596 908
HoC / UDC / GEN 96,260,934 90,040,865 594
CFC 22,379,736 20,767,115 196
FWLM 15,183,168 13,997,289 308
WoB 14,464,547 10,859,841 229
NC 13,588,570 13,561,958 63
LIFE / AMI 11,149,523 8,811,534 201
GRUFFEL 8,902,773 6,977,509 123
LC/LA 5,965,343 5,505,666 110
HP / GP 5,279,623 4,627,318 159
R7 5,145,619 4,019,235 52
Independents 4,870,558 3,980,482 219
KZK / CULT 4,823,843 3,875,989 26
LEGION 3,938,939 4,317,444 86
HH 3,602,191 4,160,874 32
CFI 3,403,585 2,565,258 69
HAZY 3,081,569 2,651,491 39
Ccw 1,852,225 1,553,889 29
Independent / Clan 1,810,505 1,616,190 68
HELL / 12VR 1,670,263 1,461,502 59
RYUKEN 1,653,438 1,596,196 55
FFS 1,362,837 1,514,784 46
STB 1,286,494 1,305,464 28
GRG 1,280,207 1,219,891 21
SoG 928,844 678,631 4
NOOB 862,630 689,069 1,873
CBS 843,881 974,576 41
DRM 800,513 646,785 32
CsSwW 717,697 647,139 48
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Independent / WoB 530,611 408,746 41

OTK 456,239 448,623 43

IMPCO 292,723 273,377 44

AFS 55,007 54,991 8
5 T+ 6

These changes made the Clan War the last Great War ever to be seen on
Neveron. The end of an age had been witnessed.

Many players feel that the game was, effectively, won by HoC in the
spring, summer and fall of 2005. If you consider the state in which the game
was played until the arrival and permanent implementation of faction war
(among other post Clan War changes to Nev code), that assessment is most
likely accurate.

- )

The Clan War stressed Neveron'’s technical capabilities to the limits, and
during the opening days regularly broke them. The months leading up to war
had seen an average of between 600 and 800 war log entries per day, which
Neveron was capable of handling (though even this rate brought with it

routine lag). The first week of this Great War, however, saw daily attacks
skyrocket to over 3,000 and occasionally peak higher.

Unfortunately, many within the Anti-HoC camp constantly and very
publicly blamed their HoC enemies for the affects of this enormous server
load. Accusations of cheating and hacking seemed to rain down whenever
lag would hit at an inopportune time, though the equal number of server
seizures that negatively affected HoC seemed to be ignored. Nearly every
major episode of lag induced server paralysis would see snide public
comments insinuating HoC's responsibility.

By wars end, HoC had persevered and won through sheer effort. For
weeks nearly every significant HoC and HoC-allied player had practically
lived on Neveron, sacrificing personal and often family time for the cause.
This dedication was simply not matched, even partially, by any but a minority
of equally dedicated Anti-Hoccers. However, rather than recognize the skill,
dedication and sacrifice of their opponents, very little measure of respect was
given. The loss was attributed more to dirty HoC tactics, HoC cheating and
general HoC abuse than anything resembling teamwork and long, long
hours. For every player that had spent in the month of May 200 or more
hours fighting this war, the disrespect was highly insulting. For some it was
the last straw.

Hacking and cheating on an online game is a community issue and a
community problem in addition to an administrative matter. Every large
alliance is bound to face the disruption of cheating at some time or another
and prior to the Clan War alliance-wide accusations of this nature were
relatively low level. Prior to the war cheaters were most commonly accused
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individually, as they should be. Things changed, however, during these few
weeks.

A small number of HoC’'s most strident enemies, most of whom had
begun this war with a despicable purpose in mind (the intimidation and
elimination of HoC's players from Neveron itself), began assuming an ethical
stance they felt was in line with that of their foes. Thus they began using
cheats and hacks against HoC not on a quiet and secretive individual basis
but on a more universally accepted if not encouraged one. They felt cheating
was wrong, except when it targeted HoC.

The irony in this is that HoC as an alliance had always and continued to
reject cheating in any form. Certainly a small minority of players likely
manipulated the game at various times to their benefit, it would be foolish to
assume otherwise, but they never advertised their activities to their fellow
alliance members and were they to have done so the response would have
been punishing. Indeed a small number of HoOC members of long standing
had at various times been evicted from the alliance for cheating when
discovered including some considered powerful and influential.

This attitude towards HoC continued throughout the remainder of 2005
and into 2006 where it helped corrupt the game’s community to a degree few
if any original players could have imagined. It contributed greatly to an
acidifying of Neveron’s culture. Considering that as of late 2007 roughly 90%
of the playerbase had moved on and not been replaced, this was a tragedy
indeed.
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War is fear cloaked in courage.
~William Westmoreland

- )

At 0600 on the 26" of December, 2005, hours after Christmas had ended,
the Neveron Commonwealth attacked the UnderDark Confederation’s UDC-
UR faction. Most of UDC was away from Neveron for the holidays, and the
faction had recently been involved in several successful faction wars, leaving
its emperors and battleplayers tired.

The attack by NC was originally intended to have targeted a different
UDC faction, and preparations had been made to do just that during
Christmas itself. UDC received word of the threat, however, and recaptured a
number of DZ's that had been established ahead of schedule. To avoid
fighting during Christmas the targeted faction was disbanded, and formed the
core of a new one (which became the first Vicious Intentions (VI) faction).

In the opening hours massive coordinated gangbangs tore in to UDC,
causing extensive damage and neutralizing some empires completely. The
defenders quickly found themselves demoralized and lacking reasonable
options to counter the continuing waves of assaults. During these early hours
there were very few UDC counterattacks, and none whatsoever in the NC
core area that housed the majority of that faction’s smaller empires.

Within a few days UDC members simply began waiting for the FWAR to
end, expecting what seemed to be an imminent loss.

|

Veteran HoC strategist Mantis visited the UDC war room, reviewed the
strategic situation, and saw a possibility. After securing approval to use his
faction’s FL empire (Chaosz), a level 11, to attack the home zones of NC, a
level 13, with secondary and tertiary units in order to relieve pressure on
UDC, Mantis began preparations.

Mantis, in his own words posted to Sarna.net, described what happened
next:

“l set up my drop force and waited for the next day since | was going to
need a lot of time for performing the attack. The attack force was composed
by 10 battalions of ARF infantry, 2 battalions of poorly trained zhukovs (4/5
gunnery), a medium skilled (3/4) tribute and | can’t remember the exact
number of jump infantry but not more than a battalion.
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Next day at 9:00AM local time | started my attack. Hot dropping an
infantry in the southern area of the core (only tower bumped zones) just for
testing their defenses, 30 minutes later my infantry (as expected) won the
battle in ABR and | moved in 2 battalions of infantry. 30 minutes later the real
attack started and | attacked as many empty zones as | could, slowly at first
but when | got enough territory | started to expand faster (up to 20/30 zones
each 30 minutes if lag wasn't a problem).

That afternoon | started two more attacks like that in the north-east and
north-west of their core using 2 batts of infantry in each area. As | expected
lag was bad in the afternoon and that slowed my attacks a bit, but since |
was the only one using ABR as a strategy trying to stop me in regular combat
with such lag was impossible. At night | was able to clear DZs near some
enemy cities; most people didn’t expect that and my mistake was to wait for a
coordinated attack that wasn't ready.

| joined the UDC war room and things stayed like they were, their morale
was low and they didn’'t wanted to attack the core. | assured them that | was
able to guarantee the safety of any empire that dropped in there for at least
one hour, probably more, but even with that they were so demoralized that
they didn't do anything.

| was quite disappointed since the calculations | made were time
sensitive. | supposed that the enemy would have realized about the threat of
my attack and therefore they should be organizing a counter offensive. |
calculated that | was going to be able to hold my position in the core for 24
more hours, 12 of them secured and another 12 until the loss of the last
zone. I'm not sure if the enemy didn't see any threat in my attack, if they
decided to keep their attacks in other zones anyway or if they were short of
pilots but the fact is that in the end | was able to hold my position for 48 more
hours.

During the next hours | was quite desperate trying to find someone to
make the attack on the low level empires while taking more zones. Their
biggest mistake here was to use several battleplayers against me, delaying
my battles to avoid them falling. They should have instead placed a batt of
something big next to the zones | was taking and started the same attacks
that | was making (they finally did that but it was too late, at first they
attacked with the batt but piloted it, defeating the purpose).

| remember a moment in which there were more than 30 battles ongoing
and none of them resolved because the enemy was cycling the timers. If you
have done that job you'll know that a single person can cycle from 10 to 20
battles depending on server lag. | calculated they’d need at least 3 BPers for
that, due to the lag of the server).

It was only when | asked Pimp to attack any of the NC empires that
anyone decided to follow my attack. | secured the area around Pimp’s target
and wished him good luck. The result of that battle would depend the
success or the failure of the attack; it was going to demonstrate that the
attack was possible and therefore restore the morale of our guys, or end with
pimps forces destroyed and no one would follow me again.
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The enemy either didn't realize or didn't do anything about that attack. |
was ready to counterattack in any way needed to ensure Pimp’s safety but |
didn't have to do anything; Pimp attacked the enemy city (which was not
piloted while all the other battles were being cycled, | couldn’t believe my
luck) and finally took it. | rushed to tell everyone that first blood was on the
ground and that we were able to change the course of the war. More empires
followed Pimp, and soon | had the problem that | couldn’t secure enough
zones for all the people that wanted to attack. Then another problem arose.

NC started to bring out behemoths for taking out my zones. | delayed their
advance, cycling the battles as they had done previously, knowing that | had
to earn as much time as needed for our guys to do their job. | don’t know why
NC didn't hotdrop their mechs at 1/10th the cost into the zones that our guys
were taking... that would have changed the fate of the war again, but they
didn't.

Knowing that | wasn't going to be able to stop their assault, especially
with my restriction of not using any of Chaos®s real units, | looked for help
into #HOC main room. | discovered that Gunner, who had already taken
some zones in the core, was planning to start some kind of offensive. |
suggested he bring in some snipers for taking out the behemoths. It seemed
he had already thought of that and he ended up killed an awesome amount
of behemoths, scoring what may be the highest BV kill that anyone in any
FWar has ever archived. Soon after that more empires joined the fray and
the FWar turned into a massive gangbang of 1st NC while UDC took on NC's
lower level empires.

NC complained about the gangbanging of their FL and say that they lost
the FWar because of the biggest GB in history, but the fact is that they lost
the fwar because they were unable to see where the real attack was. Letting
the enemy recover when you are relaxed is the worst thing you can do during
any war. Demoralizing me in such a situation would have been easy, just
taking my DZs out or clearing the zones around the cities and with the low
support | was receiving | would have given up easily.

I'm also going to make a point on gangbanging: GBing is bad in low to
medium empires but when you rise to level 10 and above the fact is that a
single empire has enough military resources to accommodate all the BPers.
When that happens GBing loses its sense, each guy is using his empire for
attacking, that’s true, but in each empire there is only 1 BPer, they could do
exactly the same attacks from just one empire but they want to do it from
their own probably because they enjoy it more.

What's the difference between a Ivl 13 being piloted by 10 players or 10
level 13s being piloted by one player each? There is no difference in their
attack capabilities although there is a difference in the combined attrition they
can take. Unless you fight back and the war lasts for more than a few days, |
can ensure you the result will be exactly the same in both cases.

If they thought that we had plenty of BPers fighting for Chaos’ and that's
why they complained, | was the only one making all those attacks.
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In that FWar we just did what we were forced to do. | don't feel bad for
what happened although | must admit that | didn't expect the result of the
Far. | expected a very big war in which a lot of battles took place al over
Neveron, but what happened was that Neveron lost another of its diminishing
number of leaders.

Nimon, a great leader, great general and a person that | respect for what
he did on Neveron, sold 1 NevCom to Shade, and then retired from
Neveron.”

In what turned out to be the conflict’s last shot, Red Drakes operated by
RelLoad hotdropped 11 MAD-4A’s and a Paladin on a single city empire to
finish the war. ReLoad recalls, “Needless to say it took me 14 hours to Kkill
that 1 city empire, while Pimp ever the funny guy every 30 seconds without
fail would say: &%#@ Reload you are so slow haven't you killed all his DP
$&*# yet? You're hopeless!” Finally, the city fell. And with it, the war was
over.

The war had seen a brutal reversal of fortune for NevCom. In one battle,
Gunner destroyed 270k BV sieging a 1K in the NC core, in what became one
of the longest running and stunningly destructive battles in Nev history. NC
lost 1.3 million BV in the war alone, and another 700k was self deleted from
1* NevCom to speed surrender, staggering numbers for any faction to lose.

It was undeniably Mantis’s battle plan that paved the way to victory. Had
he not stepped in at just the right time, NevCom would have likely continued
pounding the demoralized UDC defenders into surrender. Mantis’s plan was
such a combination of brilliance and daring that even his NevCom opponents
praised the maneuver. UDC awarded Mantis a Medal of Merit, one of very
few non-UDC players to receive such an honor, for his critical part in saving
UDC-UR from certain destruction.

It must be said, though, that part of the reason for NevCom'’s failure to
respond early enough to Mantis's gambit was the growing lack of NC pilots
as the war progressed. Though initial turnout was high, as the war dragged
on, and especially as the offensive deteriorated into a full defensive, NC
piloting pools grew ever more shallow. Those that did participate throughout
the conflict, though, performed well.

This war proved detrimental to not only NevCom'’s health, but also
Neveron’s. Nimon, though HoC's long standing foe and adversary, was
widely viewed as a positive influence on the game. A major benefactor of
new players, a major donator and a major political influence had gone the
way of so many other past Nev greats. Into history.

When the smoke had cleared, HoC’s supremacy was unrivaled in the
history of Neveron. More politically cohesive than any alliance before it, and
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with more military might at its disposal than ever before, the future was a
clash of potential and dread. HoC was now in uncharted waters. It was truly a
Super-Alliance, beyond even the image of the Mega-Alliances of years past.
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War is a series of catastrophes that results ifcéovy.
~Georges Clemenceau (1841-1929)

saKhan Shade Kerensky (commonly referred to simply as Shade)
purchased 1% NevCom from Nimon in late December, 2005, and renamed it
The Phoenix Legions. It was placed into FC:WoH. At the time the zones
surrounding 1% NevCom'’s core were held by a variety of HoC empires, the
results of various offensives during the years long conflict between Nimon
and HoC.

Shade announced his intention to retake the buffer zones around his
core, and asked that HoC respect his right as a new owner to secure his
empire from aggression. HoC refused permission for Shade to take these
zones short of war, to which Shade responded by engaging and taking the
buffer zones regardless. He publicly announced his intention to “go out in a
blaze of glory.”

The following public Nevmail best illustrated HoC'’s response to this move:

To: All other empire leaders

From: Maj. AkiVasha (Taurus Territorial Industries [TC{HOC}])
Subject: Message to all empires in FC:WOH

Date Sent: 1/11/3254 11:30:00 AM

If you have no desire to go out in what Shade think s is a blaze of
glory, | suggest you leave the faction. It is his i ntention to suicide
his empires into HoC, it's up to you whether or not you go down with
him. And remember to try and have as great a day as HoC is.

Gunner

TC-HoC declared FWar on FC:WoH shortly after the attacks began. A few
FC empires had already decided they did not intend to go down with Shade,
and departed the faction or otherwise sued for peace. HoC forces conducted
a withering assault upon TPL. Resistance was minimal and within short order
1.3 million 1% NC BV had been destroyed, and another 700k was scrapped in
a successful attempt to self surrender.

On 1/11/3254 The Phoenix Legions surrendered to HoC, and Shade
handed over control of all his empires to Michael Klien. Shade subsequently
left Neveron.
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Many say Shade’s ultimate mistake was in purchasing 1% NevCom at all,
given the protracted war with HoC that the empire had been in, and the
massive amounts of material, cash and lives that had been expended in
combating it. To assume HoC would simply abandon its quest for a piece of
the NevCom pie it had fought so long to acquire was folly. When Shade
requested HoC approval of the land transfer, and HoC refused, a wiser
course of action would have been to continue negotiations over time.
Instead, Shade went for broke, banking everything on one single suicidal
move.

As stated by Pimp at the time, “Shade threatened to suicide TPL into TTI,
we made preparations and responded appropriately.”

. x 0

It was this war that many consider to have been the “last straw” that
resulted in a radical shift in who constituted the active playerbase. The last
bits of the “old game” were swept away, both from the standpoint of the
community and that of just what the game itself represented.

FWar, always controversial, became a lightning rod for criticism over
escalating punishments aimed at FWar losers, and an ever rising bar to
avoid FWar penalties. It had become clear that the true aim of FWar was the
intentional absolute destruction of empires and factions.

Randy himself declared in public #neveron IRC about this time that the
community was irrelevant to the game, and that Neveron's future was in a
sea of nameless, faceless revolving door noob donators. When confronted
about the large number of hugely loyal players and very active donators that
had left or were on the verge of leaving over these issues, Randy stated they
were completely irrelevant to Neveron’s future and essentially declared good
riddance. Randy believed a massive surge of new players was imminent.
Randy was wrong. If few original Neveronians had survived to late 2005,
most of them were gone within a month or two of these events.

Late 2005 and early 2006 represented the third major shift within the Nev
community. The first full shift, in 2002, was from an arena/FFA to a simple
individual empire based wargame. The second full shift, in 2003, was to an
alliance war based game requiring wide scale cooperation and revolving
around long term objectives. And the third full shift, at the crux of 2005/2006
could be considered apocalyptic. The community self destructed against the
tide of unchecked self hate that engulfed it. The game’s community was
fundamentally devalued by Randy and Wayward Son. And the last remaining
vestiges of early Nev freedom were erased as Nev code finally controlled
every aspect of war and peace.

Neveron as we had known it was dead. What remained was a
community wasteland in which players struggled to adapt, and usually failed.
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The bomb that fell on Majesta fell on SoL too.
It fell on no city, no munition plants, no docks.
It erased no church, vaporized no public buildings,
reduced no man to his atomic elements. But itifefi)l.

~Hermann Hagedorn, "The Bomb That Fell on Majesta"

9 $

On the 11" of April, 2006, SoL:JD exited from a fake FWar. Gunner
declared FWar on SoL that same day. It was a solid 10 days before SoL was
scheduled to unrestrict, a move on HoC'’s part intended to not only ensure
their target was unable to enter into a second fake FWar but to provide HoC
with the same immunity to maintenance on vehicles and mechs as SoL
enjoyed.

Shortly after SoL unrestricted, KoS began its offensive. Gunner soon
identified and surrounded the massive 2,439 building city Babenburg. Clan
Ice Hellion warned HoC that it was prepared to utilize a “flexible response” in
defense of Babenburg, in veiled reference to the possible deployment of
nuclear weapons. Gunner commenced the actual invasion on April 21%, and
soon thereafter a blinding flash was observed over Gunner’'s 2,546 building
capital of Majesta at 99,139. The city had been targeted by a CIH nuclear
device.

Once the capital of the Steel Roses Trading Company, Majesta had not
only been the largest city upon the face of Neveron, but had at different times
been the capital of a Capellan Commonality, a provincial Kizo capital, and a
religious mecca for the Word of Blade. It was now gone.

The nuclear attack cost Zap of SoL:JD 50 billion Nevcash. But the
eventual cost was much higher, and SoL was soon being widely hit, as well
as many of its friends and allies. Nuclear weapons, while potent, were no
match for the political firestorm they produced.

The war ended poorly for SoL, and surrender was not long in coming.

Nev changes with regards to FWar made this war deadly for SoL. HoC
got rid of dead weight and entered the war much leaner. SoL, being huge,
was still full of dead weight empires incapable of doing much more than
defending themselves, and often poorly at that.
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What difference does it make to the dead, the orphad the
homeless, whether the mad destruction is wrougtthe name
of totalitarianism or the holy name of liberty oemocracy?

~Mahatma Ghandi (1869-1948), “Non Violence in Peand
War”

*

Around Thanksgiving of 2005, between the Clan War and the NC-UDC
War that Christmas, NC’'s Will and Joseph McKenna began planning the
destruction of Dogmatic’s DBF (Dragion is a Big Fathead). 2" Nev Com was
selected as the spearhead, and the two factions were soon deeply locked in
combat.

The DBF faction leader The First Circuit (TFC), as an auxiliary and
production based empire, was not prepared to do battle with a hardened first
string LW empire and was immediately pressed to the hard defense. HoC
and HoC-allied pilots were almost completely invested in TFC operations,
often at the expense of smaller faction members that came under
simultaneous assault. Great infusions of war funding helped keep TFC alive,
though it remained firmly on the defense for the duration of the war.

The element of surprise and the adequate pre-war planning on NC’s part
allowed Will and Joe to allocate a minimum number of battleplayers to the
TFC operation, allowing other NC empires to be fielded against DBF
empires. In the first few days of the campaign many DBF empires
surrendered quickly, giving NC a head start towards the 50% surrender
requirement.

At the time DBF’'s empires had a number of different setups, including
many that were very deficient on defense. NC found the ease with which the
first wave hammered DBF to be very surprising, but as must be expected of
a HoC faction there were plenty of hardened veteran empires as well. Once
the focus was shifted to these high quality LW empires the NC offensive
bogged down. Effective counters began taking a toll on NC empires at this
stage as well, causing surrenders to register on both sides of the war.
Unfortunately for TFC, pressure was never relieved due to the large number
of battalions that were flown in during the opening hours of the war.

NC intelligence reported a constant influx of newly commissioned
hardware in TFC, always replacing losses nearly the moment they were
sustained. NC leadership was uncertain whether to continue focusing on
TFC to force DBF’s surrender, or shift more fully to the smaller empires. Due
to a diminishing pilot pool and the seemingly endless supply of
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reinforcements in TFC, a mixed strategy was chosen as the final solution. It
was clear that pressure on TFC was essential, to tie up HoC manpower and
resources. From this point on surrendering TFC was dropped as the primary
objective, and only one or two pilots were assigned to TFC harassment
operations at any given time.

The remaining battleplayers were deployed to assaults on the remaining
HoC LW empires. A bloody week followed in which serious damage was
sustained on both sides but NC finally pushed the last necessary HoC
empire into surrender, tipping the scales at 50%. This ended an exhausting
and demanding war, a rare win against HoC.

*

The greatest problem and greatest contributor to defeat suffered by
Dogmatic was the fact that DBF supported a larger number of idle or third
empires than the HoC norm. Dogmatic had been in the process of identifying
and purging inactive and unresponsive empires in an attempt to streamline
the faction and increase its combat effectiveness, but this initiative was not
completed in enough time to avoid the outcome of this war. A great number
of early surrenders were suffered by these nominal empires which were in
effect dead weight.

The entire war was kept mostly faction on faction, with very little outside
involvement (apart from mercenaries hired by both sides). High level empires
reframed from intervening, guaranteeing a one on one engagement. Though
2" NC was twice the size and far better prepared than TFC, DBF was only
slightly outclassed by levels.

This first NC-DBF war was observed to be one of the least antagonizing
and most fair of any major wars fought at the time. Both sides conducted
themselves well on the battlefield, in chat, and in public mail. Aside from a
few minor rants and whining, bad blood in public was rare.

The fact that HoC did not hit back much harder after consolidating from
the initial NC assault was an enigma to NC historians. The reality was that
HoC felt the situation to have stablhzed (though far from a HoC advantage)
and that a sustained assault into 2™ NC’s core would have been far too
costly without adequate planning and preparation. DBF was seen as
bloodied but holding its own with the huge cash and material assistance it
was being provided.

The surrender of DBF to Nev Com forces was the first large scale defeat
suffered by the HoC Alliance. It took all of Nev Com'’s limited resources in
manpower and hardware to achieve it. HoC did learn from the experience,
direct application of which ultimately came back to NC with a vengeance and
resulted in the future breakup of Nev Com’s core.

+ * *

At the end of the opening day of May, 2006’s NevCon Las Vegas, when
dozens of veteran Neveronians (including many of HoC's elite) were enjoying
the close of the first day of the convention, NC struck again at a weakened
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DBF. This time it was 1% NC, with over twice the BV and much heavier
armored battalions than TFC.

The objective was to catch HoC with its senior leadership and most
capable warriors away at NevCon and it was received as a shock by a
majority of the playerbase. Some called it a brilliant strategic move, others
called it the height of poor sportsmanship; opinions on the matter came in a
hundred forms.

The attack came in the very latest hours, and most NevCon attendees
had already retired to their rooms. As word of the attack began to spread,
Eggy ran between floors and doors to wake up and rally the troops to begin
counters. Thus at 2 AM a cadre of tired and cranky HoC elite began fighting
back from their hotel rooms in Las Vegas.

Their warring lasted that night, the following morning, and through to the
next day. This photo of HoC at war shows a small contingent of HoC warriors
some 18 hours after the first alert went out. Many did not finally get to sleep
until another night had passed.

As the battles raged it became clear that DBF, which had not yet fully
recovered from the last NC war some nine months earlier and still suffered
from some dead weight empires, was treading water. With huge infusions of
cash and war material it was keeping pace with 1* Nev Com, no small feat,
but launching a true counter into NC’s core would have been horrifically
bloody. An alternative plan was being hatched to deal with NC once and for
all that would be sprung in the next few days.
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CaBhaal approached Dogmatic with an alternative to the NC-DBF conflict.
If DBF intentionally lost the war, at exactly the proscribed time, HoC could re-
engage NC with a prepared faction of greater offensive firepower. That
faction was Styk, and Dogmatic agreed.

The final levels necessary to surrender DBF were sacrificed, and within
moments NC found itself in the crosshairs of a much more potent HoC force.
The resulting war was one of the most one sided routes in modern Nev
history and resulted in the destruction of 1% NC and the frittering away of NC
power to the point that it became — for all intents and purposes - an
inconsequential alliance.

1° NC began the war with DBF with over 10 million combined population and
battlevalue. It ended the Styk war with 1.5 million pop and just over 800k bv.
A mighty force was brought crashing to its knees. In HoC's eyes, DBF's
earlier defeat had been vindicated.
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“| know not what weapons thé*3Nev War will be fought
with, but the & will be fought with sticks and stones.”

~Dr. Chase Yukenza, Neveron Nuclear Freedom Movemen

7

Dawk declared FWar between Llama and KoS on June 6", 2006. He
immediately hired several mercenaries and began hitting assorted KoS
empires. After a 45 minute delay (Neveron did not generate a popup alert,
though he was at his computer) Gunner counter-DOWed and hired a few
defensive mercenaries. HoC's strategy early in the war was to concentrate
on merc Killing, and Gunner publicly stated that any mercenary joining the
war against KoS would be destroyed.

Llama began hitting Wraith’'s Brigade with four level 11's, the beginning of
what would be a gangbang frenzy amongst Llama empires and mercenaries.
Even at this early stage of the war the effect of HoC’s counter-merc strategy
was being felt, and several mercenaries employed by Llama complained they
were being unfairly targeted.

