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MechWarrior Units and CEC Errata

Updates Tournament Legal February 28, 2008. Updates are also tournament legal in sealed events

before this date and/or at WizKids discretion. Updates are tournament legal for all MechWarrior

events.
MechWarrior: Dark Age Unit Corrections

1. #015 Purifier Battle Armor, Veteran. An early printing of this unit had no range value on the

base. The correct range values are 0/8 with a single energy symbol.

2. #055 JES Missile Carrier, Green. The correct point value for this unit is 35.

3. #080 ForestryMech , Veteran. An early printing of this unit had incorrect heat effects listed on

the melee slot of the heat dial. The correct heat dial is listed below.

Primary Damage (Melee)  

0grn 
0 
0 
-1 
-1 
x
Secondary Damage (Melee) 
0grn 
0
-1 
-1 
-2 
x
Speed 



0grn
 0 
0 
0ylw 
-1rd 
x
4. #089 AgroMech MOD, Elite. An early printing of this unit had incorrect heat effects listed on

the melee slot of the heat dial. The correct heat dial is listed below.

Primary Damage (Melee) 

0grn 
0 
-1 
-1 
x 
x
MechWarrior: Death from Above Unit Corrections

1. #035 Partisan AA Vehicle, Veteran. An early printing of this unit had the name listed as

“Partisan Vehicle AA”. It has been corrected to read “Partisan AA Vehicle”.

2. #053 DI Towed Field Artillery, Green. The final line of this unit’s drift chart should read

9-13: 6″

3. #056 DI Towed Field Artillery, Elite. An early printing of this unit’s artillery tokens list the

target value as 19. They have been corrected to have target values of 20.

4. #063 Lamprey Transport Helicopter, Veteran. This unit does not have Hardened Armor (black

square in defense) in its 6th click. Instead, it has Salvage (black square in attack).

5. #068 Balac Strike VTOL, Elite. This unit should have a repair marker in it’s 5th click. Also, every click on the dial with a red box should have a red circle instead. 
6. #122 Seka Ward – Mad Cat II. An early printing of this unit had missing combat values on the

14th and 15th click of its combat dial. The correct values are listed below.

Click 



14 
15 
16 

Primary Damage (Energy) 

0 
0
X
Secondary Damage (Ballistic) 
0 
0
X
Speed 



5
 4
X
Attack 



5blk 
4blk 
X 5 4



Defense 


16 
15 
X
MechWarrior: Liao Incursion Unit Corrections
1. #042 DI Towed AA Artillery, Veteran. An early printing of this unit was missing Salvage from

its last click. It has been corrected to have Salvage indicated on its fifth (last) click.

2. #078 Mars Assault Tank, Veteran. An early printing of this unit had only one chevron on the

base. It should have two chevrons.

3. #111 Targe, Veteran. An early printing of this unit lists its primary attack as Melee. It has

been corrected to Energy.

4. #137 Rhi Chan – Targe. This unit does not have Electronic Camouflage in its 12th and 13th

click. Instead, it should have Salvage.

MechWarrior: Counterassault Unit Corrections

1. #014 Scout ATV Squad, Veteran. The correct point value for this unit is 12.

2. #036 Anat APC, Elite. This unit should have Flamers as circles on its 4th and 5th click.

3. #049 DI Towed Arrow IV, Green. This unit should have the Salvage special equipment

showing on its 5th (last) click. The drift chart on this unit’s artillery token should read as

follows:

16-18: 3” 13-15: 4” 9-12: 5”

4. #050 DI Towed Arrow IV, Veteran. This unit should have the Salvage special equipment

showing on its 5th (last) click. The drift chart on this unit’s artillery token should read as

follows:

17-19: 2” 14-16: 3” 9-13: 4”

5. #051 DI Towed Arrow IV, Veteran. The drift chart on this unit’s artillery token should read as

follows:

18-19: 1” 15-17: 2” 10-14: 3”

6. #072 Arrow IV Artillery Tank, Elite. This unit has single-use Armor Piercing on it 1st through 5th

clicks instead of Armor Piercing. The drift chart on this unit’s artillery token should read

as
follows:

17-19: 2” 13-16: 3” 9-12: 4”

7. #122 Jacyn Bell – Yu Huang. An early printing of this unit had missing bulletholes on the 18th

click of its combat dial. It should have bulletholes on click 18.
8. #127 Bayin Killer Clowns – Combat Engineers. This unit has single-use Infiltrate in its 1st click.

