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Special Equipment
REPAIR- This unit can repair friendly units using a

close combat grder- {(Optignall This unit may use a close
combat order targeting a friendly unit to repair it.

Neither unit may be in base contact with an opposing unit.

All modifiers to the close combat attack are ignoreds
except heat effects. If the attack is successful you may
either: a) repalr the target with clicks of repair equal
to this unit's damage values or b) roll 1l six-sided die
and repair that many clicks to the target unit-. If this
unit has a + as its attack symbol. it cam only repair
units with speed mode Foot. If this unit has a _f’ as its
attack symbol. it cam repair all units except those with
the speed mode Foot. If this unit has a Eﬂ as its attack
symbols this wnit can repair any type of unit

BYPASS. This unit can gain control of a captured unit.
(Optional) Give this unit a move order but do not move it-

If this unit begins the turn with no order tokens and is

in base contact with a '-:|"l|_;|_|-l captured vehicle or captured
"Mech+ aliminate this unit to gaim comtrol of the captured

unit. Your opponent gains victory points for the elimi=
nated Bypass unit. The captured unit is no longer consid-
ered captured and is a friendly unit in all respects.

IMPROVED TARGETING- vou may re-roll 1 die of

this unit's attack roll. When this unit rolls 3 six-sided
dice to resolve a close combat or ranged combat ordera.
you may choose to re-roll a single die. If you choose to
re=-roll a die-. you must accept the result of the second
die roll. You may not score a critical hit with the
re-rolled die-

SALVAGE- This unit may only be given & move order-
This unit can only be given a move order. If this unit is
a vehicle-, it may not be pushed. If this unit is a HRech-
it may not make a death from above attack.

{:GNMA”D- This unit may add an order to your order
total for the turn. (Optional) At the beginning of your
turns roll ) six-sided die f

you roll adds } extra order to your normal order allotment

for this turn.

¥ Defense Special Equipment

This unit avoids a successful hit from a ranged

combat attack. (Optignal) When this unit is successfully hit

the heat

AVOID AMMUNITION EXPLOSION: CRITICAL-

Aech will take damage from an ammunition explosion
half the timg- If the "Mech is not shutdown. roll ) six

1 additional ranged combat

REFLECTIVE ARMOR-

to it by energy ranged combat attacks by

This unit reduces ua1age dealt

any defense special e

AVGID AHHUMITI{}N EKPLQEI{}N This Hech may

take damage from an ammunition explosion. If the "Rech is

REACTIVE ARMOR.

This unit reduces damage dealt to
it by ballistic ranged combat attacks by 2 clicks. S
i i shutdowns roll b six-sided die. On a result of 1 or 2
sch's ammunition explodes: The "Hech takes damage
to its ballistic damage walue - k. Treat a negatiwve
4% rero-. This damage may not be reduc ed by any
defense special effects.

AHHUNITI{}N I.JAH- This "Aech cannot make any
ballistic ranged combat attacks or use any ballistic
dddeE special abjlities. This "Mech cannot make any
listic ranged combat attacks or use any ballistic
damage special abilities.

HARDENED ARMOR.

it by @ Clicks.
this unit by close combat

This unit reduces damage dealt to
Subtract 2 from any damage scored against
or ranged combat att
critical miss.

HEAVY ARMOR -

This unit reduces damage dealt to it
t by close combat « Heavy Armor

rom above damage-

{ Ballistic Heat Effects
STAETING pGSITIﬂN- All "Mechs must start the

game with this sgquare showing. Before every MechWarrior

all "Mechs must have this green Square sShowing in
slot.

¥

sided die. On a result of k- 2@ or 3.+ there is a severe
ition explosion: The "Mech takes damage egual to its
listic dandqe value + k. This damage may not be reduced

ffects

¥ ]

or this unit. Each §5 or kb that

"Mech Base Information

Heat D;al*‘ --—Eanqe

Primary Damage /fl -~ Defense

Secondary Damage’ f ‘Attack
Speed

Energy Heat Effects
STARTING POSITION.

"Aechs must start Lhu
game with this Square Showing. E (

ore r-\-r-'er\- '1.,!,_ |.|.I_|
the heat slot.

AVOID HEAT SINK OVERLOAD:

overheated "Mech will take

CRITICAL-
tliLFSIUT heat half

This overheated

AVOID HEAT SINK OVERLOAD-

"Hech may take L click of heat-

WEAPONS OFFLINE.

energy ranged combat attack or use any energy damage special
- This "Rech cannot make any energy r
or use any energy damdqe specl

"Mech cannot make an

al eguipment.

Speed Heat Effects
< = O
POSITION.

game_with this square showing-

STARTING

fechs must start the

CRITICAL.-

the lee uue ko UverhuuLlng

AVOID SHUTDOWN:

shut down half

¢ order tokens.
fn a result of

iﬁ alrsady shutdown
"Mech restarts.

AVOID SHUTDOUN.

"Mech may shut down Que yu

Ll six-sided die. On a result of

- This restart

ENGINE OVERHEAT .

spepd special and has its speed reduced by 2.

This "Hech cannot run or use any