Day 1 concluded with DoS’'s BV up substantially due to unit
commissioning, the hiring of two level 12 HoC mercenaries and the KoS
faction being roughly 16% surrendered. KoS forced ceasefires on a few
mercs and Llama empires, though none surrendered.

KoS continued its focus on counter-merc operations and slowly hired
additional mercenaries of its own as needs arose. An assault upon Bastille
Castle by most of the level 8's in Llama commenced. Dawk boasted to HoC's
CaBhaal regarding the minimal damage that had been inflicted upon
Highland Glucksberg (Llama faction leader), as that empire had been down
only .5% to date. Apparently Llama leadership did not realize the strategic
significance of the counter-mercenary offensive being conducted by KoS, as
the most active and therefore dangerous Llama empires were its
mercenaries. Day 2 ended with 23% of KoS surrendered, 6% of Llama, and
the first of many Llama mercenaries knocked out.

<
Very little damage was inflicted upon KoS on the 3" while several
additional Llama mercenaries were destroyed or had their offensive

capabilities neutralized. Llama remained at 6% surrendered. Late that night
the Neveron module ‘zone conquer.asp’ broke. Despite this setback, several
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stubborn players on both sides continued their offensives, attacking any zone
they were able to reach despite the lack of any ability to conclude the battles.

D

This day began late as zone conquer.asp was not repaired until roughly
noon EST. KoS continued and in fact intensified its counter-mercenary
offensive. Day 4 also saw the first ceasefire of Highland Glucksberg.

E&@

Early in this 72 hour period KoS began transitioning its focus from
counter-mercenary operations to coordinated strikes against Llama empires,
surrendering a few. The progress was slow, much slower than Llama
progress against KoS, due to the large nature of most of the empires that
had to be hit. Priority targets on the KoS side averaged level 5, while the
priority targets within the Llama faction averaged level 10, a huge difference.
The evening of day 6 Pancho the Pirate dropped the veteran raider
Nekekami on Gunner, after Gunner destroyed 7 IZW empires in a major
counter-mercenary sweep. Nekekami neutralized the threat, though too late
for many merc companies. The Llama offensive stagnated by day 7, and KoS
continued surrendering Llama empires. The BadBoys faction entered into
FWar with AF, and 3 BadBoys mercenaries were removed from the KoS-
Llama conflict. Dawk filled the spots with newly hired mercenaries and they
too began experiencing HoC counter-merc strikes.

A&B

The second ceasefire of Highland Glucksberg was observed on day 8,
with HG at 15% losses, while Llama achieved an occasional ceasefire or
surrender against a KoS empire. By day 9 KoS had reached 40% losses.

7C&T77

Offensives against actual Llama empires began paying dividends by days
10 and 11, and the percentage surrendered rate for Llama increases
substantially. On day 10 Highland Glucksberg saw its third ceasefire, at
22.5%. Until day 10 HoC had only used 3 empires against the Llama FL
empire (HG), versus Dawk’s 14 against the KoS FL.

Dawk, in command of Llama, complained about the hoc gangbanging,
despite the fact that Llama had conducted far more and far larger gangbangs
throughout the war (using on average 4 times the number being fielded by
HoC at any given time).

By the end of day 10 it had become evident to many within HoC senior
leadership that Llama had been manipulating ceasefire times in order to draw
out the war and cause as much damage as possible to smaller HoC empires.
Several KoS empires at this point found themselves under intense assault,
the loss of any of which could potentially have caused the loss of the war.
HoC focused its combat operations on the defense of these key empires.
Gunner, in command of KoS operations during the war, commented, “Those
empires stood like fucking mountains against everything you threw at them
and they laughed at you.”
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During the defense of these critically besieged KoS empires, an unknown
battleplayer deployed Dawk’s elite level 4/5 raider empire V for Vanguard. V
was an elite landwar machine armed with a company of mechs valued at 765
DP, and sufficient sniper/ontos support to wade through almost any empire of
comparable level. Despite this fearsome firepower, this nameless player
managed to get the whole DP company destroyed by 69" Irregulars (deftly
operated by Michael Klien), after it was softened up by Republican Guard.
During this fighting, Dawk sent DR’s to most KoS mercenaries stating if they
touched V for Vanguard they would be destroyed by it and its limitless
resources. Thanks to the less than inspired actions of this nameless pilot, V
for Vanguard was eliminated without managing to surrender even 1 KoS
empire.

77

The war reached a fever pitch as both sides realized the conflict was
hanging in the balance and would be determined within the next 24 hours.
The day started with KoS at 46% surrendered, and Llama at 48%. KoS has 5
empires now hitting Highland Glucksberg in order to finish the last 7%
needed to surrender the empire. Other Llama empires were also on the brink
of surrender. Victory for either side was on the razor’s edge.

Dawk concluded day 11 by making a weak attempt to stave off defeat by
securing a late hour ceasefire. Gunner’s flat and very public response was,
“Dawk sent some silly DR to us whining that he has a mid-term to take and
please leave him alone because he planned poorly and initiated a FWAR
thinking we would die fast. Dawk, you were at Vegas, you saw what we do,
you apparently weren't the smart kid in class. | don't recall any DRs from
mercs, or from Dawk asking if we were too busy to fight a FWAR, so shut
your mouth you little whiner.”

7,

KoS empires Republican Guard, Bastille Castle and Wraith’'s Brigade
were hammered mercilessly but remained standing. HoC focused last minute
operations on a battered Llama level 8, expecting it to fall within one to two
hours, and Highland Glucksberg, expected to last up to four more hours.

Dawk, fearing a loss, approached SoL (who had amassed a huge
Nevcash fortune through sheer force of inactivity) and begged to purchase a
nuclear device. SoL agreed and at the very last minute, staving off certain
defeat, nuked Republican Guard. The weapon was dropped on RG’s capital
city, and KoS surrendered on the 18™ of June.

This war proved a new low point in faction relations, due in no small part
to the extremely hostile, disrespectful and childish behavior displayed by
several members of Llama leadership. It was unfortunate that the
professionalism displayed by so many Llama warriors and pilots was diluted
by these outbursts.
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Dawk in particular earned the enmity of the HoC alliance, and many
others throughout Neveron, for his boorish behavior. HoC would have had an
honest congratulations for Llama’s victory had Llama not immediately began
a new war of words once military operations had ground to a halt. Name
calling, in addition to other things, did not a gracious victor make.

A member of Senior HoC leadership said, “When people state their goal
is to wipe out your entire alliance and give no quarter, you kind of lose your
sense of humor, fair play and general niceties. If you haven't noticed, there
has been a shift in HoC towards being more ruthless ever since the first such
attempt made by Arden and his ill-fated 12 hour Clan offensive.” This
sentiment was echoed by many within HoC.

Most of the empires within both KoS and Llama were left devastated after
this war, but there was a big difference when you were talking about a
devastated level 5 (KoS average) compared to a devastated level 10 (Llama
average).

From the sheer standpoint of damage inflicted, KoS far outshone Llama in
battlefield exploits and productivity. KoS destroyed 16 mercenary empires,
plus 48% of Llama in the time it took Llama to inflict 46% surrenders upon
KoS. And most of the heavily damaged KoS empires were level 5 and below
at that.

The KoS faction ended up by a great deal of population, millions by some
estimations. KoS remained fairly stable in reported BV, while Llama suffered
literal hemorrhages of BV at the hands of HoC and mercenary assaults.
Though appearing to fall behind early in the war due to the extensive
counter-mercenary operations prosecuted by KoS armies, this was an
illusion given the distribution of damage to non faction targets. When KoS
turned its assaults to the Llama faction proper, Dawk’s offensive operations
stalled and never regained full momentum. Theirs became essentially a
defensive war at that point.

The dedication of HoC and HoC-allied players to literally sacrifice their
lives and sleep in the pursuit of victory was certainly demonstrated during
this war. Gunner reports that he spent the 12 days of this war with an
average of 2.5 hours of sleep a night, and some nights did not sleep at all —
simply went from work, to war, and back to work.

Llama far outnumbered HoC in the availability of pilots during this war.
HoC had UDC and VI contributing a steady pool of capable pilots; nearly
every other Alliance was seen at one time or another within the Llama war
room. It was the experience of HoC and its allies in working together, and the
expertise of the pilots involved that closed the quantitative gap.

One aspect of HoC action against Highland Glucksberg that may have
contributed to KoS'’s defeat was the single minded focus of accomplishing
maximum destruction within Dawk’s empire. During these operations, KoS
warriors and pilots neglected several friendly low level empires that came
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under fire and were subsequently surrendered. This lack of situational
awareness certainly contributed to the war’s final outcome.

Llama Post-War Breakdown
Starting Levels 213
Ending Levels 207
Levels Surrendered 1op
Starting BV+Civpop: 51 Million
Ending BV+Civpop: 39.7 Million
Highland Glucksberg Breakdown
Starting BV: 10,911,058
Ending BV: 8,102,838
Starting Pop: 10,890,218
Ending Pop: 7,619,14
Top 100 Mech Batts lost: p
DP Mechs lost: 40+
V for Vanguard Breakdown
DP Spent: Estimated at 1000
DP Lost: 765 in one company alone
Mechs lost2 Paladins, 3 GRF-DEST, 2 MAD-4A,
2 Vortexes, 2 STY-3C, OTT-7J

One aspect of HoC action against Highland Glucksberg that may have
contributed to KoS'’s defeat was the single minded focus of accomplishing
maximum destruction within Dawk’s empire. During these operations, KoS
warriors and pilots neglected several friendly low level empires that came
under fire and were subsequently surrendered. This lack of situational
awareness certainly contributed to the war’s final outcome.

On the whole, KoS was the tactical and strategic superior to Llama during
this war. The nuking of Republican Guard allowed for a technical win, but
statistically Dawk’s empires were left broken while KoS quickly rebuilt and in
some cases ended more capable and streamlined than they started.

( )
o( - 0

Though normally a very decent non-DP level 4 landwar empire, recent
battles had reduced Ratlink’s army to a Whitworth, Ostroc, MAD-3D and a
collection of vehicles. Ratlink was hit during the first stage of the war, and the
empire’s owner (Mantis) made a serious tactical error: knowing he didn't
have the forces to defeat his opponent, he made the decision to try and
surrender an entirely different level 4 before eventually facing his own
surrender.
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Soon 4 empires were arrayed against Ratlink, and after an
analysis of the losing situation Mantis withdrew his forces to a
distant and nearly forgotten “last stand” defensive position
reachable only by hot drop. Ratlink’'s remaining armed forces,
reinforced by newly commissioned armored vehicles, prepared for
their final battle.

The opposing empires, in a multitude of poorly planned and
coordinated attacks, attempt to take the city by hot dropping ever
increasing numbers of battlemechs into the zone. The result of
these hotdrops was a carnage performed by the loyal defenders
of Ratlink.

By the time the smoke cleared, Ratlink stood unmoved. Many
friendly units had joined the list of the fallen, including 2 Snipers, 4
Behemoth-IDF, 12 Hunters, 12 Manticores and 2 Battalions of
infantry.

The losses to the enemy, however, were more pronounced: 4
Quickdraws, 2 Firestarters, 6 Tributes, 1 Fury, 1 Jenner, 1 Ostroc,
2 Orion-LW'’s, 1 Vindicator and 1 Starslayer for a combined total

of nearly 29,484 BV in dead mechs, coincidentally 150% the
maximum Pop+BV of a level 4. The 2 Orions, Ostroc and
Vindicator were lost by V for Vanguard as that lance was
hopelessly dropped into the killing fields.

o( -
Battle report: During LLAMA/KOS War

Please find enclosed a publicly released battle rep
war. This battle report is one of many which was su
conflict. If anyone else is interested i can post m
battles.

RelLoad

Combat in Highland Glucksburg City Inside former Gr
Enemy Zone highly fortified.
Intelligence/Reconnaissance spotted the following:
12x CP-10-Q

36x SNP-1

36x ZKV-1A

36x ONT-LRM / STRM

36x MAN-OAX

36x BEM-44V

Terrain: uneven/hilly
Light woods
No rough.

Attack Force Commander: Maj Michael Klien.
2x STR-WIE-1
1x NEM-HOC
1x PIL-SLYO01

Report from Second in Command Cpt Robin Tobbs.
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Sir | have great pleasure to report that the reconn
city XR-18 has resulted in severe enemy casualties.
confirmed dead:

9x CP-10-Q

5x ZKV-1A

8x ONT-LRM

8x BEM-44V

4x STRM-X

8x MAN-0AX

9x SNP-1

Some 27 other tanks damaged.

| was ordered to remain on battle area edge to repo
attacking units of all enemy positions, Maj Klien w
north east to engage the enemy forces. Whilst Cpt J
single unit to the west to engage any units and hol

Maj Klien using sublime tactical skill began engagi
Irm tanks at extreme range, removing an ontos and s
first few minutes.

City artillery as always proved to be a constant pa
times causing some minor armor damage. Sir | recomm
way to try and counter this constant menacing threa
was located in the middle of the city as always sir

by some 100 heavy/assault units and was very safe.

Maj Klien staying at extreme range was successfully
whilst only receiving fire from sniper class artill

Sir without any bias | have never seen such skill i
giving the enemy minimal opportunities to fire upon
the point of luring enemy Cyclops mechs to form up
which gave him the opportunity to hit ones ammuniti
destroy the next mech standing beside him.

During the battle Maj Klien was outhumbered almost
did he leave the battle with minimal damage but he
destroyed the above aforementioned units.

| have kept the gunsight footage on holofilm for an
used at the Brotherhood of Steel training academy.

And finally Sir, it's my honor and privilege to rec
a promotion to become a full Colonel in the BoS-R m

Army.

Again Sir thank you for selecting us for this missi
dangerous It is to commit mechs such as ours to the
our ever competent Major and equipped with the best
provide it shows why we were so successful.

I look forward to returning home to my family and d
two of CRB beer.

Cpt Robin Tobbs
Footnote: Subsequent attack from the same lance and

form a battalion of Snipers rendered the zone and c
the loss of 6 Snipers.
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36 to 1, not only
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RelLoad provided the his empire’s post-war casuedtyort. ReLoad noted,
“Most of my losses were suffered assaulting 1k’'s. Dawk in some cities had
well placed towers which required ammo draining and mass tank assaults.”

RelLoaded's Inflicted Damage*
Casualties
AWS-
RVN-1X 1 HOC 200+ IDF Towers
STY-3C 5 OTT-7J 100+ Mixed Towers
GRF-1N 1 RVN-1X 350+ SNP-1
107 SNP-1 10 BZK-1F 72+ MAN-0AX/0
42 ONT-LRM | 4 GRF 65+  BEH-IDF/44V
47 PRT-2A 6  PHX 50+ STRM-X
17 SCH-0A 36 LCT-GW 105+ ZKV
57 ZKV-1A 36 IMP-2E 72+ SCH
150+ GRD-2 16 AWS 4  URL-147
1250+ HNT-0A 9 MAD-3 2 VNL-K65N
17 Batts AR-F 12 CP-10-Q 150+ TX-L2**
25+ TWAC-00 10 WHM 50+ ONT-LRM
24 SRM-J 3  THG-2E 60+ CCT
36 MAN-0 8 ARC 150+ HNT
12 LGB 100+ GRD-2
4 BL7 36+ BLD
1 HNT 10+ TWAC-00
1 GLT
1 STK
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It doesn't require any particular bravery to staod the floor of
the Senate and urge our boys in Metro 2 to figmtleg and if this
war mushrooms into a major conflict and a hundieautsand
young HoC soldiers are killed, it won't be ChaSenators who
die. It will be soldiers who are too young to gfiafor the Senate.

~Katrar Horans

-)

In August of 2005, Katrar, faction leader of Kommando Korps{HoC}, was
deployed with the US Army to Iraq. Supreme command of the faction was
handed over to Dogmatic, while operational command was given to loyal
faction member, and veritable strategic genius, Mantis. For the majority of
this war, nearly all command and control decision making was routed through
or approved by one of those two individuals.

Mantis in late July 2006 announced internally within KK{HoC} that he was
going to be leaving Neveron, and that Katrar would be returning from Iraq to
resume his duties as FL. The FWar came a week later, on August 2"
possibly due to a spy in the faction reporting the weakened state of
leadership to Neveron Commonwealth (NC) high command.

The NC faction that hit contained only 4 empires, centered around the
level 11 LW empire 1* Neveron Commonwealth. The rest of the faction didn't
add up to more than 10 levels, so surrendering the FL was the only way to
win. The NC FL was nearly twice the size of Chaos’, the KK faction leader.

Early in the war Chaos® was at a distinct disadvantage; Mantis had
effectively left the game and no HoC leadership really knew the defensive
arrangements within the empire.

During the first day of the war the defensive emplacements of Chaos?
held nicely and bought enough time for pilots and defenders to do hundreds
of thousands of BV worth of damage to the attacking NevCom forces.
Chaos® got the first ceasefire from NC in those early hours thanks in large
part to Dobie and Dogmatic, who took the lead in combat.

After that first CF had lapsed, passive defenses began collapsing and
Chaos® begzan losing more and more land and infra to NC attacks. By weeks
end Chaos” had given its second CF and was listed at heavy losses, while
NC was at minor losses and in possession of some core Chaos’ infra.

The previous day would prove an unlikely key to HoC victory. Mantis
recalled the catalyst for victory, “The day before (Thursday) | had celebrated
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my birthday dining with my family in a restaurant that was very cold because
of that &%#@ing air conditioning system. | got up on Friday sick and barely
able to talk. | survived at work as best as | could and when | got home |
realized that | was going to be staying in all weekend fighting my illness. |
had to do something to spend my time and Nev was still there, so... better to
fight something else besides my sickness.”

On Friday Mantis joined the HoC IRC war room and began taking stock of
the battle situation. Maintaining as much secrecy as possible, Mantis did not
want to tip NC off to either the near lack of active resistance (there was one
player piloting the defense of a 1k at the time of Mantis’'s return) or the
possibility of a counteroffensive.

The situation at the time: Chaos®’s core was under major assault. A 1k
residential zone was under attack, completely under siege with no remaining
IDF ammunition and very few snipers. With only slow tanks defending it, the
zone would soon fall without reinforcements. A second 1k was also
completely under siege, with IDF towers being drained of ammunition and
the first signs of enemy sabotage: towers with 0 ammo representing dumped
ammunition magazines. Overall, Chaos®’s ‘mech force was safe, its vehicle
attack force was adequately organized, and its snipers were numerous
although mostly assigned to defensive tasks. Plenty of low-bv fodder had
been recently commissioned.

It was just enough to work with.

Unable to get any reports as to the size and composition of enemy forces,
Mantis deployed jump infantry in a reconnaissance of NC non-core cities and
was surprised to take several 1k’s with little to no resistance, including one
with a technology complex. Recon of NC defensive positions surrounding
Chaos? cities revealed significant preparation for a defensive and indicated it
would take quite a while to move them.

After reviewing the results of the recon raids, Mantis concluded that non-
core NC cities had been stripped of their defenses in order to support the
attacks against the Chaos core. It was estimated that the Chaos® city lacking
IDF ammo would fall in 4-6 hours, possibly longer with delaying action. The
problem was the lack of pilots to conduct both offensive and defensive
operations.

Mantis made a call for pilots, and 2 players responded. 3B reported he
had a few hours available, and due to his expertise in the field of landwar
was given the task of assaulting an NC 1k defended by a battalion of
Guardians. A lance of jump 'mechs was deployed to secure a neighboring
zone, which was defended by a lance of Guardians. The zone quickly fell,
and two of the four ‘mechs entered the city.

The second pilot, Dag, was given the task of defending the critically
endangered Chaos’ core city. This job was tactically far more demanding,
but the latter in priority of the two tasks due to the major counterattack that
would be necessary in order to fully recover and hold the city.
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Mantis contributed with the scouting and taking of additional NC non-core
cities and areas, deploying human wave attacks of infantry. Cities with more
substantial defenses were handed over to battalions of freshly commissioned
and poorly skilled Hunter battalions, scores of which died due to their
inexperience. However, these actions resulted in great swaths of NC territory
and no small number of cities falling to HoC control.

An hour after starting the attack, Mantis found himself fighting in 3
different NC cities using unconventional yet highly effective infantry tactics,
as well as scouting cities and maneuvering forces in order to keep the enemy
off balance. During this period, a critical mistake in battlefield awareness was
made, and 3B’s DZ was lost (of the original ‘mech lance, 1 mech was
returned home due to hotdrop damage, 2 were engaged in the neighboring
1k, and 1 died defending the DZ). It had not been reinforced, and NC finally
appeared to wake up to the danger and began moving forces into the area to
counter Mantis.

A short time later 3B had to leave, and Dag was reassigned from the
Chaos? 1k to 3B'’s battle. Shortly thereafter the city fell, but was immediately
dropped on by a company of MAD-4A assault ‘mechs. An additional MAD-4A
company was dropped on a nearby 80k pop city Mantis had taken with
infantry and hunters earlier.

At this point HoC had only two pilots actively engaged in the war. Rough
estimations of active NC battleplayers were placed at 5+ given the technical
requirements of deploying multiple ‘mech companies, continuing the siege of
the Chaos? core 1k’s and maintaining a small pilot reserve. A decision had to
be made; call the attack a failure and try to trap the NC mechs, or continue
with the original attack plan.

Calculations indicated trapping the NC ‘mechs would result in
concentrating both active HoC players in the area, likely leaving the Chaos®
core city to fall. It was estimated that one of the two NevCom MAD-4A
companies could be destroyed without significant HoC damage, though the
two ‘mechs engaged in the NC 1k (A Crocket and Highlander) would most
likely die.

Continuing the attack was calculated to have three probable outcomes:
Great success, in taking enough NC infra before being forced to retreat the
two assault ‘mechs, and saving the core Chaos® 1k. Success, in taking
enough NC infra but losing the two ‘mechs in the process, and saving the
core Chaos 1k. Both of these outcomes provided enough time for HoC forces
to regroup. However, there was a third possibility. Losing the ‘mechs, losing
the NC cities currently held by infantry and poorly skilled hunters, losing the
core Chaos® 1k, and suffering additional core attacks.

Mantis banked on the second possible outcome, Success. The two
assault ‘mechs were ordered to earn as much time as possible in the NC city,
delaying its loss while Mantis engaged the second Marauder company with
whatever skill 6-8 hunters remained alive to face them. Additional scouting
was also conducted against NC territory fringing its own core.
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In a stroke of luck, NC was initially timid with the maneuvering of their
MAD-4A company, not fully engaging the defending Chaos® hunters until
they were certain it was only a battalion they faced, and nothing lurked
unseen beyond their sensor range. It was this delay that ultimately cost them
the battle, as history will prove that rushing the zone would have cost HoC
dearly.

At this point NC was very close to its second CF, and it became clear that
survival — let alone victory — would depend on securing that CF. Hot dropping
a ‘mech battalion onto a NC 1k was considered at one point, but it was
ultimately considered too hazardous, and nobody knew if the loss of that city
would even be enough to drive NC into ceasefire.

HoC defenders of the besieged Chaos? core cities continued to fall, one
by one, under the weight of the NC assault. The Crockett and Highlander
fought mightily, and it was their sacrifice in time and armor that was allowing
the possibility of any short term victory. Thus it was that Mantis ordered them
to remain engaged in a delaying action for as long as possible. It was in
effect an order to stand to the last man; it was now a suicide mission.

The MAD-4A company continued to annihilate HoC resistance, with
hunters being destroyed by the handful turn after turn (the entire battalion
was eventually destroyed). Then, in a stroke of luck, Mantis’s recon in force
of NC cities discovered an empty one. Mantis took it, having no idea of its
population. No ceasefire announcement popped up. In his desperation, he
began scouring the map for any additional cities that could be dropped on to
earn a last minute reprieve from the NC offensive. Then, some minutes after
the empty city had fallen, when the situation was looking desperate, it
appeared:

“Your enemy has requested a CF you may no longer at tack.”

Neither Mantis nor Dag in the 80k could believe what they saw. Mantis’s
job was over, but the two assaults now had the task of escaping with their
lives. The Crockett conducting the suicide delaying action fell to concentrated
enemy fire, but its Highlander companion fought mightily to simply survive. In
the end, it made it across the border to safety. It was a great demonstration
of skill, maneuvering two lone mechs for so long in the face of a company of
MAD-4A’s, and Dag more than earned his marks that difficult day.

A week’s hard fighting was over, with thousands of units dead and
upwards of a million and half to two million combined BV so much burning
wreckage. The battle lines had been static, with great waves of NC armor
crashing against the Chaos? core. The carnage was fierce, though save a
few exceptions the cities had held like the great fortresses they were
designed to be.

2

With a fresh CF in place, it was time for the unenviable task of putting the
pieces back together. Mantis began reloading towers but since he was still ill
went to sleep early. Even he was pleasantly surprised when, 10 hours later,
he woke up and saw that other members of HoC had reloaded and repaired
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every damaged vehicle and tower in the empire. Chaos® was rapidly
preparing to shift from the defensive to the offensive.

On Saturday Mantis was finally able to do some faction and empire
management. More vehicles were purchased and tank battalions were
earmarked for the coming counteroffensive. Morale was high and far more
pilots became available for the coming tasks. In fact, many asked to help
reload and rearm Chaos?, a job that was already complete but a sentiment
indicative of HoC'’s nevvfound morale given the menial and boring nature of
the job. As Mantis commented, “If people wanted to do that ugly work they’'d
fight when needed.”

The war looked stable, and Chaos® seemed reasonably well defended.
Mantis contacted Dogmatic - the de facto owner of Chaos® during Katrar’s
absence - and discussed the state of the war.

Mantis believed HoC could win the war so long as NC was prevented
from harming its offensive forces too badly. Since Chaos’ had conquered
much more land than what it could adequately defend, he recommended that
HoC forces be withdrawn from the newly conquered zones save a small
holding force sufficient to resist armed reconnaissance but not much more.

Dogmatic disagreed and ordered Mantis to defend select 1k’s that had
been taken from the NC fringe areas. The cities would be tenuously held until
their defensive towers could be completed (estimated to occur between 12
and 24 hours after the CF had expired), but Mantis surveyed the terrain and
deployed what forces could be spared in their defense. Even then, the cities
were at best weakly defended, given the stretch of deploying such limited
forces across the face of Neveron.

)

Upon the expiration of NC's 2" ceasefire, the battle again commenced.
Mantis had a small coordinated attack planned, but wanted to observe
enemy readiness prior to any engagement and ordered his forces to hold
position for the moment. This allowed the first 5 minutes of the renewed NC
offensive to be observed and analyzed. Analysis revealed that the NC attack
was an annoyance raid on empty zones in the Chaos® core, and no
movement was detected around the NC cities taken by HoC forces prior to
the second ceasefire. It was estimated that NC had between 1 and 3 pilots
contributing to this uncoordinated attack.