9. #128 Cutter Killer Clowns - Scout ATV Squad. This unit has speed mode wheeled instead of

speed mode foot.

10. #133 Dan Schiavello – Cavalry Attack Helicopter. This unit does not have Repair in its 1st and

2nd click. Instead, it should have Decoy.

11. #137 Hendrene Michalik – Fulcrum Heavy Hover Tank. This unit has no damage special

equipment in its 1st click.

12. #151 Bounty Hunter – Marauder II. An early printing of this unit had it’s rank printed has an

"H". It should be a * (to indicate it is a Unique). Also, the heat dial features positive

modifiers. Treat all modifiers on the speed value as positive instead of negative.
MechWarrior: Falcon’s Prey Unit Corrections

1. #157 Vincent DeLeon - Eyrie. An early printing of this unit had no faction symbol on its base.

It has been corrected to have the Clan Jade Falcon faction symbol.

MechWarrior: Age of Destruction Unit/Card Corrections

1. #095 Uziel, Veteran. An early printing of this unit shows a non-negative modifier on the

energy slot of the heat dial.  This modifier should be negative.
2. #137 “Prowler” – Ursa. This unit’s variant name is URA-2A-H instead of URA-2A-M. Also, this unit should have a green starting marker on the first click of its dial.
3. FP-010 House Kurita. Replace sentences two and three with the following: “During that

opponent’s next order stage, each time a House Kurita unit friendly to you is dealt damage

from a successful ranged combat attack, roll one six-sided die. On a result of 6, reduce the

damage dealt to 0. After a result of 6 is rolled, do not roll again during that order stage.”

4. G-002 Gear, Evade. This gear applies to the speed combat value, not the defense combat

value.

5. G-033 Gear, Rapid Strike. The class requirement for this card is “L” instead of “M.”

6. L-005 Legendary Pilot, Tara Campbell. Replace the first sentence of the rules text with: “When

this unit makes a successful ranged combat attack against a single opposing target ’Mech, roll

one six-sided die; this unit may not use damage special equipment for this attack.”

7. P-013 Pilot, Rank Chu-i. The class requirement for this card is “L” instead of “M” and its point

value is 13 instead of 22.

8. PC-005, Storm. Replace sentence two with the following: “All units with a speed value greater

than 10 that begin the turn at cruising level have a speed value of 10 instead.”
** G-030 ECM Suite.  When using Decoy and ECM suite together, the second attack roll forced by the Decoy SE cannot be made due to ECM Suite’s wording. In denying the second roll, ECM Suite means that this effect does not happen and so the original attack result (a success) will therefore stand. 
** GS-006 Dean Sohlne.  Dean Sohlne’s “Outmaneuver” ability ignores opposing units’ speed modes, but not their special equipment.  A Dean Sohlne in his Xanthos would need to roll a 4, 5, or 6 to break away from an opposing Dean Sohlne in his Xanthos.
** GS-007 Sebastian Paschke.  If recruited to Clan Sea Fox, Paschke cannot use the Predator faction ability after the ranged combat attack portion of his “No Mercy” ability.
** GS-014 Enrico Fernali.  Fernali’s ability will allow his ‘Mech to make a close combat attack after every opposing close combat attack resolves, including both attacks from Rapid Strike.  If one copy of Enrico makes a close combat attack against an opposing copy of Enrico, the two ‘Mechs will close combat each other until one is eliminated or one player elects to not use the pilot ability before making an attack roll.  If an opposing Sebastian Paschke triggers its “No Mercy” ability by making a close combat attack against your Enrico Fernali, the attacking play may elect to make the ranged combat attack before you resolve your “Right Back At You” ability.
** SA-001 Dragon’s Fury – Spirit Cat SA.  Range requirements do not need to be met for the other friendly unit. It simply needs a clear line of fire.  (FAQ pg 9)

