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SECTION 4: HOW TO PLAY THE GAME  (pg 13)

TURNS, ORDERS, AND STAGES  
· The player taking the current turn is called the active player.  Some game effects resolve at the same time; the active player chooses the order in which these game effects resolve. 

· When a game effect says “per turn,” it always refers to the turns of the player able to resolve that effect. 

· Each turn is divided into three stages: the command stage, the order stage, and the clean-up stage. 

· There are five types of orders: move, vent, ranged combat, close combat, and assault combat.
SECTION 5: IMPORTANT GAME CONCEPTS  (pg 14-15)

· A unit’s facing is important because it may make ranged or close combat attacks only through its front arc.

· Friendly units are units you control in the game or units controlled by an allied teammate. 

· You may measure anything on the battlefield at any time.

· A combat value cannot be negative. If a modifier would cause a value to be negative, the value is 0 instead. 

· If an effect says to double or halve an unmodified combat value, modifiers should be applied only after the increase or decrease is made.  If a game effect tells you to divide a number, always round fractions up.

· ’Mechs might be dealt pushing damage from game effects other than being given orders on consecutive turns.  Infantry or vehicle units that receive a second order token from an ability, SE, or other game mechanic take a click of pushing damage. (RFS pg 2)
· Some game effects tell you to use a specific value in place of a combat value, such as when one value “becomes” or is used “instead of” another value; this new value is a replacement value.
SECTION 5b:  USING SPECIAL EQUIPMENT (pg 15)

· If special equipment is described as optional, it is assumed to be in effect unless it is canceled. A player may cancel any of his or her unit’s special equipment at any time prior to rolling dice to resolve an order given to that unit. 
· Canceled special equipment remains canceled until the end of that turn. At the beginning of the next turn, it is in effect again. 
· Optional special equipment is used when a player elects to use it or does not cancel it and the requirements for that special equipment are met. Special equipment that is not optional is used when the requirements for that special equipment are met. 
· Special equipment colors shaped like circles are the same as squares, except that the unit using that special equipment is dealt 1 pushing damage after the order resolves.  If more than one type of Special Equipment as a circle is used during one order, the unit will receive 1 click of damage for each type used.  However, the unit takes only 1 damage for each Special Equipment, no matter how many times it was used during a single order.  For example, using Decoy as a circle twice against two attacks from Pulse would deal only 1 damage for the circle Special Equipment.  (FAQ pg 11)

· When a target’s Special Equipment is applied to the target, the attacker chooses in which order they are applied.  (RFS pg 1)
· Any game effect that would cause you to have two copies of any unique unit or pilot in your battleforce (such as Bypass) must be ignored.  (FAQ pg 6)

· If optional Special Equipment is turned off, it is as if the equipment is not on the unit.  For example, a unit with Jump Jets may turn them off and receive a run order.  (FAQ pg 11)
SECTION 6: MOVEMENT  (pg 16-18)

· A unit is considered to have moved if its center dot changes position on the battlefield at any time during the game, or if its facing is changed at any time other than during a free spin. 

· You may give a move order to a unit with a speed value of 0 in order to change its facing. 

· You may change the facing of infantry or ‘Mechs that fail to break away.

· A unit may move without needing to break away if the only opposing unit it is in base contact with is a shutdown ’Mech or a unit with Salvage special equipment. 

· ’Mechs with the Quad ’Mech speed mode and vehicles may not make free spins.

· A friendly unit gets to free spin (if able) when based by an opposing unit, regardless of whether or not the friendly unit is based in its front arc.  This is a change from the DA rules.  (RFS pg 1)

· Tracked units treat shallow water terrain as hindering terrain for movement purposes.  (FAQ pg 15)

· A hover unit may overlap part of its base on hindering terrain during movement, so long as it does not end its movement with its base overlapping hindering terrain.  (FAQ pg 15)

‘MECH SPEED MODE MOVEMENT RULES

· A ‘Mech unit’s movement path may cross infantry bases, and it deals 1 pushing damage to any opposing infantry in base contact with it when it successfully breaks away. 

· You must declare that a ’Mech will use the run option before attempting to move it. If a ’Mech given a move order to run fails a break away roll, it does not gain 1 heat for the run.
QUAD SPEED MODE MOVEMENT RULES

· A ’Mech with the Quad speed mode: need not make a break away roll to move away from opposing infantry; cannot change its facing if it fails a break away roll; and cannot make free spins. 
· A Quad ‘Mech unit gets +1 to its defense value against ranged combat attacks when it occupies hindering terrain; this is the hull-down modifier. 
· If a ’Mech with the Quad speed mode makes a ranged combat attack, and the only opposing units it is in base contact with are infantry, the called-shot modifier does not apply.

· A ’Mech with the Quad speed mode can make a close combat attack against a target if any part of its base is in base contact with the target.