At this point Mantis initiated his own offensive and HoC forces began
movement to contact. 2 pilots were assigned to retake zones in the Chaos®
core that had been identified as poorly defended. One pilot was tasked with
annoyance raids on empty zones in the NC core area, similar in design and
function to the ongoing NC raid in the Chaos® core. Mantis began renewed
scouting operations against the two NC cities that had been the focus of so
much attention prior to the 2" CF. To his surprise, both MAD-4A companies
were still present, one per city, and un-repaired (though only lightly
damaged).
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HoC intelligence took the location and state of these mechs to mean the
NC players were either tired or demoralized, and considered a golden
opportunity had been presented to further reduce their morale. Chaos? forces
began shipping forces to the area but NC observers spotted these
movements and recaptured the DZ'’s in time to prevent the dropships from
landing. The NC mechs were safe for now.

After hours of combat a decent amount of Chaos® core territory was
recovered, and a sizeable beachhead was established around the NC zones
peripheral to its core. These remained the focus of HoC activity, given the
necessity of restoring a defensible frontier to Chaos® home zones and the
need for a jumping off point for future attacks against the NC core. It was at
this time that a NC recon in force identified the tenuous nature of the HoC
defenses in a recently captured NC 1k, and began attacking it. NC dropped a
MAD-4A company on the hunters surrounding the city. It was an isolated
area of no more than a dozen zones, and effectively trapped the ‘mechs.
There was no place for NC to run and no place for them to hide if HoC
responded to their presence.

Vehicles assigned to the coming HoC counteroffensive were redirected to
counter the Marauders, and a skilled HoC pilot was given command of the
trapping operation. Over the next few hours this battle became the focal point
of the war. A battalion of manticores was deployed against the NC ‘mechs,
doing considerable damage until the company was forced to retreat. Two
additional NC companies were deployed in relief; an additional dozen MAD-
4A and a dozen Imps. Chaos® moved its main mech battalion, a force
including Rhinos, Paladins, and numerous MAD-4A’s, in to confront this
reinforced NC ‘mechforce. The subsequent battle was one in which HoC
thoroughly outmaneuvered its enemy, completely destroying the NC ‘mech
battalion, for absolutely no loss on HoCs part. Three assault ‘mechs were
salvaged and commissioned into Chaos®'s army (2 MAD-4A and an Imp).

This battle, which consumed most of a day, left both sides physically
exhausted and a relative lull in the war followed as most players took
advantage of some well earned rest.

By this stage of the War NC’s superiority in size to Chaos® had been
neutralized. In fact, Chaos® eclipsed NC in population for the first time, by
roughly 100k citizens. HoC enjoyed surging morale, while NC suffered
serious and debilitating demoralization.

When the war continued, following a decent measure of sleep on HoC'’s
part, NC was on the pure defensive. HoC offensives retook Chaos®s core
area and began a concerted assault upon NC's periphery. Any resistance
was swept aside, and it wasn't until HoC’s offensive reached and began
engaging the NC core zones that NC's power was able to again assert itself,
this time in a defensive nature. Hundreds of tanks clashed on multlple fields
of battle, scores of them falling by the hour. Finally, with Chaos®s armies at
their very doorstep, NevCom reached their final ceasefire, and surrendered
the war to HoC on August 16™ 2006.
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Dawk, who initiated the war, was ostracized by fellow NC leadership for
his poorly planned and executed attack. It was considered an unnecessary
war, and an unwise one.

During this war HoC fought a very superior enemy without once resorting
to “dirty tactics” and even in the face of possible defeat, HoC remained an
honorable and polite opponent. NC fought honorably as well, for the most
part, save some trouble with a spy dumping IDF tower ammunition early in
the war.

One unusual aspect of the conflict was the almost complete lack of hostile
public communication between NC and KK{HoC}. In fact very little public
communication was evident at all, the war was fought on the battlefield,
where wars should be fought.

Several memorials to the war dead have been erected on both sides, and
within the Kommando Korps{HoC} faction a national day of mourning was
observed on the 17" of August, 2006 in commemoration of all who gave their
lives in defense of the homeland.

Without a doubt, the success of Chaos’ forces in the prosecution of the
war was due to the efforts and strategic brilliance of Mantis, one of HoC's
most capable Generals. Mantis has a history of taking lost battles and turning
them around, through a combination of strategic ingenuity and an ability to
organize and encourage soldiers that may already have given up hope.

When the war got hot, HoC performed well at managing the conflict in
shifts. It was noted that the Australian crew did a great deal of the fighting
and performed exceptionally well. Ultimately the Kommando Korps proved it
was the more skilled, better organized and more highly coordinated faction
on the battlefield.

Though it was a polite war, it was also an exceptionally violent and
bloody war. This is unusual in the fact that the most violent wars on Neveron
historically tend to produce the most public displays of anger and hatred
between empires. Upwards of 3 million combined BV, and thousands upon
thousands of units were destroyed (in excess of 10,000 combined units dead
by the end of the war), and millions of population changing hands. Chaos®
ended the war up over a half a million population, and up several hundred
thousand BV. By some estimations NC was reduced in size by as much as
40% by the end of the war.
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“It is not the destination, nor the journey. Ittise homecoming.”
~Unknown

Background: In August of 2005 Katrar, FL of KK{HoC} deployed to Iraq for
16 months. Mantis, along with Dogmatic, served as the interim faction leader
during this period of time. The following short story and battle hymn were
written by Mantis for submission to a short story contest in the Sarna forums
in February of 2007 and concerns Katrar’s return to the US and therefore the
faction.

13 Years...
3 months...
13 days...

18 hours...

It was a silent night in Chaos®'s long dormant war room. Though filled with
as many as two hundred people at the height of the Nev Com wars, a simple
skeleton crew of two now kept the computers and communications
equipment quiet company.

Suddenly, a dusty yellow light on a long forgotten communications center
began blinking, attracting the curious attention of one of the room’s
inhabitants, a corporal within Chaos”s signal corps.

“Sir? What's that.”
“I don't know,” replied a mystified Lieutenant. “Check the manual...”

Several minutes and several attempts at responding to the blinking light
later, an old printer suddenly came to life. As the contents of a single printed
sheet of paper were read, the pair's eyes met in shock.

“Corporal, relay the following message to High Command...”

As the dust settled from its fiery landing, the battle scarred dropship’s
boarding ramps lowered to the spaceport tarmac with repeating thuds. The
first unit to cross its mighty doors was a mighty Stone Rhino, a BattleMech
second to none in its ability to delivery death and destruction to a field of
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battle. A score of other, only slightly less deadly ‘Mechs followed. Assault
mechs of obvious Clan manufacture, they formed up in precise formation.

Arrayed around the dropship, in their own precise formations, several
regiments of HoC mechs, tanks and infantry stood in silent vigil. The peace
that had fallen upon Chaos? over the past thirteen years was about to end.

The commander of the assembled regiments turned in expectation to the
young communications officer.

“Sir, their passcode... it's very old. But it is valid. It's...” The man pauses,
looking out towards the dropship and its waiting company. “It's an
expeditionary code, Sir. Authenticated.”

“Very good, Lieutenant. Shut down the automated defense towers and let
them come. Give them a warm welcome.”

Slowly, an assault battalion of well maintained but battle scarred
BattleMechs closed around the new arrivals, raising billowing clouds of dust.
At the head of the battalion was a Nemesis, one of HoC’s most devastating
products of war. Finally, battalion met company, and Nemesis stood opposite
Stone Rhino.

With a crackle of static, the Nemesis’s PA system came to life. “This is
Battle Commander Mantis. We are here to escort you to the palace.
Welcome back, Katrar, we have missed you.”

Slowly, the reunited force crossed the city to the palace.
In the head, War Chief Katrar, piloting the Stone Rhino “Chaos Theory II”
Following him:

Battle Commander Mantis in the Nemesis “la colera de mantis”

Colonel Mechjman in the Atlas “king of pain”

Colonel Storm in the Highlander 732 “Storm Giant I”

Major Fallstar in the Phoenix Hawk “Dead-line”

Major HLC in the Paladin “Fruitloop”

Captain Teros in command of the First HoC Privateers infantry company
And closing, Captain Gunther piloting the Warhammer 6D “Deliverance”
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“Fame is fleeting. Obscurity is forever. I'll talabscurity.”
~Napolean

4 -)

The League of Independent and Free Empires (LIFE) was among the
first social alliances founded in the post Star League War era. Created in
collaboration by The_Doctor and Lord_Antigorn, it was a promising group of
young and enthusiastic players, including some early donators.

LIFE was an inherently defensive alliance. Its charter forbade any
manner of aggression at the alliance level, and limited the ability of member
empires to assist other members that had gone on offensives (limiting
military assistance to home zone protection only).

Its original Articles of Incorporation described the alliance thusly:

LIFE is a multinational alliance comprised of empires existing on the out rim
planet know as Neveron. They are dedicated to providing a mutual defence
and security network for themselves by coordinating international security,
establishing trade and service treaties, and adopting standard diplomatic
procedures. In peaceful times, the member nations help support and nurture
ach other through these practises. In times of War, both economic and
military backup is provided to aid member or members being set upon by
aggressors. While no law in this charter prohibits individual member nations
from warring, a coordinated effort by LIFE empires will only be mounted if
threatened directly by outside forces.

LIFE was an alliance full of tragic irony. It brought forth HoC, but rejected
HoC's progressive ideology. It was a great player in early Neveron history,
but did not learn the lessons of that history. At almost every turn, when it was
presented with choices of high importance, it chose poorly. It closed its doors
to new players when it most needed them. It rejected organized warfare
when it was most threatened by it. It could be said that LIFE was Neveron’s
first anachronism.

'$

Early in LIFE (by 2002) it had become an established rule that empires
were members of LIFE, not players. If a player with a LIFE empire sold or
lost that empire, he or she was no longer considered active in the alliance,
and similarly if a player came into possession of a LIFE empire, that empire
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retained its association and thus did the player become associated with LIFE
as well. This system of membership was uncommon even during those early
years of experimentation with various alliance concepts.

To LIFE's detriment, when empires were being considered for
membership its qualifications were far more important to the application
process than the qualities of the actual player. Levels, bv to pop ratios and
DP armies were the deciding factor. An excellent player with a weak empire
was a long shot at best, an unfortunate fact for LIFE that kept a number of
promising potential members away.

Additionally, because membership belonged to the empire, there was no
guarantee that a player would be allowed to convert all his empires to LIFE
membership. Each empire needed a separate sponsor, and each was
decided upon separately. Thus a player could have multiple empires, not all
of which were members of his primary alliance. Empire membership was a
critical weakness as it diluted the value of the player behind it, but it was
weakness hidden by the strength of some early empires and their associated
players.

LIFE was home to numerous early power players, and by late 2002 had
effectively become the second most influential alliance next to Mad Man.
LIFE considered itself a highly exclusive club and did not actively recruit. By
early 2003 the LIFE Council went a step further and discussed limiting any
new empire considerations to empires that had already reached level 6 and
above. This disaster of a policy effectively kept new players out, and halted
LIFE’s evolution. LIFE in its hubris thought it could survive without new
players.

HoC, as an arm of life, inherited this attitude even before it gained its
independence. The culture found within LIFE was mirrored to a large degree
by early HoC, because the members were the same. LIFE viewed itself as
the elite power broker on Neveron, above the petty trivialities of the rest of
the game (especially new players), and early HoC felt pretty much the same
way. Especially when Mad Man'’s gradual distancing from the game became
keenly apparent, LIFE and early HoC saw themselves as his successors and
acted as such.

+$

While HoC was a staunchly defensive arrangement, the HoC arm of
LIFE was very offensively oriented. HoC members were raiders and
marauders in addition to functioning as LIFE's Army. Few within LIFE,
outside of HoC, had any land war ability, let alone capability, and the
disparity between HoC and the rest of LIFE as warriors compared to peaceful
builders continued to grow.

In March of 2003 discussions to modernize the alliance were discussed
at the council level. Of particular importance was a motion to expand LIFE’s
charter to legitimize and structure the collection and sharing of intelligence.
This was a particularly sticky subject for the council as many felt the sharing
of intelligence would constitute alliance participation in individual offensives,
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which was technically against LIFE law. This and other possible
modernizations were eventually dismissed by the alliance’s entrenched
pacifists, and LIFE remained stagnant in the midst of Neveron's steadily
increasing transformation into a war game.

Under Sly, Hippo and HellDoggs guidance, and in part for these
ideological reasons, HoC split from LIFE in May, 2003.

It is an irony that LIFE's IRC channel had been #LIFE_reborn for many
months before the split. LIFE following the HoC split was a broken alliance
and was in need of rebirth. Of those that didn’t leave with HoC, many left for
other alliances, such as Kraken Guard and Genyosha. One of its two de
facto leaders, Lord_Antigorn, departed with HoC as well. Only a handful
stayed loyal to LIFE. And those that were left were uncertain as to who or
what remained.

#LIFE_reborn (June 3 )

<marsQ{GH{TN}> do we know if JIDF-LIFE is an officia | LIFE faction?
<guardian> dunno

<marsQ{GH{TN}> unfortunately we don't know WHO is o ffical...
<guardian> so true

<marsQ{GHTN}> makes it really difficult

<guardian> and interesting

<marsQ{GHTN}> well, interesting isn't really a goo d word for it....

<marsQ{GHTN}> LIFE will become a target if it isn' t cleaned up.

The_Doctor was the only remaining leader, and he sought to repair the
alliance with the assistance of WoB’s Sarah_Rose. Sarah_Rose was made a
command level member of LIFE. In fact, for all intents and purposes
Sarah_Rose took command of LIFE.

Among the first actions Sarah took was to purge all HoC members from
LIFE membership, including those that had not publicly abandoned their
association. The only exception was Guardian, who retained LIFE
membership for quite an additional while. This purge went further, and many
long standing LIFE members found themselves purged from the LIFE roster
that had no connection to HoC at all. In conjunction with a late May decision
by The_Doctor to halt the processing of all new memberships, this resulted in
a further stripping of LIFE’s ability to replenish its player losses.

On June 27" a critical meeting was held to determine the future of LIFE
as an alliance. Sarah_Rose brought with her an affinity for WoB scale
bureaucracy and with The_Doctor’'s blessings LIFE gained a byzantine
administrative structure divided into five departments and a full Senate. On
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top of this, LIFE now had a full rank structure 11 ranks deep with duties and
responsibilities assigned at every level.

!, $ & 5 ';CC<
! The_Doctor #% hobbit
! Sarah_Rose Padlina
%A" % Warrior Gabriel
Ashen Jass
) Guardian Shade
Weraith Purgamen
Overkill ! Dart
< Mastermind Marcus
Chellyn < Squidflakes
AlexTemper Crusader
Lu-Fong Stalker
Jake_McDermitt < Trainee
&% Shocker ! Basic Grunt
MarsQ #% Soldier
, % Carbine , % "Elite” Soldier
Mitch &% Officer Trainee
Lord_Puddincup < Junior Officer
Jere , Officer
Gonville %WA" % Senior Officer
ItCouldBeBunnies ! LIFE Leader
/
The Tribe (LIFE) (FL Cold Front)
Order of Towers (LIFE) (FL Black Towers)
Juggernaut Defense Force (LIFE) (FL Jakes Juggernau ts)
Order of Light (LIFE) (FL Ha-Zard Empire)
League of the Oath (LIFE) (FL Rithral)
Osiris Honor Guard [LIFE] (FL Far Hope)

According to Sarah_Rose and The_Doctor, LIFE’s biggest problem in the
past had been organization, which this new system was intended to solve. In
reality LIFE's central issue had been a debilitating lack of cooperation
(excepting HoC), and a flawed fundamental focus on empires rather than
players, not lack of organization. What LIFE had adopted was a massive,
stifling and oppressive bureaucracy.
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In describing her goal, Sarah_Rose suggested that she was trying to
make LIFE, “Like one big empire rather than an alliance.” In her estimation a
joint unified command would destroy the alliance due to differences of
opinion. In reality there were few differences of opinion within LIFE at that
point. The warriors had left, and those that had stayed were the strongest
proponents of LIFE'’s original defensive charter.

Sarah_Rose’s plan for LIFE was exactly the opposite of that which it
needed. LIFE literally buckled under the alien pressures of WoB-like
authority, and more and more members abandoned their long standing LIFE
affiliation in search of new homes in rival alliances across Neveron. Several
months later, during an election process, Sarah_Rose’s authority was
challenged and she was forced to run for election herself. She was defeated,
and effectively pulled from the pillar of power she had — with The Doctor’s
blessing — set herself upon. LIFE itself, however, continued to use the
system of government that she had instituted.

Though it survived in name for a few more years, and participated in a
handful of global wars, LIFE as a competitive alliance died in June, 2003.
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“The measure of a nation is in its allies, for a
worthy people will find worthy friends. And a
worthy cause will find spirited champions.”

~Unknown

This story is about the history of the UnderDark Confederation, about how
it came into existence and its struggle to grow and survive on the hostile
world of Neveron. All events mentioned took place on the planet of Neveron
over approximately 2.5 real years of history, from mid 2001 up until the end
of the 2™ Kizo War of December, 2003.

<<<The following is a direct excerpt from the UDC web site>>>
H

Around the Nevyear 3217, on a ravaged world that was still recovering
from the Star League war only 4 years before, the small nation of Macca's
Imperials was in the process of establishing its holdings on Neveron when it
was ruthlessly attacked by a pirate empire called Walrus. Having no way to
stand up against an empire as ruthless and powerful as Walrus all by itself,
Macca's Imperials was soon relieved by three local empires. The empires
West Staines Massive, Brittannia and Ignis Potens joined in, and together
they successfully destroyed the pirate empire that had so brutally attacked
them.

After this little war the leaders of Brittania (Tronchaser), West Staines
Massive (Squire) and Macca's Imperials (Macca) held a meeting and decided
it was in their best interest to join forces and look after each other. Together
they formed a pact and called themselves the "UnderDark Confederation".
The origin of the name is lost in time, but a new alliance was born on
Neveron.

)

Realizing they were very, very small in a world largely dominated by Word
of Blake and Clan forces, the 3 emperors quickly began to look for more
empires to join their new alliance. First to join was the 4th empire that helped
defend against the pirate, the empire of Ignis Potens, led by Lux Ferous.
Soon others followed, among them Rocket Scientist Rangers (Mei), Albion
(Sparhawk) and The Black Chaos (Darkstar). The UnderDark Confederation,
or UDC for short, quickly grew into an alliance where smaller empires could
find a home, and where their leaders could keep each other posted on the
events happening on Neveron.

)
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In the year 3221, big changes took place in the political landscape all over
Neveron. Small, tight related groups of empires called "factions" came into
the world, which in their turn formed larger alliances. FRIN, by then the
largest alliance, reformed into the Capellan Commonality and the Clans
formed the "Grand Council" factions. The UnderDark Confederation lost a
few members as empires all over Neveron defected, but more than enough
stayed to form the first two UnderDark Confederation factions: the UnderDark
Confederation (UDC) and the UnderDark Confederation Support Unit (UDC-
SU).

Many new empires joined the young alliance. UDC kept on growing
steadily and soon the 3rd faction was founded: the UnderDark Duelist Elite
(UDC-DE), it's name in honour of the reputation many UDC members had
acquired in the famous Neveron Arenas.

> L *
) 1> (

Somewhere around the year 3223 a small emperor going by the nhame of
"Dragon" was threatened by the Word of Blake. UDC came to his rescue and
accepted him into the UDC ranks. However, within less than a Nevyear
Dragon decided to switch sides and joined WoB. Furious of this betrayal,
several UDC emperors decided to punish him for his betrayal and attacked
the Dragon's Lair.

*2*(

In response of the UDC crusade against the betrayer, Word of Blake
empires began to attack UDC and the situation escalated. After heavy battles
and intense negotiation a cease-fire was reached, in which both parties
promised to make no new attacks. The UDC empire Blacktar Stables was all
but destroyed, and West Staines Massive had taken heavy losses, but the
betrayal of Dragon had not gone by unpunished.

So peace was restored, but the situation remained tense, and escalated
again within a Nevyear when an UDC empire tried to reclaim some zones
lost in the war. A WoB member called Haven wasn't aware of the agreement
and instead of asking around he decided to attack UDC.

For the second time battles went back and forth, UDC bravely defending
against the much larger WoB, until a big power intervened and sent both
sides to the negotiation table again. To prevent future confusion, Squire took
sole control of the leader of the UDC-SU faction, which was led by a group of
people until then. The role of the empire was changed and the empire
became known as the "UDC First West Neveron Bank". Peace was restored,
but WoB had become the traditional enemy of UDC, and many small and
larger skirmishes would follow.
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While growing fast, it became clear some form of government was
needed to keep things under control. The members of the alliance came
together and voted Sparhawk to be their leader. Knowing it would become an
increasingly big and complex task to lead an alliance like UDC, he instated
the UnderDark Council, which was to govern the UnderDark Confederation.
Regular meetings would be held among the Council members, in which
important decisions would be made by means of voting. Today the
UnderDark Council still decides on important matters like alliances and
general UDC politics.

> "2

In the following Nevyears, The UnderDark Confederation grew fast. It's
members being very active, many empire leaders both new and experienced
got word of the alliance and wanted to join. Soon a new faction was needed,
and in the Nevyear 3222 the UnderDark Confederation Commonwealth of
Empires (UDC-CE) was founded. Many applied to the new faction and within
less than a Nevyear, the faction was complete.

Around the Nevyear 3225 Patryn, one of the newer members of UDC got
control of a very large empire, and seeing the large number of empires
wanting to join, he volunteered to make it the leader of yet another UDC
faction. The Council agreed, and also decided to have UDC-SU absorbed to
make one big and strong new faction. The UnderDark Confederation United
Realms was born, by far the biggest faction UnderDark ever had so far.

>

Soon after the faction was founded, the new faction leader Cormyr was
attacked by Black Rose Order, a member of the renegade Clan Jade Falcon.
Still in the process of building up the situation looked grim, but with some
help UDC forces smashed the assaulting army, including one of the dreaded
Stone Rhinos. Cormyr suffered heavy losses, but no territory was lost and
the UnderDark Confederation had proven itself in battle once again.

2)

UnderDark grew fast and became prosperous, and in the Nevyear 3228
the faction UnderDark Confederation Dark Riders was founded. But trouble
lay ahead. All over Neveron the influence of a new alliance called Harbingers
of Chaos increased, and with it the devastating attacks of their raider
empires: relatively small empires with extremely powerful armies. Unlike
previous powers on the planet, HoC openly stated their hostile intent towards
anything not belonging to them. The UnderDark Confederation had many
allies by then, some even in HoC itself, but found it increasingly difficult to
hold off the raiders, and eventually attacks on UDC empires started.
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The Council came together to find a solution for the threat of the raider
empires. In the end a solution was found that meant a change in UDC policy:
all UnderDark leaders and empires who wished protection would hire
mercenaries to protect their empires. Gunner, now HoC himself but once an
important member, became the primary mercenary for UDC.

2 2

UDC was now relatively safe and continued to grow, and the UnderDark
Confederation Shadow Realm was founded in 3229, absorbing the very
small UDC-DE faction in the process. In the meantime large shifts in the
geopolitical landscape took place all over Neveron. HoC had risen to power,
the clan Grand Council had all but vanished, most clans went to the Ryuken
alliance, and new alliances had formed. The Nevlord MadMan | resigned and
Nimon | took control of the largest empire on the planet. Being denied the
titte of Nevlord, Nimon quickly started to gain control of a number of large
producing empires and started the Kizo alliance. HoC, running out of targets
for their blood-thirsty raiders, found a new target in this new alliance and
soon hostilities began, resulting in the First Neveron World War.

* *

* *

Although some others may have joined in, the conflict was mainly
between Kizo and HoC, and in 3230 a ceasefire was agreed. Many other
alliances, including UDC, were busy with their own affairs. In between the
usual conflicts with WoB and daily politics, UDC formed a full alliance with
Genyosha. Also EIf took control of the Ryuken empire Corean Heavy
Industries, which had always been a protector of UDC, and brought with it
the faction Ryuken-Hachi to UnderDark. The faction became known as the
UnderDark Confederation Dark Crusaders, and CHI renamed to Brotherhood
of Steel. With 6 factions, a population well into millions and having it's own
war empires, The UnderDark Confederation now belonged to the larger
alliances on the planet, although not yet a real power in the game.

+ * *

With a ceasefire between Kizo and HoC, Nimon continued to gain control
of the producing empires on Neveron, bringing them under control of his
puppets and into the Kizo alliance. Soon Kizo became the largest alliance by
far, controlling most of the production and threatening to absorb everything of
any importance. The other alliances became increasingly uneasy with the
growing power of Nimon and his alliance, and it was clear sooner or later war
would come. On the 1st of June 3233, a HoC attack on a small and
unimportant faction was countered with a Kizo assault. HoC and their allies
reacted, and with the mass assault on the empire of Wolf River, all-out war
broke out all over Neveron. Within a few Nevdays HoC, Ryuken, Genyosha
and also UDC (being allied to Genyosha) were fighting the Kizo alliance in
what became known as the Second Neveron World War.

In the following Nevdays UDC empires and allies struck hard and deep
into Kizo territory. Soon Kizo empires began to surrender, and many of Kizo's
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leading empires were ruined, their armies smashed and economies shattered
beyond repair. Within 3 Nevmonths, Nimon declared the formal end of the
Kizo alliance. Fighting continued for another Nevmonth until a ceasefire was
agreed in October 3233, ending the largest war ever. Millions of battlevalue
was destroyed, and countless Kizo cities conquered and razed.

Soon after the war the faction of Buraki joined UDC. With the cities taken
in war and this 7th faction added, the UnderDark Confederation how has a
population over 6.5 million and armies over 5 million in battlevalue, making it
one of the larger mid-sized alliances on Neveron.
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IZW, the brainchild of Zan, was formed following the breakup/disbanding
of the Capellan Confederation in the summer-fall of 2003. Though originally
intended to be a single faction alliance, during initial planning it became
obvious that additional factions would be necessary to accommodate every
prospective empire. During this initial planning stage, Noir emerged as the
definite second in command to Zan. Genyosha, at the time one of the most
active alliances, guaranteed IZW'’s safety. In particular, Wolf and Mad Mike
were friendly towards the Izanagi Warriors.

Once the initial factions were established, they consisted of:

(Four initial factions)

IZW-1 commanded by Zan (Black Bone Legion).

IZW-2 commanded by Steiner (Steiners Hoffnung).

IZW-3 commanded by sdog (Styx Asteroid Mining Corporation)
IZW-4 also commanded by Steiner.

(Four later factions)

IZW-5 which was the previously independent faction BDCL.
IZW-6 which was formed by Ray.

IZW-7 which was created with Hesperus 2 as FL empire.
IZW-8 which was formed by Proud.

