COMMAND YOUR OVVN DESTINVY!

The year is 3025. War rages across the vast interstellar empires of the Inner Sphere as the militaries of the Succe

strings: Machiavellian court intrigues, shadowy wars of intelligence and counterintelligence
corporate greed, and more.

Will you align yourself with the honor-bound samurai culture of House Kurita, become sader
service of House Davion, or test your mettle as a House Steiner champion in the arena d of Solaris

intelligence agent. Will you pursue a life of service behind th
an elite mercenary outfit like Wolf’s Dragoons, or even choo
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