MechWarrior: Firepower Unit/Card Corrections

1. # 048 Mars Assault Tank. This unit’s speed and defense values should read as follows:

Click                   
   1        2        3        4        5         6       7       8      9   10  11  12

Speed (tracked) 
   5        5        5        5        5         5       5       4      4    4     3   X

Defense                22bk  22bk  21bk  21gy  20gy  20gy  19gy  18gy  17  16  15   X
2. #84 “Yami” – Shiro. This unit should have a star on its base indicating that it is a unique.

3. G-039, Flamers. This gear should feature a gray box with a white “X,” not a white box with a

black “X.”
4. G-042, Electronic Camouflage. This gear does not have a speed requirement.

5. GS-017 Gunslinger Pilot, Cecil Neumann. This pilot’s speed, attack and defense modifiers are

+2, +1 and +1.

6. GS-018 Gunslinger Pilot, Charles Westerfield. This pilot’s speed modifier applies to units with

the Quad ’Mech speed mode, not the ’Mech speed mode.

7. L-011 Legendary Pilot, Malvina Hazen. This pilot’s preferred ’Mech is Firepower unit 075, not

074.

8. L-013 Legendary Pilot, Anthanassios Raptis. This pilot’s speed modifier applies to units with

the Quad ’Mech speed mode, not the ’Mech speed mode.

9. L-014 Legendary Pilot, Inese Lassonde. This pilot’s speed, attack and defense modifiers are

+1, +2 and +1.
**10.  G-053 Enhanced Imaging.  Cancels the camouflage, hindering terrain, and hull down modifers. (Exception - Prowler piloted by Phuong Trahn will retain the Hull Down Modifier)
**11.  L-008 Legendary Pilot, Wahab Fusili.  Wahab Fusili cannot force an attack to be made indirectly that would otherwise be a direct attack, nor the other way around.  Fusili’s pilot ability does not come into effect when he is directly targeted, even if other units are also targeted. 
** L-009 Bounty Hunter.  A natural critical hit also eliminates the opposing pilot when using the “Just a Job” ability.  When using the “Just a Job” ability against an Ares ‘Mech with multiple attached pilot CECs, the eliminated pilot is chosen at random.

** L-010 Katsuro Sutoku.  When using the “Above and Beyond” ability, the second order is considered to be pushing, and heat from pushing is gained by the ‘Mech.

** L-016 Moriko Horiama.  When using the “Sweeping Blow” ability, the opposing unit(s)’ controller chooses the location and facing 4 inches from the center dot of the ‘Mech.  If “Sweeping Blow” affects a captor, that unit is moved per the special ability and its captive is then placed in base contact with it.  If there is no room to place both the captor and the captive, then the captor does not move and takes damage as described on the card.  Also, if the captive is a ‘Mech, then the captor cannot be moved and takes the damage.
** PC-012 Beach.  When Beach is in effect you must declare if you are going to move up to half your speed value and then make a ranged combat attack, or move up to your entire speed value and make a close combat attack before you roll the dice to see if your Mech can move or not.
** PC-013 Heavy Fog.  When Heavy Fog is in play, add 2 to the second attack result of the first entry on the artillery marker.  For example, if your original token had a target number of 20 and the first drift attack results were 17-19, with Heavy Fog in play the target number would be 22 and the first drift attack results would be 17-21.
MechWarrior: Annihilation Unit/Card Corrections

1. #052 Solitaire, Elite. An early printing of this unit shows a non-negative modifier on the speed

slot of the heat dial. This modifier should be negative instead.

2. GS-027 Gunslinger Pilot, Abeni Zhikali. This pilot should have the Clan Jade Falcon symbol

with a line through it listed in the recruitment section of the card. Add “with a ranged combat

attack” after “and it targets an opposing figure”.

3. GS-029 Gunslinger Pilot, Lex Corpuz. The first House Liao recruitment symbol should actually

be Clan Jade Falcon at 14 points. The House Liao recruitment should be 18 points.