The first major change was Overkill leaving Genyosha and joining 1ZW-8
with Ha-Zard as the new FL. A strong Wolf loyalist, he was not comfortable
with Genyosha both loosing the old spirit, and getting closer to HoC. As
Genyosha’s liaison officer to IZW he found the Izanagi Warriors much more
to his liking.

It has been acknowledged that some degree of the chill between 1ZW
and HoC was due to Pimp hitting Zan’'s empire while several 1ZW members
were having a BBQ at Pancho’s house. The poor relations translated into an
attraction for HoC-hostile players which only further cemented the animosity
between the two alliances.

After about 1 year (by mid-late 2004) 1ZW had a very efficient command
structure and a group of experienced commanders that generally had
someone online and active 24/7. Most importantly was the extreme, almost
fanatic loyalty both to IZW as a group and to Zan personally. It is estimated
that about 40% of 1ZW would have sacrificed their empire without hesitation,
if ordered by Zan. Unlike Ryuken at this time cohesion between factions was
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also very strong. All members considered themselves part of one entity,
regardless of faction borders. The exception was BDCL, which was rather
isolationistic and inactive.

Also a new generation of LW and command members was grown during
this first year. Most notable was DuckieHO, who took over command in 1ZW-
2 and quickly grew his empire to level 9.

With the introduction of FWar in early 2005 about half of the factions
were winning regularly, while the other half lost regularly. Constant FWars,
and a heavy load of anti-pirate fighting in the year before greatly fatigued
Zan. In the summer of 2005 he retired as Alliance Leader, at which point
sdog took over. Lacking major reforms, and suffering from a mass exodus of
players all over Neveron, 1IZW factions declined, and became less and less
capable of FWar. Earlier that year a training faction was founded, led by
Steppin Razor. About a dozen new and quite promising LWers where trained
in this faction. The training faction consisted of a few veterans (such as Scout
and Devlin) and fresh noobs.

In January 2006 a major reform process was started that created 3 new
types of factions: Raptor, Main and Farm. Inactive empires were removed
while semi active empires and empires not capable of fighting were put in
farm factions. The most active empires for low Ivl war were selected for the
Raptors. The first (and only) Raptor faction was 1ZW-3, with Merlin selected
as FL, but still retained the original FL empire. IZW-1, 2, 6 and 8 were
classified main line factions, 4,5 and 7 were designated as farms. The plan
was to completely ignore offensive FWar in the farm factions, concentrating
solely on the Raptors.

The reforms gave IZW about half a year of new life. However, thinning of
the command ranks eventually caused the main factions to lose cohesion
and break down. In autumn of 2006 IZW was officially disbanded.

Most active IZW members joined newly formed DEST factions. 1ZW-3
joined LEGION as a whole and was renamed 3Legion - Izanagi no Yari, as a
tribute to the old alliance. The Raptor concept still exists in LEGION now, and
3Legion continues to have a positive FWar win ratio due to the concentration
of active LW empires. As of summer of 2007 1ZW-7 was the last 'remaining’,
but dead IZW faction, with only one empire and at the very end of the faction
list.

As an historical note, heavy conflict between IZW and AMI during the
final days of 1IZW as an alliance, in which numerous claims of vulturing and
GPB’ing of resisting IZW empires were made, were the catalysts of the AMI-
DEST wars of late 2006 and early 2007.
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Joining IZW as a new player, DuckiHO quickly became an experienced
and capable of warrior. He eventually rose to become FL of IZW-2. The
owner of Machinatia, DuckieHO left Neveron on January 2" 2006.

Loyal to Noir since Zan's departure as commander of 1ZW, Ghenya
eventually founded The Order of Honor faction, part of The Order Alliance
(TOA), fighting alongside such names as Remy, Dobie, Lord Puddincup and
Steele. Ghenya ultimately focused on low level warfare and became an
accomplished skirmisher and hunter of DP mechs. Though never having
donated himself, he managed to destroy a good number of DP mechs,
including one Stone Rhino.

A heavy donator and member of IZW-1 and 1ZW-3, khit was the only
member of IZW to actively pursue BattleMech research. No longer an active
player, khit owned the empire named Frudenach.

The FL of 1ZW-6 since 2004, nicklamer was the alliance leader of I1ZW
from May 2006 until the eventual disbandment of the alliance. In his time on
Neveron, he transformed from an arena-centric player to one known for
experience landwar. He has been credited as the originator of the “tent city”
low level empire strategy. nicklamer remained an active player as of winter,
2007.

Noir was second in command of the lzanagi Warriors and owner of
Izanagi Bone Dragons. Noir remains an active player at the time of this
writing, though his activity is limited to reading Nevmail in a level 1 empire.

)

The FL of IZW-3, sdog was second in command of IZW in late 2004. By
summer of 2005 he had become the acting alliance leader, and from January
to May of 2006 sdog was the official alliance leader of the Izanagi Warriors.
He retired from the game in May 2006, but returned in autumn of 2006 and
retook command of IZW-3 and joined it to LEGION. Owned Styx Asteroid
Mining Corporation. As of winter, 2007 sdog was no longer playing.

3.3 .)

Inactive since May of 2007, Zan first joined Neveron in 2001. He was the
leader of GAF in 2001, and a CapCon FL in late 2002. He was a loyal
supporter of Wolf, and a supporter of Genyosha. Zan founded 1ZW, and was
alliance leader of IZW until summer of 2005 (officially until Dec 31%, 2005).
Zan owned Black Bone Legion.
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“Civilize the mind, but make savage the body.”
~ Chairman Mao

( w

When factions were finally introduced to Neveron, the FRIN list (an early
empire directory maintained on an external website) was disbanded and the
Capellan Confederation founded. CapCon consisted of several factions,
primarily named after Liao Commonalities. Notable FL's included Wolf,
Krait/Darksoul, Baum, Jack Orion, Zan, Tigger, Gruffel and Proud.

Eventually CapCon disbanded, due in equal parts to HoC aggression
and major internal differences. Most former Capellans reformed into the
Ryuken Regiments. The factions and FL’s included:

Ryuken-ni led by Krait
Ryuken-go led by Baum
Ryuken-ichi led by Klien

Genyosha and 1ZW also came into existence in large part due to the
dissolution of CapCon. In Genyosha’s case it had existed prior but was much
smaller. It grew in power and prestige with the joining of several former
Capellans.

During the 1% Kizo war and its alliance with HoC, Ryuken grew
practically without limit. Nearly every faction not aligned with Kizo became a
member of the Ryuken Regiments. The HoC/Ryuken alliance, at the time,
was brought to bear against Kizo following Nimon’s declaration of war
against HoC.

Ryuken heavily engaged Kizo alongside its HoC and Genyosha allies
during the 1% war, though ceased the majority of its attacks prior to HoC
doing the same. Thus, HoC's attacks against Kizo continued well beyond the
point at which organized resistance had crumbled. This meant a far greater
amount of captured Kizo territory was in HoC hands than Ryuken, which
irritated many Ryukens who felt that HoC had benefited from the early
Ryuken success. In reality the irritation was probably more about personal
disputes than land war gains, as most of those that had some issue with HoC
over war gains had held grudges long previously. The Ryuken-HoC alliance
was one of convenience, not necessarily friendship.

The war had originally been initiated by Kizo attacks on HoC, and HoC'’s
position was that it would not ceasefire until Kizo resistance was absolutely
crushed. If Ryuken had continued its attacks it too would have achieved
more material success, but the motivations for war were different between
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the Regiments and HoC. HoC was fighting back (IE transitioning from
defensive to offensive operations) which placed a heavier blood price on the
war’s end.

This internal Ryuken bitterness towards HoC eventually caused relations
between the two powers to turn sour. This led directly to a group of
established anti-HoC factions leaving Ryuken (led by Ryuken-ni and Ryuken-
go). The new alliance had a hard limit of 3 factions, which became DEST-NM
(led by Drusus), DEST-TOG (led by Krait) and DEST-TR (led by Baum). This
hard limit was relaxed in early 2006 with the adoption of 1ZW'’s training
faction concept. In late 2006 the hard limit was abandoned completely,
mostly due to Sol’s breakup and the absorption of numerous ex-SoL
empires.

The elements of Ryuken that did not depart to form DEST continued to
exist for another year, under the supreme command of Klien. They eventually
became SoL, which itself died not long after. Thus it was that the Ryuken
Regiments ceased to exist on Neveron.

There are strong similarities between DEST's origins and those of HoC.
DEST's relationship with the Ryuken Regiments was similar in some ways to
that of HoC and early LIFE. In both cases the combat oriented core of each
alliance broke off, although DEST retained friendly relations with its historical
allies whereas HoC eventually became a political and military adversary of
LIFE.

* 42 14
)

Another player that is well educated about how Nev works in detail,
Airbag is a core member of DEST. He is considered by some to be the “wise
old man of DEST". He is considered an integrational figure, and something of
a balance to Krait's eccentricity. Airbag glued the Ryuken and DEST
alliances together. Airbag runs The Temporal Sands. Airbag was active as of
winter, 2007.

(

An original member of Neveron, Baum was extremely LW active in 2001
and 2002. He was the first FL of Ryuken-go, which was later renamed to
DEST-TR. Together with Jack Orion Baum was largely considered to be the
most respected player of the FRIN/Liao/Ryuken/DEST group (eg. a German
player). Baum left Neveron in 2005.

Darksoul was Krait's sidekick in running big empires. Though not very
well known to most players, he has a reputation for friendliness. People
tended to contact him if Krait was unavailable. Darksoul operated Clan Frost
Badger. It is unknown if or when Darksoul left Neveron.

)
Mostly active in DEST-TR. Fandragon left Neveron in 2006.
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Highly regarded both within and external of DEST, Jack Orion was
primarily an arena fighter. He was particularly active and well known within
the assault class arenas. Jack Orion was the first player on Neveron to win
more than 1 billion Nev dollars in an arena, against Victor Creed. Incidentally,
due to buggy Nev code he was never paid for this arena. Jack Orion was one
of the few DEST players to be chat active in #neveron. He operated the
Orion Raiders. Jack Orion left Neveron in 2005.

4

An original member of Nev’s “elite club”, Krait was a master of Nev data.
His power in Ryuken and DEST was largely due to his powerful empires. He
was known to have trouble with noobs, and is considered a principle reason
why Ryuken and DEST had such trouble attracting and keeping new players.
Though disliked by some, he was and is respected by nearly all for his
accomplishments. Krait operated McCarrons Armoured Cavalry within DEST.
Krait no longer plays Neveron.

4 .

A competent and capable land warrior, Krakanroc was a strong support
of and absolutely loyal to Selina. The FL of Alphard Federation, he had a
very distinctive LW style based on close range heavy hitting medium
battlemechs such as Wolverines and Exterminators. Krakanroc actively
hunted Nemesis assault mechs as sport when they were 5/8/5 movement.
He left Neveron in 2006.

Considered one of Nev’s original hardcore players, Pancho is regarded
as an excellent land warrior. He is considered a Machiavellian and
successful leader within Neveron’s present system. He is well respected and
well liked by most of those he is deals closely with. Pancho runs the
(in)ffamous empire Pancho’s Pirates. Pancho began playing Neveron as
“Jaime Wolf”, and is still active as of winter, 2007.

Considered a moderate and reasonable voice within DEST, Proud
earned much respect within DEST and by most of its allies while he was
leading the counter voice to Gruffy’'s DEST influences in 2004. Internally
Proud was considered the most important integrational figure in DEST and
DEST-TR. People often joke about his typos, as he shares much in spelling
ability with WoB’s Chet. Proud’s main empire is Proud’s Cave. Proud is
active as of the time of this writing.

+

Though relatively unknown outside of #FRIN, Selina is largely
considered to once have been the most influential person within DEST/FRIN.
Excepting a short stint as FL of DEST-TR, Selina never held an official
position though her opinions often affected the direction of decision making.
Prior to Pancho’s rise to absolute rule of DEST, Selina had what some called
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total veto power. Though no longer enjoying the power of her past, she is still
a very influential player in DEST. Badlands, her main empire, merged with
Baum’s Sword of Light Enforcers in 2006. Selina is still an active Neveron
player as of winter, 2007.

)

The FL of Confederation Reserve Cavalry and one time owner of Steel
Roses Trading Company, when CapCon disbanded he stayed as the last
loyal faction leader of the last loyal faction, but became also part of the
Ryuken Regiments. He later came under DEST protection and closely
associated with DEST. It is unknown when or if he departed Neveron.

Vince was considered by his DEST peers to have been as devastating in
LW as Baum and Pancho back in 2001 and 2002. Vince left Neveron in
2007.
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“To learn how to lead, you must know how to follow.
~ CHF Academy

-

Much like other groups of pre-established player communities such as
the FWLM, a number of players of BT themed MUDS moved to Neveron
early in its history. Having already formed friendships with other MUDers they
naturally banded together to various degrees. Among the more enduring
MUD influenced social groups became known as the OBA (Online
BattleTech Association) faction.

While the OBA was never particularly political, it was a tight knit
collection of friends with often lengthy and distinguished connections to the
wider internet BT community.

Many of OBA's senior members eventually withdrew their empires to
found unF. OBA itself remained as housing for their secondaries and as a
training faction. Finally, during a period of mergers in 2007, OBA was
absorbed completely into unF.

> > ]

Known NeV’ers with origins in the BT MUD community (many but not all
of whom were affiliated in some manner to the OBA) include:

Nev

Name MUD Name Nev Notes
AF Arek Falcon
Anjin
Arm Armigllion Brace
Basta
Bumba Bumbasticus Lover
Dag Dag Jones
Dove
Dwi Dwigo
Fen Owned Grudgebearer Galaxy
Galrock Owned Galrock's Mountain
Hold Holdfield Guatama
Katrar Katrar/Silvin Owned Chaos2 among others
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Kis Kisumi

Klien

Lucky Feldrick Flynne

LW Laura Wolf Owned El Dubya and LW Ganks All
Mav

Maxv Maximum Vision

Mirban

MK Marcus Krenshaw

Ored Orion Redwing Owned Sarna and ran FCE
Pendo Jasmine Ichiban

Pewi Perinon Kurai

Quack Korran Da Quack

Rakah

SD Spencer Daniels

Seawolf Rob Cogevina

SoB

Spook Forge Crater Owned Ghost Guard

Syd

Thorazon | Thorazon McKenna

TT Tarn Tiln

Turk

Van Van D. Alizer

VP Valen Percival

Warren TJI aka Tarien Winter Owned Death Commandos
Weird Owned Death Watch Guards
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“If you want to know the end, look at the beginning
~ Unknown

1 1)

It has been asked why the HoC Archive does not march to the beat of
modern Nev history. Why it slows in reporting Neveronian events as they
transpired from early 2006 onwards, and eventually stops. The reasons are
many, but they condense into a few simple and unfortunate facts about
Neveron and the direction it has taken as a game.

The Neveron many of us began playing years ago was a game of politics
as much as it was one of conquest. The many wars described in the pages of
this archive depict not only military engagements, but the political origins and
diplomatic conclusions to those engagements. The politics were an intrinsic
part of the game, and equally as important to the dedicated Neveronian as
any other aspect. Community politics, once the bedrock of the community
itself, are now extinct due mostly to changes that began in 2005 and
accelerated into 2006. These changes have drastically and negatively
affected the community’s character.

*

The advent of faction war (FWar) in May of 2005 dramatically changed
the playing field, and began what eventually became a steep slope towards a
gaming environment devoid of any sort of political activity. Huge wars
intended to bleed entire factions dry were the goals of Neveron’s developers
and in this they were largely successful. But in shaping Neveron’s code to
facilitate endless war, and the many controversial systems used to that end
(forced faction wars, massive punishment for FWar loss, continual skillups,
war to the death, restrictions on how and when empires could war), its
developers managed to extinguish the game’s soul. Hundreds of players left,
including many of its original members, over these issues. It is critical to
observe that many players had spent hundreds, and in some cases
thousands of dollars on their empires, only to see them literally torn to shreds
— purposefully — by code designed to do just that.

Neveron used to be a place in which your empire was yours to mold as
you saw fit. The game’s front page advertised (and still does as of late 2007):
“Build your empire through near-limitless possibilities from military conquest
to peaceful economic growth.” But an economic foundation is simply no
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longer reasonable, or smart. The city-builders that populated Neveron in its
youth have been turned away by design decisions that placed singular
importance on war.

Emperors were once able to start and end wars at their discretion, and
communication between players was routine in bringing a war to its desired
conclusion. In 2005 however players lost the ability to end wars at their own
discretion, relying instead on integral code that managed ceasefires and
surrender.

In a community that was already suffering serious internal issues,
removing the capacity to show your opponent any sort of mercy was simply
another death blow.

Neveron has always been about its community. There is perhaps no
statement that could be made about Neveron that would be more true. It is
driven by a community dynamic, and as a game it profits or suffers according
to the health and well being of its community. This is the nature of a niche
product, and it was very obviously the nature of Neveron.

But Neveron’s founders for many years discounted the importance of its
community, and mostly out of greed. They believed that internet
advertisement and a perpetual influx of new players was more important than
securing and fostering a healthy well established player community. In at
least Randy’'s mind an endless sea of nameless, faceless donators was the
preferable alternative to a (possibly) smaller but far more community oriented
playerbase.

It is perhaps for this reason that Neveron’s administrators paid such little
attention to the rapidly and obviously degrading state of their game’s
community circa 2005 onwards. While in years prior some minor attention
was paid to issues of harassment and abuse, from late 2005 onwards this
attention virtually ceased. Players inclined to troublemaking began testing the
waters and had soon determined Nev to be in ripe condition to accept a wide
variety of misconduct and antisocial behavior.

By 2006 the playerbase was in dire ethical trouble, and some of the
game’s most notorious members had torpedoed Neveron's community
standards. This assault upon Neveron’s very foundation was met with silence
on the part of its owners at a time when it could have, and should have
pushed back. In its only public comment on the practicality of asserting
community standards, Nev administrators offered the position that they
couldn’t do anything about troublemaking members of the community, and as
such it wasn’t worth the effort to speak out against it. Calls were made by the
community begging Nevstaff to at least take a moral and ethical stand
against harassment and abuse, but even this was rejected. Neveron’s social
atmosphere deteriorated yet further.

By 2007 the community was a hollow shell of its former self, worse in
every regard in comparison to the degradations of 2006. Player relations had
sunk to such an acid filled level that spiteful rivalries and deeply entrenched
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hatreds now drove the game. Yet even then, Nevstaff remained silent.
Indeed for month long stretches they were nowhere to be seen.

The end result of these decisions on the part of Neveron's makers has
been a crash in the player population. On September 1% of 2005, after the
decline had already begun, there were 3,861 factioned empires in 236
factions representing 51 individual alliances. This number did not include
empires that belonged to the Noob faction or unfactioned empires. Including
these, 6,467 individual empires existed on Neveron. Contrast that with the
count as of the 11™ of October, 2006: 1215 factioned empires in 110 factions
representing for all intents and purposes two remaining polarized mega-
alliances (HoC and Anti-HoC).

The impact on something such as the HoC Archive is measurable. This
text intends to capture the spirit of the game, and the interactions between
players that contributed as a whole to a great story... a tapestry of sorts...
that depicted life — and death — on Neveron. There is no longer a story to tell,
despite the fact that many of the same entities (such as HoC) continue to
exist, and fight.

We now fight simply because the game rewards no other activity, and in
fact heavily punishes individuals who do not conform to the new paradigm.
Because of this, the HoC Archive will probably never fully explore and relate
events beyond the KK{HoC}-NC War of August, 2006.

$

A slight glimmer of hope presented itself during the fall of 2007. The
community had in some small fashion begun come together in the shadow of
ever increasing bouts of admin absence and worsening instances of Nev
bugs and exploits. Despite the limitations of war code, it became more
common for players to arrange land wars, and honor the terms of those
arrangements, even when the participants were from the opposite ends of
the political spectrum. Certainly a great deal of enmity existed and continues
to exist between factions and individuals, but the community has at some
unspoken level recognized the vacuum of civility and moved to correct it.

A cohesive and functional restoration of the community may be far off. It
may remain a very unlikely goal. But as of fall, 2007, it is again possible.

A game as community oriented as Neveron can be destroyed from
within, but it can also be saved.

5 ':CCA# 2() )

One of the most important events in recent Nev history was Wayward
Son’s “return” to Neveron in mid January of 2008. Neveron had been more or
less pilotless for the past year (or longer, depending on who you asked) and
Wayward’s return to activity came in combination with his admission that the
game’s status quo was terrible.
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Signs of behind the scenes activity skyrocketed and bug fixes and
administratie updates returned to a pace not seen since 2006. Perhaps most
importantly, Wayward acknowledged privately to a number of regular players
that the system of war practiced on Neveron was fundamentally broken.
Perhaps most importantly, he instituted a system of Player Admins that
would be responsible for easing the burden of help tickets, facilitating more
real codework and system change.

Thus is it that as of the beginning of 2008 there is again hope for
Neveron’s future, the most hope seen in many years though whether it will
bring about a real transformation, or will address the community’s biggest
concerns remains to be seen.

Much noise has been made in the waning days and hours of Neveron’s
later years about the fall of HoC and the ascension of much smaller, younger
alliances.

The comparison between war on Neveron in 2006 and beyond, and war
on Neveron prior to this contemporary period of time is stark in its
differences. There is no way to compare these periods of time, and no way in
which any Alliance could ever eclipse the achievements of HoC as it grew
and conquered between 2003 and 2006, because this style and manner of
war on Neveron is now impossible and most likely gone forever.

HoC was an Alliance defined by its military actions at the Alliance level. It
was created to compete and dominate globally in a war environment that has
fundamentally changed. Every alliance has its share of excellent warriors,
and losses have always been attributable to these players.

Late development Neveron has removed the usefulness and function of
large alliances. Their existence is little more than social in a game in which
war and peace is entirely driven by code.

Thus the game will never know if any of today’s alliances could truly
compete with HoC in the sort of global war that it was designed to dominate.

But the odds say probably not.
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“If battles are driven by their implements, warseatriven by their
masters. A thousand battles have been fought tmrddd; no war
has been waged without a warrior.”

~Unknown

Second only to the players were the empires. If the players were the
artists, their empires were the brushes used to paint a great political tapestry
upon the easel that was Neveron. The following empires, both famous and
obscure, were but a part of the grand whole.

7 $
-2

1% Chaos Corps began life in very early 2002 as a very small side empire
named Pammybam Express. Owned by Katrar, who was Capellan in those
early days, Pammybam Express was used as a disposable LW learning tool,
though it eventually became a more solid and permanent empire.

By early 2003 it was renamed Katrar's Krusaders, artificially grown in
size to level 7 and became the faction leader of the short lived Capellan
faction “Katrar's Kommandos — Operational Detachment”.

By June of 2003 Katrar had joined HoC and formed the enduring
Kommando Korps{HoC} faction and KK-OD was disbanded to join the newly
formed Kommando Korps{HoC} en masse. By 2007 approximately one fifth
of KK{HoC} still had origins in that original Capellan warrior faction.

It was during this early period of Katrar's HoC membership that his
raiding reached its peak, utilizing this empire. The golden age of raiders in
2003 saw HoC's raiding dominated by a deadly trio: Pimpslap, Shaitan and
Katrar. The activity of the three during this period of time was unmatched
within HoC, and matched by only the smallest few in years hence.

As a member of KK{HoC}, under the new name 7™ ComGuard Army, the
empire stabilized at level 6 (though it occasionally dipped into level 5 territory
as needed). 7" ComGuard Army was built around a DP company centered
on a single Stone Rhino.

By late 2004 the Chaos Corps concept was formed in which three
empires (one owned by Katrar, one by Sev, and one by Zeus) would be
heavily funded by Chaos® in order to support high order market armies
centered around highly defensible 1k’s. 7™ ComGuard Army took its place as
the flagship of the newly devised Chaos Corps concept and was renamed as
the 1% Chaos Corps.
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In order to better support Chaos?, at the time hovering between levels 9
and 10, 1% Chaos Corps was increased in size to level 8. Its DP mech
company was upgraded to a mixed DP/market mech battalion and a second
1k was commissioned to provide income.

-$

Early in its existence, when it was a single mech company empire, it was
generally deployed offensively in battalion size with two companies of
accompanying HNT-0A Hunters for vehicular support. Each mech was jump
capable and in emergencies the mech company could be hot dropped in
support of a friendly empire. Defensive deployment of this nature was
conducted routinely, for the loss of a number of mechs on drop. The only
Rhino ever lost by Katrar was lost during such a jump (thanks to a Nevbug
upon subsequent preplacement after the drop zone was secured).

Upon reaching level 8 operational doctrines changed. The command
battalion had become modular, with its third company determined by need.
Sniper warfare had come to dominate mid and high level combat and
between 2 and 3 SNP-1 battalions were maintained at all times, along with 2
Schrek battalions and 2 HNT-0A battalions. In order to deploy these forces in
a sustained offensive it was necessary to reduce the defenses of its two
home 1k’s, but these were defended by ample IDF and direct fire towers and
despite numerous hostile drops no 1% Chaos Corp city was ever truly
threatened.

* $
As 7" ComGuard Army dozens of wars were fought against a menagerie

of enemies. 7" ComGuard fought against the original Kizo monolith, it fought
against a resurgent NevCom and during the WoB wars.

As 1* Chaos Corps the most significant war it participated in was the
Clan War. The 1% served as the vanguard during Chaos”s early
counteroffensives, and deployed its army in support of beleaguered KK{HoC}
empires numerous times.

-$ + )
Early (7" ComGuard Army)
Command Company

1 x Rhino (El Capitan)
2 x HGN-732

6 x MAD-4A

2 x STY-3C

1 x RVN-1X

Late (1% Chaos Corps)

Command Company

2 x Rhinos (El Capitan Il and Chaos Theory)
2 x Paladins

8 x MAD-4A
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Assault Company
4 IMP-2E

4 HGN-733

4 AWS-8Q

Interchangeable 3" Company
4 MAD-3D

4 WHM-6D

4 CPLT-A1

_Or_

1 Company of BEH-IDF, SNP-1, ZKV-1A or SCH-0A

New game rules limiting the number of larger empires a player could own
forced many players to merge their holdings. The 1% Chaos Corgs, along
with its brother empires the 2" and 3", were merged into Chaos” in early
2007, effectively ending their existence on the face of Neveron. They served
well and their accomplishments became Chaos®s accomplishments. 1%
Chaos Corps brought over 2000 reputation into Chaos? upon the completion
of its merger.

: ) L
During its earliest days in late 2001, NMI (owned by Katrar) was a small
research and manufacturing based empire located on the first continent. Its
core area never changed, and remains the central home zones of the
modern HoC LW faction leader Chaos?. Its original capital, its very first city,

is now known as Metro 2, and remains one of Chaos”s most heavily
garrisoned and historically critical metropolitan centers.

One of the first actions Katrar undertook as a new emperor on Neveron
was first contact with his nearest neighbors. Of the dozen or so empires that
he attempted to contact, only a handful responded, one of which was the
strong level 7 LIFE empire Yakuza Blades. Yakuza Blade's emperor, Lu-
Fong, quickly became Katrar’s closest associate and ally on Neveron.