4. P-032 Common Pilot, Gershwin pilot. This pilot’s speed, attack and defense modifiers are +1,

+0 and +1.

** G-070 ECM Suite.  When using Decoy and ECM suite together, the second attack roll forced by the Decoy SE cannot be made due to ECM Suite’s wording. In denying the second roll, ECM Suite means that this effect does not happen and so the original attack result (a success) will therefore stand. 
** G-076 Coolant Pod.  When using Alpha Strike SE and Coolant Pod Gear together, the order goes as such: Alpha Strike modifies the damage scored during Step 6C, which results in the ‘Mech being shut down. Coolant Pod would then activate if it was not cancelled when the attack resolves in Step 7.

** G-079 PPC Capacitor.  The heat gained from the use of PPC Capacitor SE and Gear is dependent upon the success of the attack. Heat from pushing, if pushed or an assault order is still taken regardless of the success/failure of the attack. 

** G-085 BattleMech Jump Pack.  Battlemech Jump Pack does not confer Jump Jet special equipment. It does not give a unit the ability to perform a DFA. 
** L-022 Reign O’Broin.  The “Eyes of the Dragon” ability also works against the acronym of the word electronic.

** L-028 Kisho Nova Cat.  When Kisho Nova Cat uses the Anticipate ability and starts the order in base contact with an opposing unit and fails a break away roll, then his pilot ability cannot be used. The move to break away would then become the order you gave him for the turn.
** SA-011 House Davion – House Liao.  When the target of this ability makes a ranged combat attack and uses the attack value of another friendly unit of the same type, it uses the unmodified attack value from that friendly unit, which can be modified by the target unit.
MechWarrior: Domination Unit/Card Corrections

1. #060 Coolant Truck, Elite. This unit incorrectly has Salvage listed on it’s 6th click, it should

have Coolant Flush. 
2. #061 Coolant Truck, Green. This unit incorrectly has Salvage listed on it’s 6th click, it should

have Coolant Flush.
3. #064 Coolant Truck, Elite. This unit incorrectly has Salvage listed on it’s 6th click, it should

have Coolant Flush.

4. #120 Bartleby – Thunderfox. The heat dial for this unit incorrectly indicates positive heat

effects. These should be negative instead.
5. #129 Frigga – Thunderfox. The heat dial for this unit incorrectly indicates positive heat

effects. These should be negative instead.
6. G-111 Gear, Back-Up Power. Add the following as the first sentence: This gear may be used

with this unit’s other non–Back-Up Power Speed special equipment.

7. GS-032 Gunslinger Pilot, Fortuna Pannichello. Replace the card text with:

DOUBLE TEAM This unit gets +1 to its attack value against ’Mechs.

(optional) If this unit has no order tokens and is in the same battleforce as MechWarrior:

Domination unit #115 that is also assigned pilot GS-033, this unit may be given two orders

per turn when MechWarrior: Domination unit #115 is given an order. Only one of these two

orders comes from your order total for the turn and this unit gains 1 heat in addition to any

other heat when resolving the second order.

8. GS-033 Gunslinger Pilot, Gloria Pannichello. Replace the card text with:

DOUBLE TEAM This unit gets +1 to its attack value against ’Mechs.

(optional) If this unit has no order tokens and is in the same battleforce as MechWarrior:

Domination unit #114 that is also assigned pilot GS-032, this unit may be given two orders

per turn when MechWarrior: Domination unit #114 is given an order. Only one of these two

orders comes from your order total for the turn and this unit gains 1 heat in addition to any

other heat when resolving the second order.

9. L-036 Legendary Pilot, Ragna Olsen. The pilot’s speed modifier applies to the Quad ’Mech

speed mode, not the ‘Mech speed mode.

10. L-038 Legendary Pilot, Alexi Holt. The pilot’s speed modifier applies to the ‘Mech speed mode,

not both the ’Mech/Quad ’Mech speed mode.