NMI came under attack by members the Free Worlds League Military by
the time it had reached the ripe level of 6 in May, 2002. Only the intervention
of Yakuza Blades kept NMI from being swept under the sword of the FWLM
horde.

Though NMI had been temporarily saved, Rox in command of his recently
acquired empire Vatican Mercenaries blitzed Katrar that September,
destroying a mixed mech company and conquering his 1k capital city (The
modern Metro 2, at the time named NMI HQ). The remainder of NMI's army,
a MAD-4A, IMP-2E and RVN-1X fled to a distant military outpost named The
Annex and began rebuilding for a war of repatriation. Vatican Mercs sale by
Rox to Gmoney gave Katrar some hope that a diplomatic solution could be
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found that would return his core, but Gmoney did not prove to be a willing
negotiator.

In the meantime Katrar joined the Capellan Confederation, bringing NMI
into the Tikonov Commonality faction and renaming the empire Katrar's
Kommandos. Lu-Fong and Nobby, FL of Tik, deployed large scale military
forces to retake KK's former core, successfully recovering it (and in the
process destroying Vatican Mercenaries mechforce) and handing it back
over to Katrar. Lu-Fong maintained a ready force immediately north of Metro
2 for over a year after this event, and out of appreciation Katrar maintained
an assault mech strikeforce solely dedicated for emergency deployment into
Yakuza Blades territory for many years afterwards.

Even when Yakuza Blades became, for all intents and purposes an
enemy combatant due to its transition into DEST, that mech company was
kept organized out of respect and gratitude for the enormous assistance Lu-
Fong provided during Katrar’s first year on Neveron.

4 04

While under the Capellan flag KK rose to a stable level 9. Katrar was a
member of the Tikonov Commonality for the next nine months, staying until
the Capellan alliance was smashed and disintegrated by a rising HoC in
June, 2003.

As the Capellan Confederation was falling apart around him, Katrar was
one of the few Capellans to actually fight back. This brought him to the
attention of key HoC leaders such as Sly and Hippo, and Katrar was offered
a trial membership in the growing LW alliance. Seeing that CapCon was
doomed and that key FL empires were abandoning it left and right, Katrar
agreed. He pulled his empires from CapCon, creating a new HoC faction with
Katrar's Kommandos (the venerable and oldest original era HoC faction,
Kommando Korps{HoC}).

Gmoney, who had purchased Steel Roses Trading Company and had
been Katrar's FL for the past few months, accused him of betraying and
abandoning CapCon (and worse). This despite Gmoney pulling his empires
from the dead Capellan alliance himself some days later and unsuccessfully
applying for HoC membership of his own.

Gmoney harbored some degree of hatred for Katrar from that point on,
though whether it was because he truly believed he had been betrayed or
because HoC had taken Katrar while rejecting his own application is
debatable.

* H

Katrar's Kommandos enjoyed the benefits of HoC membership
immediately, participating in every major war and conflict over the next
several years. KK conducted numerous offensives during the Kizo Wars of
late 2003, breaking the level 10 barrier for the first time in December, 2003,
from population centers captured during the opening days of the 2nd Kizo
War.
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It was during these war years that Katrar's Kommandos built up one of
Neveron’s most formidable tower networks. The premier defensive tower
employed by Katrar (before the time of IDF) was a quad LRM-10 150 cf
double range tower named Arrows!. Hundreds of these were deployed to
critical zones of the appropriate terrain, almost all of which were 0 gun or
lower. Hundreds were negative gun, and as many as a dozen of these
monster towers were -5 gun at one point in time. Attacks against KK cities
literally washed away in the face of its massive strings of defensive towers.

By late 2004 Katrar's Kommandos has undergone another name change,
this one of which would prove to be enduring. KK became Chaos?, and it was
slowly transforming into a dedicated offensive LW empire. It was in the
process of that transformation by the time of the Clan War of May, 2005.
Though it was hit hard in the opening hours and days of that war, a massive
stockpile of heavy armored vehicles had been accumulated for the coming
expansion, and tower losses were immediately transferred into waiting
caches of Snipers, Manticores and Schreks.

Chaos® grew to level 11 during the course of the Clan War, largely due to
the acceleration of this LW preparedness program. As that war, perhaps
Neveron’s greatest war, wound down, C* found itself vastly more powerful for
the experience.

> 8

Chaos2 became a highly organized high level land warrior. A special
involving enabled pilots to deploy large numbers of
battalions in a tightly orchestrated manner, and with minimal confusion or
duplicated effort. By 2007 nearly battalions had been earmarked
for offensive operations, with an additional approved for
contingency operations.

$

STR-WIE-1 EIl Capitan Il
STR-WIE-1 Chaos Theory
PLD-SLYO02 Intrepid
PLD-SLYO02 Stalwart
AS7-HOC Guenhyvar
AS7-HOC Drizzt
MAD-4A Catastrophe
MAD-4A Torment
MAD-4A Despair
MAD-4A Oblivion
MAD-4A Destroyer
MAD-4A Misery

) (

Additional wars honed C*s edge, and its only battlefield defeat had been
that early 2002 experience with Vatican Mercenaries. As of Dec, 2007 it had
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won 6 faction wars for zero losses of its own, and has expanded to mid level
12 (at one point it broke 4 million BV, but rampant skillups made it impossible
to sustain that number). Numerous mergers, including all of the vaunted
Chaos Corps empires (1, 2" and 3", owned respectively by Katrar, Sevtron
and Zeus) brought competent mechforces including numerous DP mechs
such as Stone Rhinos, Paladins, Atlas-HOCs, many MAD-4A’s and other
essential LW chassis. The merger during the summer of 2007 of The First
Circuit into C? brought massive pilot reserves, additional infrastructure and
doubled its industrial capabilities.

C? today is one of HoC's oldest remaining large empires, and
Kommando Korps{HoC} is its oldest surviving faction.

1 0
-2

Klien’s original Frozen Chosen empire, originally a dueler, became a
deadly level siege empire. During one month it killed 2,412 DP worth of
mechs. It was notorious for having at one point racked up over 100
surrenders without suffering a single CF.

+ $

1 x MAD-4A
1 x HGN-732
2 x AWS-8Q
3 x WHM-6D
1 x Spider
66 X Snipers.

2 - *$
- 2
During its zenith, COW was owned and operated by HoC’s GreenBeret

and proved to be an excellent mid-high level empire capable of every aspect
of modern Nev warfare.

Kuin — This empire participated in the seizure and subsequent
destruction of Kuin's cities. During this invasion several events occurred that
fingered the empire (Kuin) as an Administrator controlled empire.

+ )
All the assets of COW were sold to Wolfshayde, including the previous
merged assets of Phantasmal. The empire was then renamed Werewolves

and his been dealt a series of extremely damaging war losses including the
loss of its main ‘mech forces.

/1)

>
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Crazy Eights began life as a quirky little empire named UrbanMechs
Anonymous. An original member of the Capellan warrior faction Katrar's
Kommandos — Operational Detachment (which became Katrar's
Kommandos{HoC}, it was a specialty dueling empire that consisted of
nothing but dueling Urbies.

People generally stayed away from it in landwar, though out of respect for
a known dueler or sheer luck is hard to tell. Over time the original owner,
whose name has been lost to the sands of time, got bored of Neveron and
handed the empire over to his faction leader, Katrar.

Katrar held the empire unchanged for quite some time, a half year or
more, continuing to funnel it cash and making minor adjustments and
improvements to its infrastructure (though it remained, at its core, a funny
little Urbie empire). Kato had hoped that its owner would decide to return,
and wanted UrbanMechs Anonymous to be ready and well funded in the
event that happened.

Well, it never did happen, and after some time Kato decided that the
empire was unsuitable to remain dead weight. He had himself given up a
profitable dueling career some time ago and didn’t want a bunch of Urbies
standing between the empire and the Nev Com hordes that at the time HoC
was deeply in battle with.

Thus, slowly but surely the empire began its transformation.

Iy |«

Katrar decided the empire would become his new low level
“troubleshooter” to complement his FL empire Chaos® and his primary LW
empire 1% Chaos Corps. Strung out infra was traded for a single heavily
defended city and its army of Urbies was replaced by choice market mechs
and tanks. A nest of IDF towers was built up and supported by a cadre of
Snipers. A Raven and Ostscout were purchased to give it the sensors
necessary for war in a time of invisible speedbumps. Crazy Eights saw very
limited combat deployment, it primarily waited and skilled down. It was a well
equipped level 6 when the Clans came.

*

Crazy Eights was among the very first empires hit during the Clan War of
2005. It was heavily sieged in the opening hours of war (when Star League
Defense Force — Preatorian Guard engaged KK{HoC} in FWAR), and was in
fact zeroed and ejected from KK before Katrar had even made it home from
work that day. With so many empires under assault, including Chaos?,
nothing could be done about the destroyed empire. As the days progressed
the situation with KK stabilized. KK had suffered serious casualties, and at
least two empires had been zeroed and ejected, with others in critical
condition either already surrendered or barely holding on, but the SLDF-PG
empires that assailed KK had been driven to a standstill. A plan began to
form, one to which Katrar applied the highest levels of secrecy.
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SLDF-PG was loaded with small empires, with a dozen and a half strung
between levels 3 and 5, and more at 6 and above. Most of these were
untouched, as KK had few empires this small. Katrar loaded Crazy Eights up
with a large stockpile of Sir John Monash main battle tanks, vehicles with
highly efficient BV ratios (basically Manticores at 2/3 the BV). A Raven was
commissioned to give the SIJM’s eyes and the new level 3 Crazy Eights
began its quest for revenge.

The carnage that Crazy Eights began inflicting upon SLDF-PG was
startling. In the first day alone several empires were surrendered, eviscerated
by a Crazy Eights that was able to instantly replace SJM losses, and
commission them as needed to jump in level. A huge number of empires had
been DoW’ed before the assault began, all empires up to level 6 within
SLDF-PG, that the accumulation of pop had little affect. Funding Crazy
Eights was given very high HoC priority and the cash flow was adequate to
cover any expense.

Crazy Eights continued killing empires, slowly leveling up, and slowly
taking on additional firepower as the composition of its foes altered level by
level. By the time it reached level 4 the addition of a MAD-4A and STY-3C
only improved the killing power of this deadly empire.

By the second day Pimp brought in his mini raider NooB Killer, and the
two empires finished off the remainder of SLDF-PG, surrendering the Clan
allied faction. In the span of three days Crazy Eights had destroyed 13
empires, bringing an entire faction to its knees.

/1y

Post-war, Crazy Eights was further honed into a compact killing machine.
It was stabilized for a permanent existence at level 5 and given all the tools
necessary to do its job:

Early ('05) Command Company

1 x NEM-HOC

3 x MAD-4A

2 X Whirlwinds

2 X GRF-1N

1 x RVN-1X

3 x Tanks (usually SNP-1 Snipers)

Late ('06) Command Company
NEM-HOC Fury
HGN-732 Maelstrom
MAD-4A Mandrake
MAD-4A Nightshade
ONI1-LW Justice
ON1-LW Honor
GRF-1N Beowulf
GRF-1N Grendel
GRF-1N Jotun
RVN-1X Ghost
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A small assortment of Snipers and other offensive armor were available to
swap with and supplement mechs as needed. And a hotdrop only capital was
towered with dozens upon dozens of double range 25 cf towers, making it
nearly impervious to hotdrops (especially when its mechs were home).

Crazy Eights fought many battles and wars before it met its final end. In
the summer of 2007 Katrar left the game and transferred the empire for Pimp
to merge into the level 8 HoC raider Bannockburns Bandits.

Thus did the story of UrbanMechs Anonymous, that little arena empire of
old, finally come to an end.

M .M
- 2

This empire was initially created by GreenBeret as a low level raider in
the service of Shaitan’'s Cult of the Blood Moon. Over time and several
conflicts it evolved into one of the most deadly level 6 empires in the game.
Although initially a Cult unit, the Bark Bemons joined HoC proper under
Dobie’s faction, Song of Vengeance, during the Cult schism. There it
remained until its decommissioning as an active HoC unit.

> |

Unlike many other purely offensive forces, the Bemon mechs
concentrated on speed and flexibility rather than brute strength. The first two
mechs in the empire were a VND-1R and a LCT-1E. After limited trials, the
unit commander decided these mechs were exactly the wrong mix of speed,
armor and firepower. These initial trial conflicts were not indicative of the unit
to come.

The real beginnings of the bark Bemons began with a single lance of
mechs: three GRF-1N's and a STY-3C. As the unit raided and grew, the
need for more armor and more specialized short and long-range “mechs
became clear. As the SNP-1 gained prominence on Neveron’s battlefields,
the Demons created a special escort lance that contained the only two non-
jump ‘mechs in the empire. These two were chosen for their sensor ability,
economy and armor.

-$ + )
Mechs
2 Assault

8 Heavy
7 Medium

Vehicles
12-24 HNT-0A / VNG-A3 / ZKV-1A

-) ! -$

The unit was organized in self-contained modules so that a single ‘mech
lance could handle most circumstances adequately. This method proved
itself numerous when fighting on multiple fronts against multiple enemies. By
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conducting offensive operations on several fronts simultaneously the Park
Pemons were able to confuse and misdirect enemy counter attacks. The
high average unit speed allowed "mechs to evade trapping maneuvers while
reinforcements arrived with startling speed to crush the defenders piecemeal.
The high speed also allowed the units ‘mechs to operate in densely
defended zones where slower assault units might be vulnerable to swarming
or artillery bombardment.

Prior to the inclusion of snipers as a front-line vehicle hunter light tanks
played key roles serving as shock troops in tough battles.

Lance 1 — Grinning Peath

GRF-DEST bangerous Grin Mk Il 156.01 2730 -2 / -2
STY-3C 8haitan 205.27 2201 -2/ -2

OSR-2M bare II-C 80.93 1774 -2/ -1

GRF-1N beadly Grin IV 92.27 1601 -2/ -1

Lance 2 — Pread Bemons

ON1-LW bread Bog 54.63 2203 -2/ -1
GHR-5H bread Pimp 11 70.25 2174 -2/ -1
TRB-1 bread Egwene 42.65 1580 -2/ -1
TRB-1 bread Céspér’ 53.83 1580 -1 /-1

Lance 3 — Pevil BPemons (The Headcappers)

GLT-4L Peath Knell 33.51 2097 -1/ -1
TDR-5SE Bboom Bolt || 97.86 2065 -2/ -2
CPLT-Al beimos 73.97 2051 -3 /-3
CPLT-Al Bementor 75.80 2051 -2/ -3

Lance 4 — The Brudge Bemons (Sniper Company 1 Command lance)

CP-10-Q bemonic Vision 17.98 2184 0/ -1
THG-10E Thugee 55.24 2065 -1/ -1
GRF-1S Grisly beath 11 34.87 1715-2 /-1
GRF-1S Grisly Brapes 61.90 1715-2 /-1

Sniper Company 2 Command Mech
CRD-3L bark Crusade 32.04 1634 -2 / -1

Note: These conflicts are not in any chronological order
Word of Blake -- David Versus Goliath... With a long range slingshot
Related war: HoC vs Word of Blake

At the dawn of the sniper era very few sniper artillery units existed in
the game. As an elite force, Dark Bemons was able to obtain a limited
number of vehicles for use in the field. These vehicles first saw use
against the empire Word of Blake (L12) under the command of Primus
Chester Lapointe. The effect was devastating and forever changed the
face of Neveron. As a unit that only commanded 50,000 battle value, it
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was able to destroy over 120,000 BV in towers and vehicles within the
first 24 hours for very minor losses. The empire also captured 130,000
citizens. Word of Blake would never fully recover from this stunning
defeat combined with the losses inflicted by other small units. Word of
Blake sued for peace within 48 hours of the attack.

Killarney and St. lve’s Compact — The power of combined arms
Related war: HoC vs FWLM
Havok’s Harassers — Surrender fees negotiable

A typical conflict with an atypical player. Bark Bemons attacked one
of Havok’s empires. He eventually decided to pay a ransom for his city
rather than continue the conflict.

Related war: NONE

Atlas Industries — A taste of defeat and the death of the Borky Bemons, a
lance of VND-1R’s named after various HoC players like Dobie and Pimp.
This is a prime example of why you don’t take a six against an 8 if your
opponent is semi-competent.

Related war: HoC vs Clan Blood Spirit

Eventually HoC sold the Bark Bemons and all of their hardware to Arden
Pryde. Ironically shortly thereafter, a large number of the key units were
destroyed and their pilots killed in action supporting Havok’s Harrassers
against HoC. The unit faded into obscurity, although the few survivors are
once again serving HoC under the command of Malduc Icaza.

- 2

Phantsmal, another of GreenBeret's empires, joined HoC as a level 4
empire in DBF. Despite relatively typical beginnings, Phantasmal eventually
became a “Cold war” empire designed specifically to break single zone
empires typical of those nested inside the core of the former 1* and 2"
NevCom Royal Guards. As an elite empire designed specifically for
participating in large-scale conflicts, Phantasmal eventually moved to the
premier HoC faction led by Taurus Territorial Industries. It remained in
TC{HoC} until merging with Commonality Ordnance and Weaponry.

> |
Participated in the first Kizo wars as a level 4.

During the HoC/NevCom conflict HoC leadership realized that specially
tailored empires were needed to attack single zone NevCom empires. As a
result Phantasmal changed its focus to a nearly unstoppable offense. Two
scout lances provided accurate intelligence on where and when to commit
the assault ‘'mechs and their sniper support. A single heavy lance provided
fire support in medium-threat environments. This scout company allowed
assault forces to stay well rested and undetected in staging areas. Due to
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the effectiveness of this company, opponents misjudged the attacking force
and charged headlong into the 35,000 BV command company. The sudden
appearance of such overwhelming force no doubt had a demoralizing effect
on more than one enemy pilot.

A side effect of being such a highly tuned instrument of war is that it
played a integral role in HoC contingency plans for faction-scale wars as a
weapon to keep in reserve for particularly hardened targets. Accordingly,
this empire rarely saw action outside of the HoC/NevCom conflict after its
restructuring.

-$ + )
Mechs
12 Assault
4 Heavy

6 Medium
2 Light

Vehicles
48 SNP-1
36 HNT-0A
36 GRD-2

Word of Blake (Level 12) — “Christ, you’re running me through” — Chet
Related war: HoC vs Word of Blake

18th NevCom Requlars — Siege of a core city. One of the first surrenders
due to fatigue only.

Related war: HoC vs Nimon

Anti-star Empire — Revenge served cold.
Related war: NONE

CPG - Playing tag with jOk3r a.k.a Joker.
Related war: HoC vs Nimon

Following the collapse of Nimon’s Neveron Commonwealth, the need for
empire as vicious and single-purposed as this diminished. Commonwealth
Ordnance and Weaponry acquired all of Phantasmal’s holdings during the
admin - forced mergers.

$ +
-2

A level 7 land war juggernaught, Prophetic Sons accumulated over 3,000
reputation under ReLoad's stewardship. At one point in time Prophetic Sons
had the top ranked MAD-4A, AS7-HoC, MAD-3D, GHR-5N, HGN-732, EXT-
5A, GRF-1S and TRT-RAY in the game.
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Together with Bane, Inc. (owned by CaBhaal), Prophetic Sons was one of
the two premium level 7's in HoC for well over 18 months, and the two
empires often conducted combined military operations. These combined
actions notably took down Bone Dragons and the 1,400 DP massacre of
DEST's Blue Warriors

=+
- 2

Sarna was built on the foundation of war, and through the efforts of Ored
(aka Orion Redwing), is the conglomeration (merger) of many renowned
empires in Neveron, including Shaitan. Ironically, the reputation of Sarna
today has been established more through diplomacy and intimidation, rather
than actual warfare.

Backed by the most famous (and highest rep) mech battalion in Neveron,
comprised of awe inspiring Stone Rhinos, indomitable Nemesis, and more
(5000 DP total), Sarna’s secondary MAD-4A bats and $100 Billion war chest
almost seem like an after thought.

Regardless, it is this power and ored’s reputation as a premier empire
builder that allows Sarna to make such strong diplomatic impacts in the
twilight of Neveron. Numerous hits on HoC and allied empires have been
successfully averted with just a single defense contract offered by this
fearsome empire.

Still, in the second unF war, Sarna put |ts readiness to test by launching a
multi-front blitzkrieg campaign against 111" Legion. Demonstrating that war
is won by preparedness (every single veh|cle properly named and
sequentially numbered), and intimidation, 111" quickly capitulated and opted
to self surrender after just 8 short hours of intense fighting.

Sarna continues to stand ready today.

$ 0
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The Periphery was my (Mechjman’s) pride and joy as it was my first and
last empire. Started during the years where mechs were cheap and money
transfers were not capped, it grew ever slowly. It had not been to wars nor
had any real enemies. The first mech it ever had was a Valkyrie which was
under 10 million at the time. There were probably no significant wars it was
in; mostly border skirmishes, with many of them empires lost to the sands of
time.

Able’s Aces was my dedicated low level landwarring empire. | used the
accumulation of my LW experience to create this small “trouble shooter” (as
we in HoC called small utility empires).

$ 1 & *

It was probably during the NC-HoC war that the Periphery had its first
taste of major warfare. It was a level 6 then, and Red Drake (level 7) had
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decided to drop on my empire and began its assault. | had only some 3
mechs (Valkyrie, Enforcer and Vindicator) and contained a significant amount
of hunters. During a zone battle, | began moving my forces as | witnessed
what was to be a company of mechs. But luckily, Kato's brother Zeus
mobilized and sent in a company of assault mechs which drove the offender
away. In that large scale war, | was devastated as | lost a primary
infrastructure zone, and it was only after the battle that | could retrieve it
back.

$ 1 (+&44*

The CBS-KK war was unexpected, and many empires in KK was hit. |
was lucky that | repelled and surrendered my target (who | do not remember
anymore). | was given the task to repel fallstar's attackers so | interjected
with two mechs (Vindicator and Kintaro) which drove off the intruders from
fallstar's zones.

$ 1 & *

The introduction of faction wars made things significantly harder for other
forces to intervene; his lead to the HoC-Clan war and KKHoC being the first
faction to be engaged in a faction war. The Periphery (level 7 then) was
second to be attacked during this large scale invasion. As noted in the HoC
archives, it had lost a significant number of vehicles, but damaged several
mechs. | believe the periphery had surrendered during the war, but that
reverted since KKHoC won that faction war. Many lands were re-exchanged
and the rebuilding took many months to regain its original capacity.

0 144F G

The KKHoC vs NC saw the introduction of Ables Aces (level 5), which
was my small landwarring empire. It was used to engage the smaller targets
in NC faction as it was battle ready. This meant that all pilots were free to
help support Chaos2 to repel NC. NC employed some mercenaries to give
the periphery some hard time, but that was easily thwarted.

0o 1 (

Ables Aces was in a war earlier this year with a similar sized empire. The
empire was in some serious trouble as it was nearing final stages of
surrender, where the empire decided to contract a mercenary who then
decimated Ables Aces. The whole war was conducted with one on one with
no intervention; | was particularly angry about the dishonorable intervention
so a public mail was sent in retaliation. His response was that HoC did not
deserve such courtesy. Ables Aces was decimated and was beyond repair
even though assistance by Mantis and Kato was offered but it was left to rot
and was later auto-deleted due to inactivity. This gave me more time to
dedicate to managing the Periphery.

$ 144F G&-4&+ *

The Periphery was to engage in one final war before being offered to Frui.
OTK-SoH was engaged by KKHoC in a Faction War. The Periphery was to
stand neutral and await for orders. During this time, Only Slightly Bent
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engaged The Periphery; A mixed battalion with assault DP mechs and IDF
Snipers. Joe McKenna had owned Only Slightly Bent (in this war, OSB was a
mercenary paid by the leader of OTK-SOH). Joe made the wrong decision of
taking an LZ next to my core; Match and Mantis had fortified the empire for
me after Clan wars. The Periphery of then had over 300 vehicles in cache,
and several billions of Nevdollars at hand. The pilots at KK{HoC} were quick,
and immediately surrounded the DZ, and placed many battalions of vehicles
to trap him.

Joe had not anticipated that pilots were still awake, and was pitted against
possibly hundreds of tanks. The tanks were used to waste the IDF ammo;
That way, Periphery's IDF snipers can be used to counter. During that
period, Joe knew that he was in a very tight bind, and offered to pay for a
temporary ceasefire. | declined and continued on the assault. Joe decided to
use other mercenaries to surrender me temporarily, but the members in
KKHoC caught tail and begun chasing them out, thus thwarting that idea.
Most of Joe's DP mechs were eventually reduced to rubble (10 was
counted). Joe was on a level 3 ceasefire and killed my last vehicle before he
pulled out of the LZ. During that zone battle, other members who were
piloting also used my mechs to capture OSB zones which is why OSB went
down to level 3 ceasefire in such a short time. Joe bow to retaliate before the
last tank was destroyed.

Joe summoned Beasts of Bogardia which has been my neutral neighbor
for over 3 years. BoB was also in this faction war, but was only used when
necessary. Many pilots saw the initial assault, and begun retaliating and
claiming many of BoB zones and destroying significant amounts of defences.
BoB was falling apart as cities came under assault. BoB had auto cease
fired, so Periphery had go for refit and repairs. The Periphery bought many
tanks off the market, which forced some of KK members to sell their reserves
to Periphery to see it win the war. When OSB was off cease fire, Periphery
begun its assault once more on the core, which saw Joe using an Faction
war to save what left of his cities. This was a moral victory and meant that
BoB was the only one left to attack. The periphery during one stage had its
mechs trapped which was dangerous as it could mean early retirement from
the war, as it consisted of up to 80K in BV. They were luckily saved but with
some criticals and a loss or two. The war ended when the enemy faction
leader scrapped his units in order to self surrender.

$

The key for The Periphery winning all its wars during the later years was
due to Match's and Mantis superb defence networks and re-organising of the
empire. Another winning technique was tanks; The empire had the most tank
count in its level (level 8, during warring it had over 1000) and the most BV
for tanks (nearly doubling the average amount). A combination of having all
high BV vehicles and mechs in or next to the main RB, along with 600+
vehicles in caches and enough ammo for hundreds if not thousands of refits
meant it could war for long periods of time. The only real disadvantage is to
co-ordinate attacks with pilots in order to bring its true effectiveness. The
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mech composition consisted of many assaults and a special lance of jump
mechs (3 griffins and an ostroc) that was used for scouting and quick assault
on key structures to throw off targets. (Final level 8)

Ables Aces used the Periphery's strategy in that it had a special jump
lance to deal with raiding. It was effective where it had won practically every
encounter. It was grouped in with a company that consisted of snipers. The
reason it was finally destroyed was because the mechs constituted all of the
BV and there was not much for defenses. Thus when the mechs got
destroyed when | was offline it left the empire with pretty much nothing. (Final
level 6)

+ 4)
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The StormKnights {KK-HoC} (owned by, coincidentally, StormKnight) has
been in Kommando Korps from its beginning to its present size as one of the
most defensible Ivl 8's in Nev. Two years of planned growth based on
defense have defeated every raid launched against it save one, which taught
me the lesson of remote city vulnerability.

My are balanced so that the loss of one does not effect the
empires economy or war-fighting ability. A core of extended range
makes every part of the zone vulnerable to fire. Advanced sensor towers
available only to dedicated scientists reduce the number needed and provide
complete and over-lapping coverage. A well trained nd the
artillery, and a provides maneuver capability. The [REeEIaEe exists
to soften city defenses in preparation for the final assault. The StormKnight
Mech battalion is for the most part purchased on the open market, with a
very few special mechs won as salvage and rebuilt to fight again. Line mechs
are mostly LRIt As my skill as an emperor hopefully improves, these
units will take the fight to our enemies. My final, and perhaps best defense is
a [REREEGe. This defensive belt also provides interior lines of travel to quickly
reinforce defense, position for counter-attack, and hide large groups of units.
With each present, the location of main forces will be disguised
and shielded. Can’t hit what you cant find.

As far as a history of conflict goes, the more research oriented
StormKnights are sorely lacking for a Ivl 8. | successfully defended vs six Ivl 8
raids in a row. The don't like my towers :) My first major LW was launched
versus Architectural Cowgirl in our last FWAR. | took and burned 150k
captured pop before he scrapped to surrender. This war was an excellent
learning experience, allowing me to make The StormKnights more efficient in
the face of potential future conflicts.
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“Vive la mort, vive la guerre, vive la sacre Heregere”
“Long live death, long live war, long live the cedsHarbinger”

~HoC marching cadence and toast

The following personalities, whether friend, foe, or long missing from the
face of Neveron, all share one common denominator: they were once a part
of the story that is HoC. Without each of them, the tale that we have to tell
would be vastly different.

Arden, famous as the former HoC member largely responsible for fueling
the fire that led to the May 2005 Clan Offensive, ended up a major enemy to
his former alliance. His was an unfortunate journey, however, as Arden did
not leave HoC on his own but rather was removed from the organization
following a period of inactivity (for reasons of RL) and personal issues with
another member of the alliance. Subsequently it was revealed that Arden’s
ejection had not been sanctioned by HoC at all, but at that point there existed
no spots in any HoC faction to take his last remaining empire. Arden had little
choice but to stick with his new faction: ComGuard. Over time ComGuard
became a serious enemy of the HoC alliance, and so too did Arden. Arden’s
journey from implacable supporter to entrenched enemy is one of Neveron’s
more unfortunate tales, for in the end nobody profited, nor benefited from any
of these events. Least of all Arden.

As a note, Arden returned to the greater HoC alliance in the spring of
2007, when his faction Star League Defense Force became an official HoC
ally. Arden fought scrupulously and well against numerous HoC opponents
and his return was widely regarded as a positive event. Though some had a
difficult time forgetting the part Arden played as an anti-HoC antagonist —
especially during the Clan Wars — none fail to see the degree to which he
has devoted himself to assisting his new (and old) friends and allies.

An early member of HoC who departed the alliance after the early Kizo
Wars, Arthur Davion was accused of being a traitor to HoC and feeding
intelligence directly to the Clans from within the main HoC chat room during
the 2™ Kizo War. This accusation was false, but unfortunately it stuck with
him for some time afterwards.

( 6

Bert joined Neveron very early in its history and quickly settled in with the
UnderDark Confederation upon its creation. Bert made his entry into HoC
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when Gunner founded a large consolidated faction around Jimbob's Giant
Looters and by 2007 had joined KK{HoC]} for a short period of time as well,
before giving up his mid level empires in order to focus on the management
of alevel 12, 11 and dual 10's. He has participated at one level or another in
almost every major war conducted by UDC or HoC in both alliance's
histories.

From his first days on Neveron in 2003 with his first empire Clan
Mongoose, Dragon Warriors, Cambone was on the opposite side of
Neveron's political spectrum from HoC. His empire, better known as Red
Corsair, was engaged in combat with HoC forces during the 2005 Clan Warr,
making him one of only a very few of its former enemies that have fully
transitioned into trusted members. By late 2005 Cambone had joined his
former enemies and his presence now helps defend several HoC and allied
factions.

Chameleon was recruited into the Styk Commonality faction on December
19th, 2004 by SC's illustrious commander jim. At the time Jimbob was
looking for aggressive players with no outside loyalties, and since
Chameleon was not involved with any of the major alliances, and had just
finished LW'ing himself out of the faction he had joined the day before, he
met the requirements.

Almost immediately upon entering the room he befriended CaBhaal, who
was also a fairly new addition to the HoC team (although he didn't seem like
it, he had the commanding authority of a seasoned veteran, even way back
then) and the two of them would remain staunch friends until retirement (and
real life) took CaBhaal out of the game.

Here, because it's kinda funny, is an excerpt from their first conversation:

<Chameleon> so....don't hit any allied empires, don 't call people
names, don't lose an entire empire in ten minutes.. ..? any other rules
| should know about?

<CaBhaal> Don't duel yourself to level O :)

<Chameleon> oops

<Chameleon> how bout Iw to level zero

<CaBhaal> try not to do that either

<Chameleon> gotcha

<Chameleon> thanks

Chameleon remained a relatively low-profile member of HoC until the
outbreak of war in early '05, when just about every other alliance in the game
made the grievous error of attempting to annihilate the HoC alliance and its
close allies UDC and Genyosha Prime. It was during this war that
Chameleon was finally allowed into the other HoC chat rooms (something
he's still a little pissed about to this day) and was pressed into service piloting
for people he didn't know.

Most of the his service in the war was spent piloting in other, larger
empires, where he performed well enough to not be banned from piloting in
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those empires, but nearly halfway through the war, he was involved in a fight
pitting his only empire in the HoC alliance, Ingress Legions, against the
empires of two enemies who were far more seasoned and far better
equipped than he was. His only mistake in this engagement was his
absolutely ridiculous belief that running away from the fight was
unacceptable and cowardly.

Losing every offensive unit he owned almost cured him of that belief.

As an aside, that particular empire has lost it's entire military on four
separate occasions, although only one of those defeats was not the result of
several enemy empires co-coordinating attacks on him. Chameleon seems
particularly proud of this record, believing that if the enemy was willing to
expend the amount of resources and pilots that were used to bring down his
mainly market based empire, then he must be doing something right.

After the war ended, Chameleon spent time honing his skills under the
direct supervision of veteran warriors like RelLoad, Takira, Victor Steiner, and
MoS. That they allowed him to continue piloting in empires they owned is
arguably the dumbest thing they ever did. During this period, he set about
building the empire he refers to as "My baby", an empire whose military was
far too heavy and slow to catch all the mechs that wouldn't stand and fight it,
Grim Determination.

Neveron has been on a steady decline since those times, but Chameleon
seems too dim-witted to leave. He can still be found on the battlefield,
fighting the enemies of the alliance, in the alliances rooms and in the main
Neveron chatroom. He will gladly see you in any of those places.

Variously a member of HoC and Cult, Dobie served as Shaitan’s assassin
while the latter was in command of HoC circa 2003's reformation. When
asked to describe his virtue as a warrior, Shaitan responded, “Words cannot
describe the wrath he can bring to a hex map. Truly a stunning LWarrior.”

)

Dogmatic joined the Neveron community in the fall of 2002, creating the
tranquil and little known empire Doggma. Doggma's name was later
changed to Allied Shadow, and in 2003 was renamed again to G10, the
progenitor to a series of military outposts including the infamous G10
(Outpost 1). By late 2004, only G10 (Outpost 1) would survive. Dogmatic
operated a variety of other empires throughout his Nev career, most notably
Maxwell's Defense Initiative, Octopia, Demolay Core Outpost 1 (FL of DEMO
2) and The First Circuit (following Dragion’s departure).

Dogmatic was counted amongst the most active raiders in the game,
hitting several empires a week for nearly his entire time on Neveron. He was
fond of true mech combat, and unusual and dramatic maneuvers, and tended
to avoid the boredom of massed tank battles well after their days had come.
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While in control of The First Circuit he became one of HoC’s leading
population producers. During HoC's large scale restructuring in late 2005
(referred to internally as the 2" reformation) Dogmatic produced the
equivalent of a level 7 empire every 24 hours, donating over 1.2 million
population in under 10 days.

He ended his four and a half year run in February of 2007 due in large
part to the degradation of the game and playerbase over the years.

)

An early HoC member, Dragion is famous not only for being a skillful and
dangerous landwar opponent, but Neveron’s premier dueler. His empire The
First Circuit was built upon arena success, and was regularly seen in pole
position during the monthly rushes to top dueler. What separated Dragion
from most duelers, however, was his ability to translate his combat prowess
equally between arena combat and actual landwar, something many highly
regarded duelists routinely failed to accomplish. Dragion eventually left
Neveron in 2004, after selling his empire to fellow HoC member Dogmatic.

)))

Originally known as Egwene within HoC, Eggy was an early member that
quickly displayed her efficiency at maintaining and operating large scale
empires. Eggy became HoC's resident empire maintenance expert, and used
her abilities in both times of peace and war. If people like Shaitan and
Pimpslap kept HoC relevant and dangerous in the post Sly era, it was Eggy
that provided the necessary glue to keep the faction together post Hippo.

Fallstar found Neveron in 2003 and founded his first and primary empire
S Divsion. Within a few months S Divsion came under attack by an
aggressive neighbor. As fate would have it, another neighbor, Zeus in
command of an empire similarly named Zeus, came to Fallstar's assistance
and together they drove the aggressor away. Within a few days Zeus joined
the newly minted faction Katrar's Kommandos and brought Fallstar with him.
Thus did he begin his tour of duty as a Harbinger. Fallstar has been a quiet
yet effective member of HoC. He is, in his own words, "Just another cog in
the HoC war machine." Fortunately for HoC its cogs have names like
Fallstar.

Originally known as HLC, Frui was recruited by Jimbob into HoC in 2004,
in time to participate in the Nev Com wars immediately following the collapse
of Nimon's Kizo alliance. His first empire, Krych, exists to this day as a
deadly mid level scrapper. In addition to Krych, Frui has owned or run
several large scale empires, including co-leadership of Chaos2 following
Katrar's departure from Neveron. Frui has been a high active and dangerous
landwarrior throughout HoC's history and has consistently remained a
valuable HoC asset.
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A Neveronian since 2001 and member of HoC since 2003, GreenBeret's
impact on the field of battle is without dispute.

GB is perhaps most famous for C - C , one of HoC's most
accomplished raiders. Itwas C - C exploits against Clan Wolf targets
in the spring of 2005 that are largely credited with igniting what became
Neveron’s largest war: The Clan War.

Equally as important as his achievements in raiding have been
GreenBeret's abilities at maintaining large scale empires. GB was integral in
.y 2 . . .
providing Chaos” the staying power to survive the opening days of the Clan
War, operating in concert with C%s owner Katrar.

Gunner found Neveron in September of 2002 and created his first empire,
The Black Scourge. Joining HoC in 2003 his empire JGL (originally named
The Grey Death Legion outpost 3) has been one of HoC’s most enduring
FL's. Gunner’'s capabilities on the battlefield are as legendary as those of
Pimp, Shaitan and other universally feared warriors. Gunner has the unique
pleasure of having been Neveron’'s only repeat in game nuclear target,
repeatedly coming under nuclear attack by the Anti-HoC Coalition, before
nuclear weapons were removed from the game.

By December, 2007 Gunner was one of only three HoC members
remaining from the time of the early LIFE-HoC split. Gunner along with Pimp
had become members a few weeks prior to the split, and Katrar joined HoC
29 days following it.

)

Known commonly as HD, HellDoggs was an original HoC founder along
with Sly and Hippo. The consummate raider, HD’s Rhino was #1 on Neveron
for reputation for a long while, and literally the entire planet feared seeing
HellDoggs stop by for a “rep visit”. As HoC began to grow in size, HD and Sly
began to have a falling out. HD considered Sly to be power hungry, and saw
the expansion of HoC beyond its core group to be antithetical to the faction’s
principles. Prior to the HoC reformation of late 2003 HD had already left the
group, forming his own faction under the ComGuard banner. HD and
ComGuard would eventually become serious HoC enemies. ComGuard’s
influences upon Neveron were many, and it became the foundation for what
in modern Nev are called the Clans.

$$

The glue that originally held the faction together, Hippo was a former
LIFEr that formed HoC with Sly. Highly regarded by the entire Neveron
community, there were few people who did not like Hippo. His Stone and
Dark Hippo empires were as famous — and powerful — as IRREGULARS in
their day. He left in 2003 at the same time Sly departed.
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John Church has a long history in Neveron. He first joined the game in the
spring of 2001 under the name FlippMoke. For the most part he was inactive
until he joined the OTK 2 faction soon after its creation. Mostly staying out of
politics he was taught in OTK 2 by Kirov. At this time he met Grim Riaz and
begin to be taught by Kirov the fundamentals of land war. A wild pupil Church
was not at all a conservative individual attacking people of any faction almost
constantly snaking his way across the Neveron landscape often fighting
people too large for his size. Though Kirov attempted to limit this wild
behavior it finally caught up to John Church in getting his entire mech force
killed by a higher level overnight suddenly in a raid against OTK 2.

Soon after this Church was invited to join the Kraken Guard. This is where
Church got the name John Church as he took the bloodname Church from
Clan Blood Spirit. The KG taught Church a lot about how to build an empire
and Church proceeded to become better at Land War. However, it wasn't
long after that the Kraken decided to leave Neveron and the KG fell apart
soon after. Given several empires from the Kraken Guard that were very
damaged at this time Church began to build up the empire Red Drakes.
During this time as a member of the relatively inactive ComGuards, Red
Drakes slowly grew having little land war and mostly investing in a new
heavier mech force suitable of a Ivl 7.

Church built many empires during this time, including an empire given by
the KG called Fuchida Industries. In the middle of 2004 Comguard:Red
joined the growing Clan Frozen Chosen. Finally back in his clan atmosphere
John Church quickly rose from a StCol to saKhan of Frozen Chosen.
Featuring 2 war ready empires in Red Drakes and Clan Murimoto, both Ivl 7,
and the larger empire of Fuchida Industries. Growing in might following the
slaughter of Kuin by an onslaught of empires, Fuchida Industries grew with
NO mechs to the size of a large Ivl 9 feeding it all the population taken by
Red Drakes and Clan Murimoto. This trend continued until the Cult-CFC war
in March of 2004.

The Cult war was a bloody fight constantly for weeks for Church often
outnumbered and outgunned against such fearsome warriors as Reload,
Malachi, Alucard, Angus, Li Ra, and many others. Often with no other pilots
Church wore himself out during this war. Following the Cult war, the battered
empires of Red Drakes and Clan Murimoto were given little time to repair.

The HoC-Clan war was soon to follow which would devastate all the
empires Church controlled. With his rise from obscure Neveron player to a
well known player, Church was given the responsibility of leading the charge
in many ways against HoC. Tired and moving at the time across the country,
the HoC war tore the will to fight from Church resulting in the end in the
defeat of his mech forces and the decision that it was time to leave Neveron.
Giving his empires to other players, and surrendering his prized empire Red
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Drakes to his honored enemy RelLoad. Shocking to ReLoad he submitted
himself as a bondsman and then quit the game for some period.

Returning in Oct. of 2005 to Neveron, Church began his grand experiment
of "The Church of John." Submitting himself as a bondsman to the will of
RelLoad and UDC, Church quickly gained the respect of those members who
he had fought so fiercely against in the Cult-Clan war. Fighting almost
constantly for the forces of UDC against his former allies and others, The
Church of John and Red Drakes gained over 2500k Reputation in 6 months,
probably the most prolific killing during this period. Proving that lower level
empires geared towards mechs and speed Church made the admins
consider serious changes in the way the game was played.

Quoted by Randy as saying, "What level five empire have you not killed."
The Church of John left a lasting impact on the game. Becoming friends with
many people in HoC, he helped pilot and fight for his former allies in many
wars against NC. Providing laughter and lots of infantry for HoC he had an
impact in at least a small way on HoC.

4

| joined Neveron very late in 2001. My first empire, Neveron
Manufacturing, Inc. continues to survive, though renamed several times until
its final incarnation as Chaos®. It was possible to conduct basic landwar
when | first began, though it was much simpler, faster and more brutal than
war found today.

My introduction to no holds barred LW came at my own expense; during
the summer of 2002 NMI was completely destroyed by Vatican Mercenaries,
at the time owned by a member of the FWLM but operated by Rox. My first
major DP investment was lost in the course of these attacks and | considered
leaving the game. Lu-Fong, who owned the neighboring empire Yakuza
Blades offered to help get me back on my feet and forcibly evicted Rox from
my cities. | stuck around for this reason, and through Lu-Fong was
introduced to the Tikonov Commonality of the Capellan Confederation
(factions had just gone in).

| was a loyal member of CapCon for perhaps half a year before HoC
destroyed it as a viable alliance. | fought hard against the Harbingers, one of
few within CapCon that fought at all — most simply ran, or bought their way
out of the crosshairs. The players | faced were good, but somehow |
managed to defeat them. In a series of the toughest battles | have had to
face on Neveron | maneuvered a paltry army of a couple of light mechs, light
tanks and a single Centurion against a far superior mixed mech Company,
including DP mechs. Basically | took a hopeless farm to victory against a
hardened HoC raider. | appreciated the professionalism of my opponents,
and allowed them to retreat their last unit (the Raven) because it was a DP
mech. Nobody attacked me after that.

Shortly afterwards, as CapCon was falling down around me, Sly — who |
had been chatting idly with in IRC- offered to introduce me to the other
members of HoC. Thus did | make my way into main #HoC chat, and was
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offered a spot within the Harbingers of Chaos. This story is told in greater
detail in the HoC-CapCon War chapter. As a Harbinger | fought alongside
Pimp and Shaitan, especially during the summer and fall of 2003, when the
three of us were the most active Raiders in the entire faction. Those were to
me the best days on Neveron.

Since Shaitan’s 2003 Reformation | was a member of the HoC Council,
and between 2003 and 2007 | led the HoC faction Kommando Korps{HoC}.
As a HoC leader | spent half my time as an advocate of peace between
major alliances. The KK-CBS incident in which the Clans showed me such
incredible disrespect (that is written about in this book) turned me into a clear
hawk and | never again proponed or voted for peace in any matter.

| ended up leaving Neveron for five months (July-Dec 2007) in large part
due to my strong objection to the way Randy and Wayward operated the
game and a lot of the decisions they made which | felt and continue to feel
were responsible for the serious loss of players and the loss of fun. Above
and beyond all other things, | valued the affects of real player-to-player
diplomacy on the game, and over time diplomacy became a memory of the
past.

As of December, 2007 only three HoC members were left that were
around at the time it separated from LIFE: Pimp and Gunner, who joined
HoC a few weeks before the split, and myself who joined 29 days following
the split. It is a unique vantage that we three have of HoC, remembering both
Old HoC and New, and observing the changes that have made and remade
our alliance several times since 2003.

4

Michael Klien, a master of small unit tactics, began his Nev-career
sometime in the misty half forgotten days of 2001. His many adventures
ultimately took him from honorable Clan halls to the inner sanctum of the
HoC alliance. He stopped playing at some point in 2007.

In the many years Michael Klien spent on Neveron, he was always at the
helm of his first and only “real” empire: Frozen Chosen: U.S.S.R.. When
Taney quit Frozen Chosen, Klien spent the next year and a half as the
group’s only member. He renamed U.S.S.R. to Frozen Chosen and
proceeded to grow and eventually merge it. Klien holds more than a few
claims to fame, including the fact that in his time on Neveron his original
empire was never attacked offensively due to his uncommonly gifted ability to
in his own words, “weasel my way out of getting hit”.

Klien was a major component of Clan leadership until just after the great
Clan War of 2005. In a particularly stunning political upset, Michael Klien was
taken Bondsman by Dogmatic. Thus began his introduction to the world of
HoC.

There were numerous shaky moments within HoC Command, not
everyone was initially pleased with the recent addition, but eventually Klien
became a fixture and had fully aligned himself with his newfound comrades.
He never looked back.
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Klien’s real strength came from his ability to perform near miracles in
large scale war. He accomplished this through organizational multitasking
and a knack for cycling huge numbers of battle instances. At times he would
have more than a dozen IE windows open on his desktop, with another half
dozen on his laptop.

Klien from 2005 onward piloted to one degree or another for nearly every
active HoC empire. Some of his notable kills, accomplishments and
anecdotes include the destruction of V for Vanguard’s entire DP army, the
killing of a Nemesis with a single LRM-5 fired by a Shadowhawk, the taking
of over 1 million population from Highland Glucksberg with jump infantry and
renaming 0,0 New Terra, a goal he had held on to from his very earliest start
as a Clanner.

Also a notorious dueler, his first arena title was earned in a lance battle
against HoC's legendary Dragion. Klien won by the skin of his teeth, coming
out by 1 mech, a 5/8 LGB-OW with no ammo that managed to kick Dragion’s
BNC's head before it double punched his own legs off. Klien credits Dragion
with the inspiration to design his empire the way he did, and with providing
his first real inclination that HoC had honor and was not the monster it was
made out to be.

Klien says of his fellow Harbingers, “In fact, HoC is perhaps the reason
I've stayed with Nev as long as | have. In the beginning it was ‘HoC is evil,
we are here to kill them.” That kept me in the game, with the wars and the
killing. After a while | learned to respect your constant war log spasm of
victories. Dragion in the arena, who was a constant opponent of mine. It
finally led to the trial of possession where | was made a bondsman and
eventually a full member.”

T4 10
LI

+ 1

While HoC was still a faction in the LIFE alliance there was already a
bond between HoC and Genyosha. Necro ran Gen back in the day and in
those days he was the Freddy Krueger of Nev. | was able to meet Necro
briefly but sadly Necro had to leave Nev.

Genyosha after losing its leader was in visible turmoil from the outside. At
this time two leaders joined together to form Genyosha Prime. Wolf and
Jason both of which were crucial Neveronians.

Wolf would later become a close friend of mine and joined Cult. Sadly he
died. R.I.P. Wolf. His empire was named DIRE WOLF. The only time | have
cried due to Neveron was when he passed away. We will never forget you!

Enter Nimon: Nimon paid an exorbitant amount of $ for GP and bought it
from Wolf and Jason. Wolf needed the cash for his doctor bills as he was
dying a slow and painful death.

Again Genyosha was without a leader and again we could visibly see it
declining. There were a good amount of inactives who had left Nev due to
game changes. Enter Mad Mike.
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Mad Mike of Marauderville in RL is a true hero. Not the BS you read
about in novels. He is the real deal. During the Tsunami when he was not
healing the wounded and dying he would spend his spare time helping
people nail their houses back together.

| do not believe Mad Mike ever wanted to run the show, but it was left to
him to either lead or watch Genyosha crumble. INC he is a hero as well and
he did what was asked of him. At this stage in Nev | had developed early
Cult. Mad Mike took a liking to us- | have no clue why. | was honored to be
his ally.

Mad Mike reformed Genyosha and kept the Alliance alive. In addition to
being an incredible leader he is also an incredible LWarrior. During the first
and second Kizo Wars Marauderville smashed into its enemies and gained
serious rep, pop, and TC's.

It is important to note, during the HoC reformation we (HoC) were the
underdogs against Kizo. We were now facing Kizo, Clans and Allies, funding
by Zap, and to rub salt in the wound we were also facing Sly's old empires
which he sold to Nimon. It was demoralizing. We were outnumbered. And
we had lost our main Tank production empire and cash cow. Remember Nev
had war costs in those days- we had no funding, no organization, nothing.
And then Mad Mike stepped in.

During the 2nd Kizo war there were MANY Johnny come latelies. They
jumped in once HoC had climbed on top and they picked the bones of the
fallen. Genyosha was NOT one of these vultures. Gen jumped in risking
everything at a time when it looked like HoC was in a hopeless war. Mad
Mike risked everything he had coming to our aid. With his cash, tank
production, his mech forces, and most importantly - his guidance and
friendship - we were galvanized into a Crusade. At the time Kizo was
spreading lies and using dishonorable tactics to fight us.

Thank you to Genyosha!
Hats off to Mad Mike!
RIP Wolf.

From his first steps on Neveron in September of 2003, Malachi has been
a Neveronian force to be reckoned with. He joined UDC very early in his Nev
career and it wasn't long before his warlike tendencies and prowess on the
battlefield were evident. He joined Cult in time to participate in the UDC/Cult
vs Clans War. By early 2005 he had quietly slipped into various HoC factions
due to the close relationship between Cult and HoC. Malachi's main empire,
Ghost, is joined by his infamous Suitably Violent Empire, a veritable scourge
at level 5.
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Brought into HoC in early 2004, Mantis was perhaps Dogmatic’s greatest
contribution to the alliance. A strategic mastermind, his ability to outthink his
opponent is second to none, and Mantis has been instrumental in securing
victory in at least two faction wars that at the time appeared doomed to
failure, or worse. Those two victories, of UDC over NevCom in December of
2005, and Kommando Korps{HoC} over NevCom in August of 2006, were
simply unadulterated brilliance. Not only is Mantis a cunning General but he
is an excellent mentor and tutor, and has helped many new players get
beyond the chore that is Neveron to discover the fun.

In the fall of 2006 Mantis decided his time on Neveron run its course
(though luckily for HoC he soon returned, unable to give Neveron up
completely). Little more can be said about his impact on the game that wasn't

said in public mail at the time:

To: All other empire leaders

From: Maj. Rodger Maxson (Brotherhood of Steel - R
Subject: Mantis

Date Sent: 3/15/3260 11:20:00 PM

Your one of the greatest guys that has ever played,

the things you have done, esepcially last christmas
original NC, you sir a freaking legend and will be

RelLoad.

To: All other empire leaders

From: Cpt. Katrar [5] (Chaos2 [KK{HoC}])
Subject: Mantis

Date Sent: 3/16/3260 3:40:00 AM

To those outside HoC, Mantis is one of those player

never heard of but was instrumental in the defeat o
alliance or faction. An excellent nev strategist, h
dedication helped make HoC what it is. Though it ma
melodramatic, the ghost of Mantis will long be pres
battle whenever HoC is engaged in life or death str
the ghosts of Sly, Hippo and other great past HoC |

Personally, Mantis, let me state in public that it
pleasure and privilege to be your faction leader an
always embodied the highest virtues of the HoC alli
comeraderie, selflessness and tenacity in the face
be missed.

Katrar

To: All other empire leaders

From: Maj. Leo (Northwind German Shepherds [SC {
Subject: Mantis....