11. M-012 Mission Card, Hooray for the Underdogs. Replace “…heavy or assault ’Mechs,” with

“…heavy, assault, or colossal ’Mechs,”

12. PC-029 Planetary Condition, Corrosive Atmosphere. Add the following after the first sentence:

This defense value is applied after all other modifiers are applied.

** F-022 Mercenary Faction Pride.  To be able to play and use the Merc FP at the lower cost, your army must consist only of units with no faction symbol, Gunslingers that are not recruited, or units that actually have the Wolf Hunter faction symbol printed on their bases.  To be able to play and use the Merc FP at the higher cost:  your army must have at least ONE unit with no faction symbol, or a gunslinger that is not recruited, or a unit that actually has the WH faction symbol printed on its base.  Two things to note when checking for these options:  Gunslingers put into Wolf Hunter 'Mechs do not have to pay for recruitment to Wolf Hunters.  Once your army no longer has any units that meet the above criteria, the Faction Pride ability is no longer available to use.
** 13. G-104 BattleMech Jump Pack.  Battlemech Jump Pack does not confer Jump Jet special equipment. It does not give a unit the ability to perform a DFA. 

**14.  G-122 Enhanced Imaging.  Cancels the camouflage, hindering terrain, and hull down modifers. (Exception - Prowler piloted by Phuong Trahn will retain the Hull Down Modifier)
** GS-034 Wiley Rollins.  If you do not elect to not use this pilot’s ability, then the +1 damage from a natural critical hit would be ignored.  You must elect to not use the ability before rolling the attack dice.

** GS-038 Anastasia Kerensky.  When using the pilot ability, you must resolve the second and third ranged combat orders before giving an order to any other unit.

** GS-039 Toni Rivera.  If the Eternal Rest ability eliminates an opposing unit with a ranged combat attack, the second attack works like pulse, except there is no original target to return to. A new target is declared and the second ranged combat attack is made immediately after the first opposing unit was eliminated.
** L-042 Phelan Ward.  When “Zellbrigen” succeeds, the opposing unit and this unit may not target other figures, nor may they be affected by any other pilot abilities, until one of them is eliminated.  James Carrot’s “Nice Try” ability may be used to prevent the roll for “Zellbrigen” from being made, but will have no effect once “Zellbrigen” succeeds.    
** M-019 Defend Home Base.  In order to complete this mission, you must have an able unit in your deployment zone and no opposing able units in your deployment zone.
** M-024 Intercepted Orders.  Intercepted Orders simply allows you to cancel and remove an opponent’s mission from play if they also play a mission card. It does not earn an alternate or extra Victory Condition.
MechWarrior: Vanguard Unit/Card Corrections

1. #056 Osiris, Elite. This unit has incorrect defense values on the 9th and 10th click of its

dial. It should have 16 defense on click 9 and 15 defense on click 10. 
2. #071 “Scion” –Eisenfaust. This unit should have Salvage special equipment on its 13th click.

3. #083 “Bringit” – Vulture Mk IV. This unit should show Evade special equipment as a circle on

its 1st and 2nd click.

4. FP-031 Faction Pride, House Steiner. Replace the following sentence “On a result of 4-6, the

unit gains armor Piercing or Streak Missiles for the attack.” with “On a result of 4-6, the unit

gains armor Piercing or Streak Missiles for the turn.”

5. GS-052 Gunslinger Pilot, Cesar “Deacon” Cornelius. This pilot’s speed, attack and defense

modifiers are -2, +2 and +1, respectively.

6. GS-054 Gunslinger Pilot, Shizuka Findlay. Replace the word “figure” in the first sentence with

the word “target”.

7. GS-061 Gunslinger Pilot, Chris Hart. This pilot’s non-preferred ’Mech cost is 31.

** G-0153 PPC Capacitor.  The heat gained from the use of PPC Capacitor SE and Gear is dependent upon the success of the attack. Heat from pushing, if pushed or an assault order is still taken regardless of the success/failure of the attack. 