Date Sent: 3/16/3260 4:50:00 PM

It has been an honor, and a privledge, to be associ
all of the ways that | have been so fortunate to ha

Thank you, for your contribution to everything. | w
all of your endeavors.

eloaded [VI])

ill never forget
against the
missed by all.

s you probably
f your empire,
is expertise and
y sound
ent on the field of
uggle, just as are
egends.

was my great
d ally. You have
ance: deep
of danger. You will

HoC}])

ated with you in
ve been.

ish you well in
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To: All other empire leaders

From: Maj. Soldier 25634851 (1st Federated Suns A
[DBF])

Subject: Mantis

Date Sent: 3/16/3260 9:50:00 PM

Be well, friend, as you will be missed.

To those outside of HOC who never had the opportuni
priveledge, to meet Mantis, | extend my sorrow. He
the most Gracious of opponents, the most Supportive
Enlightening, and Helpfull, and....just an all arou
person....that you were happy to have been able to
battle...type people. It made the game fun, winning
that is something thats hard to find.

Be well, Mantis, you are a BRILLIANT Warrior, and a
strategist, and your presence will be sorely missed
camaraderie and fun (mostly fun, and humour) you pr
for playing, and making this game that much more fu
me extend my Respect, as you are truely one of thos
have never heard from you, or even OF you, but if y
specific Battle, or Battles...they will say Oh YEA!

a whole new level of understanding is achieved.

Take care my friend, in all things.

MasterofSporks

To: All other empire leaders

From: Maj. Dogmatic (The First Circuit [DBF])
Subject: Mantis, a True Nev Original

Date Sent: 3/17/3260 11:20:00 AM

If you were an opponent of HoC in the last several
played opposite Mantis, probably without without ev
innovative style of game play, strategic ability an
has almost no equal in Neveron. He was truely the g
a superior tactical weapon in his own right!

Mantis,you will be sorely missed. Take care my frie
wishes in your future endevors. The honors been all

Dogmatic

To: All other empire leaders

From: Cpt. Nova Geist (Chrono [UDC-UR])
Subject: Mantis

Date Sent: 3/17/3260 11:30:00 AM

From all the trenches and fighting holes we faught
| want you and the rest of Nev to know what a disti
fight next to you in combat. Your ability to motiva
keep the momentum going is, to me, one of the reaso
UR/Kizo Far.

Your upside down question marks will be missed.

Alucard
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| joined Neveron during early April 2003. | had decided to play Neveron
because fallstar had invited me and | was an avid battletech fan (but never
played the tabletop game).

I had only played for a month before fallstar got attacked as we were both
were unfactioned. Fallstar was given a hand by Kato's younger brother Zeus
who drove the raider away and gave him the chance to join the Katrar's
Kommandos faction. Fallstar also sought permission to have me join the
faction, which was approved. After that, | remained faithful with HoC from the
beginning to the end. Over the course of the past 4 years | have only owned
two empires: The Periphery and Ables Aces, both which were in KK{HoC}.

| had told Kato that | would leave Neveron and that he should take my
empire and give it to someone who needed it. He said that he would try his
best to sell it or give it a new home in return for proofing and adding
information to the HoC archives. It wasn't long after that talk, that Kato left
Neveron, and Frui with Buc came and took hold of KK{HoC} leadership. |
held onto the empire until mid-October 2007 that | had to remove my ties with
the empire, and offered the empire to Frui who has now taken control and
renamed it to The Fifth Crusade. It has been a long road ahead, but | don't
plan of burning all bridges with HoC as | made many friends during my stay.

Present and former affiliations: unF / OBA / Gen / HoC / DD.

| started playing Neveron in 2003. I'd been playing the Battletech MUDs
since 1992. Had a good, if infamous reputation on the MUDs. Was known for
my aggressive and effective combat style and leadership. Some (in)famous
but true stories about my BT MUD experiences included:

Commanding a battle while in a shut-down battlemech hidden in a
lake, giving orders to people over two RL hours travel time away --
and winning

Commanding battles and giving orders (and, WINNING those battles),
while an ejected mechwarrior wandering around on foot

Driving unarmed tow trucks in battle, using them as recon units,
giving orders, and winning

Running around with my mech an inverted 'Y' -- a head, a center
torso, and legs. Everything else shot off -- and winning battles.

The Battletech MUDs were great -- built a lot of long-term (online)
friendships. After a really good 10+ year run, the MUDs started to lose
players (people getting older and graduating college and moving on with their
lives, finding other, more graphical games, etc). In late 2001 / early and mid-
2002, a bunch of the battletech MUD'ers started playing this online battletech
game called "Neveron." | resisted until about 2004 or so, when | started Nev,
and saw that the battletech MUD people were really well-established on
Neveron.
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| started a small empire in OBA. Named it PendoPendo. Grew it, slowly.
My first big battle was defending Fen from a raid by Hart Industries, back
when HI had its 5/8/5 movement Nemesis and 11 30+ rep uber-Griffins)... me
Fen Dag and Warren trying to fend him off with THGs.

I've fought numerous wars, mostly with other people's empires (BP'ing,
handling econ and logistics, etc). | slowly, slowly built PendoPendo up into a
rock-solid L10 -- until October of 2006, when Purgamen got into a pissing
contest with unF high command, and, using a war login that I'd granted him,
TRASHED PendoPendo

Within 2 hours, what had taken me three years to build, Purg trashed:

All mechs *SCRAPPED*

All mech pilots *FIRED*

All tanks and towers *SCRAPPED*

Two 1k and an 80k residential, BURNED

All Tech Points dumped

6 TC's burned

All spare parts and mech armory and resources dumped
Most of my factory and comm's cities burned

All my cash sent out of empire to various NC empires
The empire was booted from the unF faction

My only saving graces were that 1) | had several thousand spare tankers
in storage (a product of an aggressive training cycle I'd been conducting for
some months prior), and 2) the fact that my friends and allies in unF and HoC
and Gen were very generous and helpful in helping me rebuild. I've slowly
consolidated PendoPendo into a fairly solid L9. I've been spending most of
my time (and, over 140 billion Nevdollars) fixing up a friend's L11 empires --
hence, my nickname of $pendo :)

$$
+ 1

Pimp started Nev at the same time | did. We began chatting early on
because we both enjoyed LW. Unlike me, however, pimp did enjoy research
and production so we developed very different empires and had very
different war strategy.

There is still an "Old Guard" so to speak in Nev. These guys were around
back when Nev was a Mech Game and they still have those old ideals. Pimp
was amazing because he kept some of those ideals while still adapting to
every game change. Like Sly and Hippo, we were Mech hunters. To this day
Pimp enjoys nothing more than when players are silly enough to throw
mechs at him.

My story begins with Mad Man. There was never a limit to donating in
Neveron (take Shade for example) so if you were the man OOC you were
also the man INC. After a brief reign as Nevlord, Clan Wolf was dwarfed by
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MMM (Mad Man’s Marauders). Mad Man or MM was a fearless LWarrior and
would throw his MAD-4A bat at you without blinking. Pimpslap had somehow
offended MM (yep we all know Chad and love his grit!) so MM decided to
teach him a lesson. There were no war restrictions in those days so you
could hit anyone. What a wonderful game of consequences! | so miss Nev of
2003.

Pimpslap had no where near the mech forces of MMM. Mad Man had a
lance of Rhinos that had actually reached -12 gunnery! (I have no clue why
Nev allowed for such skills but it did) 36 MAD-4A all -5 or better and
countless other mechs for support. MM also had the largest Pilot pool of the
day with Clan/KG/STB as allies. MM was a good leader and had a strong
following. This was the Russia vs. Afghanistan of Nev. Thus enters Pimp!
Pimpslap understood Nevwar early on. Factors such as RL time, RL pilots,
etc are more devastating than any Rhino. Pimp protracted the war out to
crazy hours until finally MM was forced to call it off. He literally ground
himself out. This was a foreshadowing of things to come. Pimpslap had
proven himself against all odds. He now had a reputation for voicing his
opinions brutally but at the same time for being a top LWarrior.

As | said Nev at the time was a game of consequence. If you mouthed off
in chat you could be attacked for it at anytime and anywhere. And in those
days you could actually wipe out an entire empire. So amazingly fun! |
imagine our enemies would login one day to find their entire empire gone.

There is relevance here though. It was wars like this and people like Pimp
that gave a face to HoC. Everyone hated us, but they could not do anything
about it. You could not hide in those days. Pimp may never have been
termed a leader per say, or given himself a rank in HoC, but he was always
there. Always a Leader. Always fighting 24/7, and was a back bone of HOC
for its entirety.

$ $0()%1

To understand my story | feel | must start from the beginning. | started
playing Neveron far as | can tell the week of Aug. 15, 2002. | remember my
friend Maverick telling me he found a cool game about BT and thus it started.
| remember dueling after i made my empire, man those ar-f fights sucked ass
then as much as now. After a few days of dinking around with ar-f | saw the
donation option and so | sent in $100 and started buying Mechs and starting
building what became my first empire 1G-Highlander. IG-H from the start was
a research and production empire, | spent lots of time reading the donation
options and quickly figured out | could make zones pure buildings and then
with dp double them for effectiveness. | also came to realize if | was building
a farmer empire that | would need muscle to protect it, and thus my dp
empire was born IG-Mercs.

| quickly became adapt at Iw, spending all my time killing off other
empires completely from the game. My friends who | joined the game with
had also created factions, and we soon had created the IGDL Iron Gorilla
Defense League. While we were basically unknowns and noobs we also
gained the help of a few old time vets, such as Thedeadlyshoe, and the
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notorious Rox. While I'm sure Rox would tell you he taught me everything in
fact his biggest help was his friendship and being there. Rox also had some
other people he played and | was introduced to Primera who | quickly
became fast friends with.

Using Rox’s contacts in the game the IGDL fast became a force onto its
own, we had high-tech repair bays, a overflowing supply of vechs, and a
never ending stream of victims. The IGDL was a aggressive LW alliance,
built upon other peoples empires. We would pick a faction and have
everyone dow every empire in the faction. This resulted in overwhelming of
the enemy, and quick wins with little loses on our side. This success in away
brought about the demise of the IGDL. From among our success we gained
powerful enemies, who would soon attack us.

We had grown into a strong alliance counting about 3-4 factions. The
biggest empire my level 9 IG-Highlanders had grown from my land war
victories, as had every empire in IGDL. My DP empire 1G-Mercs had became
a top notch and well known and respected War empire and at level 7 boosted
DP mechs such as the Stone Rhino, and multiple Highlanders. As my
empires had grown so had my friends, we felt like we could fight anyone in
the game and compete with them, and soon this would be put to the test.

Far as | can tell in the spring of 03, probably March-May timeframe the
IGDL alliance come under attack from several Enemy factions, including the
KG and MMM. At this time in the game the Clans with MMM'’s backing was
thought to be unbeatable with their overwhelming Mech armies, but times
had changed and a new item called towers had just be put into the game.
These were hardly used and most showed outright disdain for people who
didn't field mechs, but they would be change the game forever.

It seems in my battle lust | had destroyed several KG members empires,
and their wife’s empires. This would not stand, and orders came down the
command line to remove the IGDL alliance from the game. | remember
getting a call about 4 pm or so from Rox saying come home now we just got
hit and its real. Upon arriving home | soon found most of the IGDL being
attacked by multiple empires. Rox had hired well known mercs to help out
and soon Gmoney and his merc empire was fighting for my sister faction FL's
life. My empire was under attack from the infamous Clan Wolf empire, which
was known to field several mechs battalions. It was in this time that | meet
some new people who would pilot for me. Dragion, Tien Lung, Chellyn, and
others who’'s name has faded to memory, fought with me. They all knew Rox
and had agreed to help me out. With my sister faction getting hit, my defense
was soon put on my shoulders. As | told all help to help my sister faction.
This proved to be a blessing, and while the fighting was fierce the empire that
had invaded was soon agreeing to leave and end that assault if that empire
stayed out of the looming war. We quickly agreed thinking this was a quick
attack and would be over soon. This proved to be just the start, of a battle
that would wage for weeks on end. | had lost most of my mechs within the
first day of the war, they had invaded my home zones and found my repair
bay with mechs. Sending in a mech battalion to fight against my odd
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company or two, | was soon faced with fighting a retreat as | watched my
level 5 repair bay burnt to the ground before me by the invading mech force.
It was this action that made me realize they weren't invading to take some
cities, they had come to remove my empire from the game. After retreating
about 1/3" of my original mech force | quickly bought what new mechs |
could, reformed and re-attacked the zone as soon as it ownership passed to
Clan Wolf, they had not expected a counter attack, and their already
damaged mechs were spread out across the zone. | ordered pilots to kill all
mechs and take the zone with force. After taking this zone with loses on both
sides, combat for the night died down, | spent hours cleaning up and setting
up towers around my empire in case | was attacked again. This proved to be
a blessing as the assault was quickly started again soon after. | cant honestly
say what forces | ended up killing and lost, the conflict lasted for probably 3-4
weeks, with nearly nonstop attacks by both sides. The clan empire by this
point had taken nearly most my cities, out of my starting forces | was down to
about 6 mechs, and a handful of vechs. | can honestly say | never thought of
just quitting, or losing, | just knew if | kept fighting something would happen,
and soon it did.

Empires in the IGDL alliance had started a massive raping of lower level
KG empires. Using our pilots and well known empires we killed off entire
factions of KG lower level empires. They had all pilots trying to kill my empire
and this soon proved to be the cracking point as more and more people lost
their empire and called for a ending of this non-ending war. This is when |
meet zap, he was the owner of Clan Wolf and agreed to end the conflict if |
returned land | had taken from KG empires. We quickly came to an
agreement which would see me with most of my empire returned, outside of
zones | had taken from KG empires, and IGDL would cease killing off lower
level empires in KG.

From talking with several members of KG over the course of the conflict |
soon realized that most of the hate from KG was directed at a member in my
alliance and not myself directly. This person was Rox. Most who know Rox,
or of him, only hear the horror stories, but ill be the first to say | have not had
a finer friend in my darkest hour then him. His support and more importantly
his friendship saw me through the darkest hour. But with all friendships come
strain, and soon Rox would strain even this relationship to the breaking point.

The aftermath of this war has probably done more then anything to put
me on the path | took in this game. The far flung effects were felt on every
corner of Neveron, as the once unbeatable KG and Clan empires were
shown to be very beatable, and a once very small player in the game to
become a name that was whispered by all. Pimpslap.

For a while things went back to normal, but this wasn’t to last, and | soon
found my empire once again under attack. This time it wasn’t another same
level empire, it was MMM the biggest empire in the game and he had
brought his Rhino lance. He was moving toward a city and | used forces in
the zone to counter and trap the Rhino lance. MMM hadn’t Iw in ages and |
had lw nonstop for months, it was easy to trap him and then | bluffed my way
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out of him further attacking my empire by declaring he might kill my empire,
but he wasn'’t leaving with his Rhino’s. Having just witnessed my month long
conflict with KG, MMM decided threats was better then action and agreed to
leave. | quickly started talking with MMM and soon found out his Ire was with
Rox. | came to realize that as long as | supported Rox that | would always be
in this same situation and never grow much beyond my current level. It was
at this time that | removed Rox from IGDL.

After removing Rox from IGDL and having lost 2-3 friends who grew
disinterested after a month of constant war, | was alone in Neveron. | quickly
looked around and having friends in LIFE, GEN who had piloted for me |
talked to them and | talked to my next door empire neighbor, who | also
talked LW shop with, Hippo. | was soon invited to #HoC to get talk with
people. And it was at this time that | applied to join the LIFE alliance to be
with my new found friends, the Harbingers of Chaos. HoC at this time was a
single faction within the LIFE alliance. Most of LIFE was already showing
signs of disinterest with the game. That coupled with a multitude of meetings
to get anything done had left a distaste in many HoC mouths. When Sly
sponsored me to get into LIFE he was meet with stiff resistances as many
knew of my war with KG and with MMM and didn’t want to add me in fear of
them. After hours of debate it was agreed | would join LIFE with my Faction.
Sly was furious with how this was handled, and with the overall state of the
LIFE alliance, sometime about a hour after | was a LIFE member, Sly
announced that HoC was leaving LIFE to form its own alliance, and so HoC
was formed. With pulling out of LIFE, HoC had to create more factions to
hold its members, it was at this time that hoc went from a single faction, to a
multi-faction alliance, it was also at this time that Sly created his new LW
faction.

Soon after joining HoC we went to war, | remember not with who, but this
was to be my trial so others could judge me. At this time HoC would attack
the FL with Irregulars while others hit other empires in faction to remove
threat. This war went off without any hitches and | was quickly on my way to
becoming a HoC trusted member. Soon after this conflict Sly entrusted to me
the building up of Irregulars to make it the empire killer HoC needed to
assault big factions. Most Iw empires at this time was centered completely
around DP assault mechs, and HoC was no exception to this, but it soon
became a empire killer empire, with scout companies for lighting assaults
which would become the cornerstone of HoC success.

| spent a lot of time in the next few months learning combat and Iw from
the best.

Sly, Hippo, Helldoggs, Akula, Dragion, Skinwalker, Gunner, AD, Kynari,
and others.

Things for a while was awesome, | had new friends, a new alliance, and
support to back my land warring. Also during this time some of my old
members also joined HoC, people like Primera and Jimbob who had been
with me in IGDL was now part of the growing HoC family. But this is Neveron
and things don’t stay the same for long. War was brewing.
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Originally a UDC member, ReLoad ran the level 12 empire "Brotherhood
of Steel - ReLoaded" and the 3000+ reputation level 7 empire "Prophetic
Sons". Joining HoC in mid 2004, he soon became an integral and highly
dependable HoC workhorse.

RelLoad's two proudest moments are still stories of legend. The first was
the finishing of the Great UDC War with 1st NC, in which he hotdropped a
company of MAD-4A's into a single city level 7 deep within 1st NC's core.
With Pimp harassing him with "aren't you done yet?" every 5 minutes, it took
just over 23 RL hours to finish the conquest of the 1k capital city. Ultimately
the city fell, after the NC empire had suffered 89k bv in losses. Amazingly,
RelLoad did not lose a single unit during the entire engagement.

The second was the taking of over 1 million population from Highland
Glucksburg, along with dozens of TC's, and the destruction of several million
accompanying BV for minimal losses. The destruction included the highest
ranked IMP battalion in the game.

RelLoad was involved in one of the famous Nuking incidents, when
nuclear weapons were available in-game. Gunner, exhausted after 24 RL
hours fighting inside Babenburg, handed over his half depleted and battered
Ostroc battalion to RelLoad. Loader piloted an additional 12 hours, finally
taking the zone. It was at this moment that Nevstaff chose to detonate the
nuclear missile, thus razing Babenburg and placing Gunner once again into
folklore as Neveron's nuke magnet.

Controversy did not escape RelLoad, particular when he was given the
coordinates of a 4 Stone Rhino unit owned by Lumpy, which was preplaced
in a favorable location. ReLoad attacked and killed the four legendary Rhinos
and an assortment of other DP mechs. A support TWAC tank fired the final
killing shot with an AC2, taking out the last Rhino and gaining itself over 140
rep.

As an Australian, RelLoad participated in the Oz/East Asian time zone
battle shift, often taking over as those in the USA went to sleep (and vice
versa).

He left Neveron in May of 2006, shortly after meeting his HoC comrades
at the last Neveron convention in Las Vegas. He has the rare distinction of
never having had an empire surrender despite his many land wars, an
achievement shared by only a handful of fellow warriors.

+

Once a well regarded member of HoC, Scout was one of a small number
of HoC members that abandoned their fellowship to save themselves during
the early dark days of the HoC-Clan War of 2005. Scout ended up in I1ZW,
assisting the training of new lzanagi Warriors against his former friends and
allies in HoC.

=+
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Though an infrequent Neveron player, Sevtron was a member of the
guadruple menace that was Dogmatic, Katrar, Zeus and Sev (tron). Known
more for his IRC antics than his battlefield prowess, Sev was primarily a
dueler and operated an empire within Kommando Korps{HoC} (2”d Chaos
Corps) until it was absorbed into Chaos? in 2005.

+. 2.

An early member of HoC, Skinwalker was once a valuable and well
admired member of the alliance. Following Sly’s departure Skinwalker left,
becoming a major Anti-HoC financier and major opponent of his former
friends.

+

An original founder, Sly owned Duchy of Small and Irregulars, two of the
most powerful empires of their time. It was Sly’s original idea to break from
LIFE, and form an independent Harbingers of Chaos. His decision would
continue to resonate throughout Neveron for years to come and prove to be
perhaps the most significant political action in the planet's history. In
September of 2003 he sold his empires to Nimon, and quit the game
suddenly, leaving HoC to face its great Reformation.

=+

| Joined Neveron early on but remained inactive until Warfare was coded
in. | was a Pilot during the FMLL vs. Clan/lMMM War. | had my own empire
shortly after which was a lone Cicada. | entered the top 100 Empires by
Reputation at that time with my single mech. Sly who was a leader of LIFE
had started "The Irregulars" a faction built for LW and raiding. | became the
first member who was only an Irregular. Unlike other players- my War
Empire was my only empire. After joining, | decided it was time up my game
and so my Cicada gained 4 shiny new MAD4A body guards. Soon conflicts
arose that forced Sly to cut out all non HOC members from the Faction. At
that time HOC became its own Alliance. | was invited into the #HOC room
and became a political figure. The day the Nemesis HOC mech was built on
Neveron, | had one shipped to my Empire to replace my Cicada. Soon | was
in the top 10 units for Reputation. The two most famous Nemesis mechs
would be my own and my Mentor’s, Hippo. The top 100 Rep unit during my
early days was HellDoggs' Stone Rhino "Blood Drinker." In the height of my
carnage my empire only fielded 7 Mechs (2 of which were Sensor Warfare
mechs Raven and OTT). | took zero casualties during the Kizo war and HOC
pitted me against SRTC which had multiple Assault Battalions. By the end of
the first Kizo War, my Nemesis, "Shaitan", was the #1 Unit for Reputation.
During the HOC reformation it became apparent that Kizo had targeted me to
be their example. My empire was a Raider and was not suited for large scale
warfare. Once again | was forced to adapt. Funded by Jimbob of Styk
Commonality- | fielded 2 battalions one of which was a DP heavy Bat
including 2 companies of MAD4A. Although | destroyed famous mechs
including top 100 Rhinos, and destroyed several regiments’ worth of mechs,
my main contribution was as a political figure. | worked hard to pull HOC
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together after Sly's self exile from Neveron. In my time | have been called
"one of the best LW players." | will let others judge me. | would like to
instead point out the following: Hippo, Pimpslap, Dragion, Gunner, Mad
Mike- were some of the most incredible LWarriors of my day. In late 2004 |
left Neveron due to several reasons of personal nature. Over the years |
have tried to again become involved but Game Mechanic changes that ruin
my style of play have kept me inactive.

+ 4)

| discovered Neveron in August of 2005. After stumbling around in
confusion, | met Dogmatic. He advised me, and invited me to join Kommando
Korps of the HoC alliance. Best Nev decision | ever made. KK-HoC is a
close-knit group, and has come to be family. Mantis became my teacher,
always there to answer questions and suggest solutions. Match the joker,
always making me laugh. Kato the soldier, leading by example from Iraq.
Mechj the eternal optimist from Down Under. Frui the fighter, always on the
attack. Those that left, those that joined, and those that stayed. All brothers.

My first 2 KK faction wars | was a mostly a spectator, too new and weak
to fight. The third and fourth, | piloted in many battles for Chaos?, this great
empire always victorious. Numbers 5 and 6 were brutal affairs. Kommando
Korps destroyed their enemies in short order, our targets scrapping units in a
mad scramble to surrender and avoid losing more cities. We have
progressed and grown into one of the best factions on Neveron. We are
rarely attacked singly, and avoided by all as a faction.

Along the friends | have made, my greatest source of pride is being an
empire in the Harbingers of Chaos. Seldom defeated in battle because of the
skill and number of our pilots, we have stood against all assault, and sent
many empires, factions, and alliances to the realm of history. Kizo, Neveron
Commonwealth, Free Worlds League, and Clans beyond count now only
exist as memories. Yet the Harbingers of Chaos still stand.

3

A member of the Dogmatic, Katrar, Zeus and Sev quadruple threat, Zeus
was a HoC member between late 2003 and late 2005. His empire ‘Zeus’
eventually became the 3" Chaos Corps and was deployed both offensively
and defensively in support of HoC operauons numerous times before it was
finally absorbed into Katrar's Chaos?. 3" Chaos Corps came into the Nev
spotlight in May of 2005 during the Clan war, when a DP heavy raider
repeatedly crashed itself into Zeus’s 1k fortress zone, providing Zeus with
hundreds of reputation, major morale boosts, numerous skilldowns, and
hundreds of Kills, for the loss of but a paltry handful of tanks and some tower
ammo.

Zeus routinely deployed his assault mech company in defense of HoC
friends and allies , saving more than a couple through shows of force that
caused an attacker to withdraw.
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At the height of the great alliance wars a LW primer was produced to aid
all HoC warriors in achieving consistent success on the battlefield. CaBhaal,
a warrior of legendary skill and ability, wrote what became a closely held
HoC secret: its bible of land war. Study and adherence to the HoC War
Guide helped produce many competent warriors within the ranks, and helped
produce an alliance culture in which everyone was on the same page, and
capable of feats of cooperation matched by only the fewest of its enemies.

The HoC War Guide is now a relic. The kind of war it describes and many
of the strategies and tactics it suggests are irrelevant on today’s battlefield.
Thus it has been declassified and approved for exposure as an historical
document.

Table of contents:
Introduction
I. Defensive Doctrine
A. Concept of defense

1. Why defend?
2. The 2 methods of defense

B. Basic rules of defense
1. BP Values
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My name is CaBhaal and this is my guide to LW. Thanks for taking the time
to read through it. It is my goal that new and experienced players find some
information in this guide that will help them Land War (LW) more effectively.
By no means is this guide definitive. It contains the techniques that have
worked for me at low levels. Other players will have differing views on what
works. You will need to find methods and techniques that work for you.

This guide will cover the basic rules to keep in mind for LW, preparation for a
successful LW, as well and how to conduct a LW. | break LW down into 2
types, defensive and offensive. We will look at defensive LW first.

* K

Neveron is a war game. In war there are always two sides, aggressor and
defender, winner and loser, boaster and whiner. You cannot be on the
offensive all the time. You cannot be logged on all the time. It is imperative
that you have properly set up defenses appropriate to your level. It does not
matter how many cities (infra) you take, or how nice your infra is if you
cannot keep it. This section will guide you through properly setting up
defenses in your empire.

2,

There are 2 common methods of defending an empire. Each is better suited
to a certain level of empire and each has pros and cons.

1. Spread out method: This method will have your cities all over the map.
The objective is lots of small cities, each lightly defended with your BV
hidden away. Low level LW empires will acquire this method of defense
naturally over time as they acquire cities from their opponents. There are 2
things that make this method of defense effective. The first is the amount of
money your opponent will spend trying to take all of your infra. The second
advantage is that it preserves your offensive force to fight another day.
Disadvantage is that if someone has the cash on hand, you can lose all of
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your infra.

2. Fortress (Centralized) Defense: This method of defense involves 1 or
more large cities that are highly defended. Higher level empires that can
afford nice defending units like towers and vehicles will tend toward this. The
advantage to this method of defense is that it allows you to be very strong in
one place, making it difficult to take your infra. Attackers will need to invest a
lot of time and units to take down your city. Disadvantages to this are that if
you lose your city or cities it will cripple your empire. Also, large cities tend to
attract attackers looking to take some nice infra.

Most empire defenses will tend to fall between these two points.
#(

BattlePlayer (BP) Values, | cannot stress this enough! Set BP values for all of
your empires. This will allow faction mates to control your units while you are
off line or away. Also, consider giving a BP login to your FL or a trusted
friend. Being able to actively fight a war instead of merely controlling units in
battle will make a huge difference to an empire’s ability to defend itself.

+

This is another point | cannot stress enough. If you cannot see you enemy,
you cannot know your enemy. If you cannot see your enemy, you cannot
shoot at your enemy. Inadequate sensor coverage gives your opponent the
ability to move and attack unseen.

You start with a basic tower design with sensors. Use it! They do not cost a
lot to make defending your empire at all levels much easier. If you are using
Indirect Fire (IDF) Towers, they become useless if you cannot see your
opponent.

$

Active defense means attacking them when they drop in your home zones.
Keeping them engaged and taking their DZ away from them. The objective is
to keep them out of your cities, harass and destroy them. You need to have
someone logged into the empire for this type of defense. BattlePlayers
(BPers) cannot actively defend.

Passive Defense is letting your opponent do what they like when they like.
This is the only method of defense available to a BPer. They will be able to
control units in combat, but little else.

Active defense requires that you have cash on hand to DoW, LC units and
retake your zones and cities. If you get caught in a defensive war with no
cash on hand, prepare to lose. It is important to maintain a war chest!

Active defense is vastly superior to passive. Over time any attacker can
overwhelm a passive defense. By granting them the initiative to move and
attack freely, you diminish your ability to effectively defend your empire.

(%
Speed bumps or Bumps as they are called in Nev, are cheap units placed in
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a zone solely to delay an opponent. You should place these around your
cities to deny your attacker quick and easy access to your zones. It restricts
his movement and makes them spend time clearing them out. Bumps also
have the benefit of hiding where your mobile units are, since all zones
around the attacker will show up as having units.

Time is important when you are being attacked. Bumps give you time to get
online and start defending. Bumps give your faction mates time to see the
attacks and counter for you. Bumps give you the time to move units into the
area to defend the city.

$

Defensively preplacing units gives you the ability to put units where they will
do the most good. If you do not preplace your units, they can start anywhere
on the map, including terrain they cannot move out of.

For passive defense, putting all units in the center of the map is common.
This allows them to move to any of the 4 edges of the map to hit attackers.

If you are logged in and actively defending, preplace your units on the side of
the map your attacker is hitting to maximize your ability to deal damage
quickly. Attackers are limited to 36 units at a time and cannot take many
losses.

When you are selecting units to defend your city, pick ones that are
appropriate for the terrain. Hunter Tanks and other LRM units in hilly terrain
do not do a good job of defending. They will be easily destroyed by IDF or
more maneuverable units. Likewise, short range units in open terrain will be
outrange by LRM and PPC units and easily destroyed.

Also, you can use terrain against your opponent. Hitting his mechs and other
units in hilly terrain with appropriate units outside your city can allow you to
defeat a superior force.

)

Neveron is not your typical online game, where you level up as fast as
possible. Empires of the same level are not always equal. By leveling up to a
higher level prematurely, you expose yourself to attack from superior forces.
It is much better to be a high level 6 than a low level 7. Many people keep
track of empire levels in Nev, waiting for that chance to hit a weaker
opponent.

Always know what your pop + bv equals, and how close you are to the next
level. There are fewer techniques than there used to be. The only methods
available to us now are deleting/transferring infra, or scrapping BV and
storing the pilots in geckos. If you have OMT and trainer mechs unsuitable
for LW, put your mechs in the dueling stable. BV in the stable does not count
toward the empire total.

# $
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As previously mentioned, defending units in a city should be appropriate to
the terrain. It is never a good idea to store your mechs in your city. Mechs do
not fight well on Al and are easily destroyed. Tanks and towers will be the
mainstay of your defending force.

Indirect Fire or IDF units are the backbone of city defenses at levels 5+.
These types of units can fire long distances in any terrain without direct line-
of-sight (LoS). IDF will allow you to do constant damage to an advancing
enemy at range. Just remember to have those sensor towers out so they can
see to shoot! IDF units are typically towers, but can be vehicles as well.
Snipers are the most common IDF vehicle. Ripostes are cheap, but not very
good, they lack mobility, range and turrets. Steer clear of them. IDF
Demolishers and Behemoths are expensive and easily outranged and critted
by SNP.

IDF will find it impossible to hit fast units or units that are too close, so you
need to have appropriate close-in defenders as well. Vanguards, GRD-2’s,
Manticores, Zhukovs and many other tanks are good in this role.

You may also want to consider having units for killing the different types units
your opponent can bring. Energy weapons do little damage to infantry and
IDF and LRM ammo is too precious to waste on them. A few dedicated AlV's
(anti-infantry vehicles) are useful for getting rid of these pesky intruders.

2

Towers are one of the cooler aspects of Neveron. With these you are able to
design and construct stationary vehicles of mass death and destruction. They
are also able to fire weapons at longer distances than other units. Because
you are able to design your own, it is common mistake to make towers too
specialized or have fatal flaws. Here | will give you some common tower
designs that are proven to be effective in combat.

IDF-5 Tower:

75 CF
2x Range
Turreted IDF-5, 60 ammo

This tower is the backbone of a city’s defense at any level. When
placed in the center of the map, it is able to hit any hex. It is deadly
when placed in large numbers, killing assault mechs and vehicles in
a few turns. Fast vehicles (hover) and quick mechs will be this
tower's bane. Use close up defenders to protect your towers from
these harassers. Be careful not to place too many of these, as the
cost will quickly add up.

IDF-2 Tower:

50CF
1x Range
Turreted IDF-2, 90 ammo

This is a cheaper variant of the IDF tower design concept. It does not
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possess the range the IDF-5 tower does, but has more reloads and
more armor. This will allow it to stay in the fight longer.

LRM-5 mk Il Tower:

50 CF
2x Range
2 Turreted LRM-5 mk II's, 24-36 ammo per launcher

This is a long range tower capable of critting vehicles and killing
infantry at long range. Place in flat or on peaks in moderately hilly
terrain. It will be ranged by Sniper IDF.

Large Laser Tower:

50CF
2x Range
Turreted Large Laser

This is a long range energy weapon tower. It uses no ammo and will
fight until destroyed. It is capable of kiling enemy vehicles and
mechs at range. Place in flat or on peaks in moderately hilly terrain.
It will be ranged by Sniper IDF.

Towers above 75 CF are rarely worth the cost. It is better to use more towers
of a lower CF than a few high CF towers. Maintenance costs go up
exponentially as well as research costs.

+

Ample use of your starting sensor tower design will ensure you always know
the opposing force and their location. It will also allow your IDF units to see
the units they need to be killing. Sensor towers die fast in battle, it is better to
have too many than not enough.

Also, consider having a TWACS in each city zone for additional sensor
coverage and ECM capability. ECM will make it harder for the enemy to see
your units to shoot at them. The best battle is one in which the enemy never
even gets to fire!

$

Use the terrain to your advantage when preplacing your units. Place IDF
towers in low spots or trees in the middle of the map when possible. This
makes it harder to see and hit them, maximizing survival time in combat. Do
not clump the towers too close together. A tactic some people use is Hot
Dropping an ammo laden mechs into your zone and walking them into your
tower cluster. The resulting ammo boom will devastate clustered towers!

The close in defenders for your towers need to be preplaced at the base of
the towers. Their purpose is to protect units trying to get within the IDF’'s
minimum range. Throwaway units like jeeps, geckos and AlV’s are better off
not preplaced so they start all over the map. They are more likely to start
close to the enemy’s position.

($
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This is easily the most overlooked aspect of defensive preparations. There
are several advantages to having bumps.

Many people using jump infantry to acquire a DZ. They are hoping for a zone
with no bumps in it. A stealth tower is unlikely to be spotted by infantry, and a
piloted gecko can kill infantry. No Dz, no worries.

Bumps also make your opponent spend time getting where he wants to be:
your cities. This gives you time to LC in a counter force, organize defenses
and find pilots.

Bumps make it easier to trap opposing forces. To your opponent it looks like
every zone of yours has units in it. This allows you freedom of movement and
invisibility. Use that against them.

H ,$

Color *all* empires around your cities, and check the area frequently. Not all
DZ's will be hotdrops on your zones. It is much better to drop on some
neutral or friendly empire’s zones. There will be no warning in your faction
war logs.

Know who your enemies are. Look for new arrivals near your cities belonging
to an enemy faction. They might be moving in a strike force to hit you,
prepare for it.

Generally it is a bad idea to keep your mechs in your biggest city. Mechs on
Al are easily killed off. Plus it places your best offensive force in a defensive
situation.

On the other hand; keeping your mechs in some obscure empty zone
somewhere can be just as bad. If the zone is discovered, it is easy to move
in a higher level empire to kill the mechs with superior forces. I've seen it
happen. :-(

A common method is to store your mechs in a city zone surrounded by a
higher level. The fact that it is a city makes the attack costs large enough
most big empires cannot afford it. Down side is they are in a city, which is still
a target in LW. Pirates are also more likely to hit a city zone. Pirates ABRing
on your mechs might critically damage or destroy them.

# -$
I3

The enemy will be must vulnerable just after they taken their DZ and before
forces have LCed in. This vulnerable period will be at least roughly 25-30
minutes. This time may be less as class levels are added to the game.

If you can identify the DZ by either an attack on your empire or spotting it on
the map neighboring your zones, you have a good chance of removing the
drop unit and preventing enemy forces from moving into the area. Often the
drop unit will be jump infantry. Occasionally you will see light mechs, or an
elite skilled mech lance.
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Again, bumps are your best chance of delaying the enemy long enough to kill
the drop force.

>

If for some reason you missed the chance to remove your enemy’s DZ, you
will need to kill any units that have transported in. A force of Snipers or
mechs works well for this. Hunters can do the job as well in appropriate
terrain

Your first objective should be to deny the enemy mobility. Keep all zones you
can attack in combat. This will restrict his movement, divide his attention and
give you time to get your defenses organized. Take any empty zones the
enemy has left behind. This reduces the area they can move in and will allow
you to pin the enemy force. If he has zones of yours in combat, run the timer
in them. If you cannot run the timer, at least keep them from going into ABR.

Once you have the main attack force pinned down, move in for the kill with
your attack force. Engage and dispose of the enemy units at your discretion.
If necessary call in a superior force of your own to help in removing
unwanted guest.

3

A counter attack on his home zones may scare an opponent off the attack. If
you can surrender him before he surrenders you, then you win. If you lack
the forces to counter attack, ask if someone else has an empire available to
do this.

T

If the enemy has sufficient forces that you cannot defeat them, you can either
retreat out what you can, or call in bigger guns. This tactic is looked down
upon in Neveron, but in war you do what you must to win.

Bumps are vital for this to work. Sensor towers in outlying zones can give
you an idea of the forces the enemy has moved into the area. Make the
determination early whether or not you need help. Once the enemy has
attacked your cities, there is nothing anyone can do. They enemy must either
retreat or be defeated.

Pin the enemies forces if possible. That will make things much easier for the
empire helping you. Unless the assisting force is hot dropped in, it will take
30 minutes for them to arrive. Attack the pinned force from different sides to
keep them from preplacing to meet you. Run the clock to waste time. (We all
hate clock runners, but it is a valid tactic).

The larger empire assisting should already be skilled in LW. Follow their
advice, they are trying to help save you. Also remember that they are doing
so at great expense. When attacking a lower level empire the attack costs
are great. Remember that debt and help them out later if you can.

* )" (0
Your city is surrounded, you cannot move, up to fatigue 6 and the end is in

site. You are in constant combat, the enemy is not letting you attack out of
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the city. Is it time to sit back and wait for the end?

There are still things you can do in this situation. If your defenses are
properly set up, the enemy should have to reattack several times. A reattack
may be him fatiguing your units. Maybe you got too close to his SNP. Could
be they need to add reinforcements.

Every time the enemy reattacks, this gives you an opening. There are still
things that can be done in a city under attack. You can move units to the city,
or commission new ones. They will not be available during the current battle,
but for the next attack they will be. Better yet, they will not be fatigued.

Another tactic you can do is preplace units on the border of your city. When
he reattacks retreat them into his zone. There you can attack out and put
*his* zone into combat, possibly buying you the time you need to do
something. Get all of the surrounding zones into combat and now he is on
the defensive. If things are very bleak, it can possibly get you enough time to
LC your better units out, before you lose them. A smart opponent will not let
that happen though.

# )

| have given you just the basics to fighting a defensive LW. There is no
replacement for preparation and active defense. Defense is your
responsibility, no one else’s, but do not be afraid to ask for help. With proper
preparation you can maximize your chances of defeating an attacker. At the
very least make him pay dearly for taking your infra and get revenge later. No
respite for those who attack HoC.

. # 0% -
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If you are asking this question, then perhaps HoC is not for you. If you want
to infra-farm, research peacefully or otherwise hide behind the name of HoC,
we have no use for you. Go join WoB, Ryuken or some other faction if they
will have you.

HoC is a war faction. Plain and simple, we crush the enemy without remorse
or pity. To attack one of us is to attack all of us. You will be expected to do
your part. It is understandable that your empire(s) will not always be war
ready. Do make yourself available to pilot. Adequate pilots for LW operations
make or break the engagement.

By the time you have reached level 5 you should have a few LW’s under your
belt. Level 4-5 really is the minimum to really be effective at LW. Anything
lower is generally not worth killing. The reward versus expense to too great.

+ )JH -$%

The goal in LW is to surrender your opponent. You can do this by capturing
enough infra, killing enough BV or a combination of the two. Your opponent
gets to select his surrender rate: 10%-50%. When he has sustained this
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amount of losses, you win.

Surrender rates of less than 50% will net you extra cash every nevday.
Consider it a bonus for your opponent’s cowardice.

- #( *

Have enough cash on hand for your LW! This does not mean barely enough
to DoW, get some units into the area and attack a few cities. A good war
chest at low level will be 100 million x your current level. A level 5 with 500
million on hand is in good shape to LW.

If you need to go offensive with less cash, consider the following expenses
beforehand:

e LC costs to and from the area or areas — It is not acceptable to
leave your attacking force in place then go to bed. Have the cash to
send them home or suffer the consequences of stupidity!

» Dow Cost — The higher the level the more your DoW is.

» Zone and city attack costs — Even with a DoW attacking zones and
cities adds up. Find all of your opponent’s cities and add up the
attack costs.

e Mobilization Costs — Have enough money on hand after all
expenses to cover mob costs. If you go too far into negative cash,
your maintenance rate will change to 75% and your units will lose
skill rapidly.

» Buffer — Have extra on hand due to unexpected circumstances.
Nev-bugs, unit replacements, counters, or having to LC units to
another area to finish your opponent will all use up extra cash.

-$$ +

Take time to select your opponent. Preparation here can save you time and
ass-pain later.

You should be asking yourself some questions:
* Do they have nice infra? Chances are it is well defended.

« Are all their cities in one place, or scattered all over the map? Do a
zone search and find where they are located.

» Can you get a DZ? Not a good idea to drop on level 13 empire to
attack a level 5. That level 13 will Dow and you can kiss your empire
goodbye.

 Ask your faction mates if they have any information on units or city
defenses. You may be running into an elite LW empire that will hand
you your ass, or a noob that just bought the empire and does not
have a clue.

* Is the empire attackable? All attacks on empires will be approved
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prior to your dropping. Politics in Neveron are complex enough that
you can never assume a certain empire or faction is attackable.

¢) )

Make sure you budget enough time for a LW. Once you commit to an attack,
DoW and LC forces in, you have spent a good chunk of money. Don't throw
that all away because you have to leave 2 hours into a war. A single LW can
take hours or even days to complete. | once piloted in a battle that lasted 8
hours.

Don’'t assume that someone will be there to take over a war for you. Your
war, your empire, your units, *your* responsibility... | dislike taking
responsibility for someone else’s poor planning.

Sometimes a LW will take longer than normal. It is ok to have someone else
take over, just make sure you budgeted enough time up front.

“Fools rush in where Giants fear to tread...” Do not rush into a LW because
you are bored. Undertaking a LW is not a casual exercise. Take the time to
research your opponent. Check who his neighbors are. Ask advice from your
faction mates on how to hit someone.

) s+

While warring under the HoC banner you will find that we are not universally
loved. In the defense section | talk about dropping a larger empire in to
counter an attack. The same thing can happen to you.

Coordinate with someone to have a larger empire on standby to help out if
your units are in danger of getting hit by a larger empire.

Make sure you have people around and able to help pilot if you need them.
Trying to handle more than a lance or two of units is difficult or impossible
depending on lag.

Pilots in LW are a force multiplier. More pilots means more of your units fight
better than Al. They will kill more efficiently and effectively. Al controls work
ok, but there is no substitute for a human pilot.

+ 3

Before you go out and start attacking stuff, make sure your DZ is secure.
ALWAYS leave a route of retreat, and more than a single zone. A single
zone is asking to be hot dropped on, pinning your units.

Also, if attacking from a zone into a city, make sure that zone is well
defended. If you need to retreat, you want to retreat into a friendly zone. If
the zone you attack from is taken, prepare to lose your entire attacking force.

$

Attacking units will start scattered along the edge of the map. Preplace your
attacking units to maximize their offensive and defensive capabilities.
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A full battalion massed together can Kill any units in range within a turn or 2.
Units that are together can support each other and avoid being picked off
one by one.

Look at the terrain. Putting SNP behind a ridge will block LOS making them
harder to spot and impossible to hit with anything other than IDF. If the
enemy lacks sensors, they may not even be seen!

LRM and PPC units will need a decent amount of open space to shoot units
before they close. Do not use these weapons in hilly terrain if you can avoid
it.

Also make sure units have an easy route of retreat. It is often necessary to
reattack when sieging a city.

- &- $
>+

The force you take into a LW will determine your success on the battlefield.
You will need mechs, SNP, and some cheap units to soak damage. HNT
work well for this. Don’t forget the bumps to hold taken zones. You will also
need a good sensor unit for your Snipers. TWACS, any assault mech, Raven
or Ostscout will work.

The number of mechs you should have is based on your level. Level 4-5, will
need 1-2 lances. Level 6, a full company or more. Level 7, 1-2 full
companies.

Take care when choosing your mechs. Here are some characteristics to look
for when buying mechs...

» Mobility — Fast mechs are useful at all levels. 3/5 movement mechs
may be powerful, but are pitifully easy to run from or trap.

» Jump capability — You will often fight in terrain where jump ability
gives you an advantage.

» Long Range energy armament — PPC’s and Large Lasers. Able to
do great damage at long range without ammo. Remember to watch
your heat though.

» Long Range Missiles — LRM’s will ensure that you cannot be
outranged by anything short of DP mechs and IDF. LRM's are useful
for critting other units as damage is applied in 5 point clusters. Also
useful for killing infantry.

A list of mechs designs useful in LW:

4/6/4 move: Wyvern, Tribute, ON1-LW (dp), Grasshopper, Guillotine,
Catapult, TDR-5SE, VTR-9B

5/8/5 move: OSR-2M, WVR-6M, Griffin, Starslayer (dp)
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4/6/0 move: Banshee, CP-10-Q, MAD-3D, WHM-6D, Archer, Longbow,
Thug, Black Knight, ZEU-6T

3/5/x move: Awesome, Imp, MAD-4A (dp), Shogun, HGN-733, HGN-732 (dp)

You will also want to consider having fast cheap mechs to use as tower
rushers. 5/8/5 and faster mechs will be difficult to hit using IDF. LCT-1S, SDR
variants and ASN-21 work well for this.

I $1(

Remember to organize your forces. You can attack with either 1 Lance (4
units), 1 company (12 units) or 1 battalion (36 units).

If all you have is 18 units you want to use for LW, you will need to find 18
more ‘filler’ units to make up the battalion. Geckos or infantry are cheap and
work well for this. You do not actually use them in battle, they are merely
there so you can form the full battalion and attack with the 18 you want to
use.

Try to organize like units with each other. Put SNP in companies, same with
Hunters.

Mechs are best organized at the lance level. Try to keep all movement rates
for mechs in a lance the same. You can also set up mech lances with
abilities that complement each other.

I have an effective lance which uses 2 Guillotines with 2 Catapults. All mechs
are 4/6/4 and mobile in any terrain. The GLT are good close in fighters while
the Catapults can support with LRM’s from further away.

+

As | mentioned previously, you will need at least one spotter unit. Mechs are
the better choice for this role, as there are few good sensor vehicles. You will
need a spotter unit for a few reasons. Stealth towers are tricky to find even in
good terrain. An opponent with many zones of ST'’s will slow your advance if
you lack good sensors. Second reason is city assault. Your SNP need
another unit to target for them. You do not want to spend many turns
standing still waiting so you can see what is in a city. This is a invitation to be
pounded by IDF.

For bump clearing the OTT or Ostscout works well. It is an extremely agile
for a mech and boasts a sensor package bested by few. The Raven is a
good second choice but lacks the jump capability of the OTT.

If you are looking for non-DP spotter mechs, | like the CP-10-Q for its
excellent sensors and armor. It has decent mobility for flat terrain but will
have trouble in hills. You can use this mech for clearing bumps if you put a
more agile mech with it.

$

Offensive Preplacement is often ignored when conducting LW. When
attacking a city, good preplacement can reduce your losses.

Give mechs the open space they need to fire their weapons. Put SNP behind
248



*x n

a ridge to minimize the enemy’s ability to spot them using sensors or LoS.

Do not forget about defensive preplacement. If leaving a group of units in
zone and you expect it to be attacked, preplace them. It will suck if the zone
is attacked and your units are scattered across the map unable to support
each other.

($

Lastly, do not forget your bumps. They will slow the enemy’s ability to
counter and hide the movement of your units. If the enemy tries to counter
they can be used to pin his force while you move in units to crush it.

) $

Like preparing your defenses, color the map in the area where you will be
conducting your LW. This will prevent you from attacking someone
unintentionally (like a level 12!) and let you see if new forces are dropped into
the area to counter your attack.

- & - -$
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This should be a no-brainer, but do not declare war on your opponent until

you have all units moved and are ready to start attacking. Giving a DoW
before getting a DZ is only warning your target that you are coming.

- 3

You should have already had an eye for this when looking for your opponent.
There are many ways to get a DZ.

The best DZ is one where you do not attack anyone. Either have an ally
unclaim a zone, or claim an empty zone and move your forces in.

The second best way is to Hot Drop on an allied zone. This way there is no
notification of the enemy’s faction that you are moving into the area. If allied
zones are not available, look for neutral factions to use as a DZ. Ask advice
before you drop on an uninvolved faction! Some factions do not like anyone
attacking them.

Last way to get a DZ is to get it from the person you are attacking. This is a
poor way to get a DZ for many reasons. Your target will have warning that
you are coming. There is also a 30 minute window where you will not have
much force in the area. It is very easy to lose a DZ in these circumstances.

+ !
Take and hold as much land as you are able. Move to surround the enemy
city. This limits his ability to move units in and out of the city. It will also keep

them guessing where the next attack will come from. Never be predictable,
attack from a different location each time.

19% I 0*.

While attacking the enemy, watch for weaknesses and chinks where you can
exploit his stupidity.
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A lack of bumps is an easy one to spot. Grab up as many zones as you can
quickly. Place your bumps in them.

Look for a lack of or few sensors. If the enemy cannot see you, he cannot
attack you. Blind his IDF units and let your SNP Kkill him unmolested. | make
sensor towers priority targets in LW.

Look for a lack of close in defenders. He can have 30 IDF towers in the zone
and they do no good if you get close to them. Get a fast unit like hover units
or 5/8/5 jump mechs and close as quickly as possible, then rape his towers.

A weakness can also be a lack of ranged units. If all he has is range 9 and
15 weapons, use PPC’s and LL'’s to snipe him from range.

, I')H

Know when to pull back. When using SNP, retreat them before the enemy
gets too close. If attacked with a superior force do not be afraid to sacrifice
cheap units to save your expensive mechs. Keeping your offensive force
intact takes precedence over Killing the enemy. You should never go for an
all out suicide charge in Neveron.

* 9

You colored your map. Continue to watch your target area as well as your
home area while you are in a LW. Be alert for new empires moving in. Ask
for help if you need it.

> -

The Al in the game is basic, but better than nothing. You have the ability to
tell units to stay still (good for SNP), retreat and attack specific enemy units.
Make use of these orders if you cannot get pilots to assist. Bad Al is better
than no Al.

)

Though it is a disliked part of the game, fatigue can be used to take a zone
which is heavily defended. This tactic requires a lot of time and some luck. It
will take usually 7+ hours or so to get the enemy to a useful amount of
fatigue.

It can be difficult to keep an enemy city in combat that long. Lots of trained
infantry or fast moving vehicles can stay alive long enough to be of use while
minimizing cost. Care must be taken to keep the city under attack. You must
also be fast and get each reattack in before the enemy can attack out.

>

Sometimes the enemy will retreat units into a zone you own. They will be
trapped there until either they attack out or you attack them.

If you pay attention to the coordinates they retreat out at, you can preplace
units to kill start hitting them the first round of combat. Vanguards, Strikers,
Cockatrices and Demolishers if you have them all work well.

Just make sure you preplace far enough away to account for Al movement
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for the first turn of combat.
- & )

Neveron is just a game. You will win some and you will lose some. Don't
bring anything into a LW you are not willing to lose. If things get bad, pull out
and save what you can. Preserving your LW force is imperative.
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Clan Hell's Horses - 54
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Death by Day - xii
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FMLL - See Free Masonic Lodge of
Light
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Free Worlds League Military - 7, 8, 9,
10, 11, 12, 13, 14, 16, 67, 68, 72,
95, 97, 99, 101, 120, 121, 130,
131, 132, 133, 191, 199, 207, 219

Friends of Small (LIFE) - 40
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HC{HoC} - 109

HD - See HellDoggs

Hell Demon - xii

HellDoggs - xv, 15, 16, 17, 23, 24, 42,
43, 45, 173, 217, 232

Hellinton - 91
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219, 222, 223, 225, 232, 233

Katrar's Kommandos - xiii, 12, 40,
200, 201, 203, 216, 225
Operational Detachment - 197, 203
Alpha Brigade - xiii
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