** G-163 Coolant Pod.  When using Alpha Strike SE and Coolant Pod Gear together, the order goes as such: Alpha Strike modifies the damage scored during Step 6C, which results in the ‘Mech being shut down. Coolant Pod would then activate if it was not cancelled when the attack resolves in Step 7.
** GS-053 Rob Juergens.  If targeting multiple targets, this card will receive one token if the attack fails against one target but succeeds against another unit(s).  If an attack fails against multiple targets, only one token is received by this pilot card.  Every token on the card must be used when the pilot ability is used.
MechWarrior: Wolf Strike Unit/Card Corrections

1. #033 Partisan, Green. This unit should have the ballistic damage type.

2. G-191 R.I.S.C. Fire Shot. Add the word “successful” before ranged combat attack in the first

sentence.

3. PC-038 Planetary Condition, Rocky Terrain. In the first sentence, replace the word “action”

with “order”.
** The units from Wolf Strike #106 "Vindication" Warwolf and #118 "Deception" Vixen have not been released by WizKids Games, and as such are not tournament legal for play in a sanctioned MechWarrior event. 
** G-178 Coolant Pod.  When using Alpha Strike SE and Coolant Pod Gear together, the order goes as such: Alpha Strike modifies the damage scored during Step 6C, which results in the ‘Mech being shut down. Coolant Pod would then activate if it was not cancelled when the attack resolves in Step 7.

MechWarrior: Battleforce Unit/Card Corrections

1. #025 Timberwolf, Elite. This unit has the incorrect Electronic Camouflage special equipment

listed on the 13th, 14th, and 15th click of its dial. The correct special equipment is Salvage.
2. #040 “The Messenger”- Mortis. This unit has the incorrect maximum range listed for its

secondary, melee range. The correct range is 0/0.

3. #058 Anhur Transport. This unit was printed without a capacity value. This unit should have

“Capacity = 2” on its base.

4. GS-A03 Gunslinger Pilot, Jason “Grim” Buyaki. This pilot’s preferred ’Mech is Battleforce unit

015, not 013.

5. GS-A04 Gunslinger Pilot, Aaron “Dill” Pickle. This pilot’s preferred ’Mech is Battleforce unit

016, not 014.

6. GS-A05 Gunslinger Pilot, John “Boss Man” Kovaleski. This pilot’s preferred ’Mech is Battleforce

unit 017, not 015.

7. GS-A06 Gunslinger Pilot, “Lizzie” Willick. This pilot’s preferred ’Mech is Battleforce unit 018,

not 016.

8. GS-A23 Gunslinger Pilot, Garry Pedersen. The red text on the pilot’s picture should read “See

Text” instead of “Class A”.

9. GS-A26 Gunslinger Pilot, Ian Pelgrim. The red text on the pilot’s picture should read “See

Text” instead of “Class A”.

10. P-A014 Common Pilot, House Steiner. The weight class for this pilot should be Class M. The

point cost for this pilot should be 25 points.

** The "Wolf Dragoon's" P-### pilots that have recruit costs on them are to be treated like generic P-### pilots with a few exceptions not covered clearly in the rulebook, but can be interpreted from the cards themselves. 
*They can use their pilot abilities in any 'Mech they can legally pilot.
*They do not pay a recruit cost or need to be recruited via a MC to be placed into a 'Mech with a faction symbol on the base.
*If they are placed into a 'Mech with no faction symbol on the base, and a MC is not included in your battleforce, you may use their recruit cost to recruit them to any faction they can legally be recruited to (which right now is any of them)
MechWarrior: Solaris VII Unit/Card Corrections

** SL-GS-019 Fearghal Dougal.  The line of fire for the “Long Arm of Death” attack must still pass through the unit’s front arc.

MechWarrior: Units and CEC QnA

Q: My ’Mech has a colored square that looks like it is Orange? What SE is Orange?

A: There is no Orange SE at this time, some of the ’Mechs currently released have what

looks like Orange on their dial, it is actually Red.

Q: My ’Mech has a colored square that looks like it is Gold? What SE is Gold?

A: There is no Gold SE at this time, some of the ’Mechs currently released have what looks

like Gold on their dial, it is actually Gray.