VTOL SPEED MODE MOVEMENT RULES

· A VTOL unit can change levels as part of resolving a move order. Each change between levels requires 2˝ of the unit’s movement for that order. You may change levels at any time during the resolution of this unit’s move order, as long as the unit has at least 2˝ of movement remaining to make the change.
· A unit with the VTOL speed mode: cannot be a member of a formation, cannot use the ram special attack, cannot be the passenger of a transport, is eliminated instead of captured if it is the target of a successful capture attempt, and must immediately be moved to NOE level if it gains Salvage. 
· A unit with the VTOL speed mode and a speed value of at least 13 can make a ranged combat attack as part of a move order. To determine how far the unit can move, subtract 12 from its speed value. The remaining value is the number of inches the unit can move before, after, or both before and after it resolves the ranged combat attack. This unit’s base may never overlap another unit’s base when it makes a ranged combat attack.
· Cruising. A unit at cruising level does not interact with or occupy any terrain type. Its base does not block lines of fire. No unit is ever considered to be in base contact with a unit at cruising level, even if their bases are touching. Lines of fire drawn to or from a unit at cruising level ignore blocking terrain and unit bases. Lines of fire drawn to or from a unit at cruising level ignore hindering terrain unless the target or attacker occupies hindering terrain. A unit at cruising level ignores terrain and unit bases for movement path purposes, but it cannot end its movement overlapping another unit’s base.  It may end its movement on a blocking terrain feature.  (FAQ pg 18)
· Height-advantage modifier. A unit at cruising level gets +1 to its defense value when it is the target of a ranged combat attack originating from NOE level; this is the height-advantage modifier.
· A unit based by a VTOL unit during its movement does not get a free spin unless the VTOL unit ends its move order in base contact.  (FAQ pg 18)
· A VTOL unit that fails a break-away roll at the start of its move order may still change levels or make a ranged combat attack using its speed value, as neither of these things changes its position on the battlefield.  (FAQ 18)

· A VTOL unit with a speed value of 24 or more may not make more than one ranged combat attack as part of a single move order.  (FAQ 18)
· A VTOL unit’s base may not overlap another unit’s base when it makes a ranged combat attack as part of a move order.  (FAQ 18)

· A VTOL unit may be given a move order, make base contact, use 12 speed to make a ranged combat attack, and then leave base contact without having to make a break-away roll, so long as it did not begin the order in base contact with an opposing unit.  (FAQ pg 18)
· The base of a VTOL unit at NOE may overlap hindering terrain as part of a move order, so long as it does not end its movement at NOE overlapping hindering terrain.  Its center dot may never occupy hindering terrain at NOE. (FAQ pg 18)
· After disembarking passengers, a VTOL transport may move to cruising level if it has the movement points left to do so.  (FAQ pg 18)

SECTION 6b: TRANSPORTS AND PASSENGERS  (pg 18-19)

· Transports cannot become passengers of other transports. 

· Passengers are not counted toward formation size limits and may not be given orders.  Passengers do not count toward victory conditions and cannot use any of their special equipment. 

· Passengers are considered “friendly units” for the purpose of CECs (except for transported captives), and may be affected by faction pride, situational alliance, and planetary condition cards.  (RFS pg 2)

Boarding. 

· A friendly unit that has not been given an order this turn and began the turn in base contact with the rear arc of a transport may become a passenger of that transport; this is boarding. 

· Remove any order tokens from the passengers. 

· Captives count toward a transport’s capacity value (see “Capturing,” p. 26). If both a captor and its captive cannot board a transport, neither may board. 

· A unit in base contact with an opposing unit cannot board a transport.

Disembarking. 
· You must declare that you will be disembarking passengers when you announce this move order. 

· A transport may move before or after it disembarks passengers as long as it does not exceed its speed value. 

· When disembarking, a passenger may not be placed in base contact with an opposing unit, and its base must rest completely on the battlefield. 

· If the base of a disembarking passenger cannot rest completely on the battlefield (due to terrain or a lack of space on the battlefield), it is eliminated. The transport’s controller decides which passengers to eliminate. 

· A transport with Salvage special equipment cannot board units. If a transport gains Salvage when it already has passengers, after resolving the order that caused it to gain Salvage, all of its passengers immediately disembark (this does not cost an order). 

· If a transport is captured, all of its passengers immediately disembark (this does not cost an order), and each noncaptive disembarked passenger is dealt 1 pushing damage. 

· A passenger in an eliminated transport ceases to be a passenger and is no longer restricted by the rules applying to passengers; therefore, it does count as an eliminated figure for victory conditions.  (FAQ pg 16)

· A transport cannot make a special attack and also board/disembark passengers using the same move order.  (FAQ pg 16)
· You are not required to tell your opponent which infantry passengers are in which transport.  (FAQ pg 17)

· A transport may board or disembark passengers as part of a movement formation, as long as the transport is the primary unit of the formation.  Only one transport may board or disembark per movement formation.  (RFS pg 1)

VTOL transports. 

· A transport with the VTOL speed mode at cruising level can board and disembark only passengers with Jump Jets special equipment. 
· When an order results in passengers with Jump Jets disembarking from a VTOL unit at cruising level, the passengers are in base contact with the VTOL unit for the duration of that order. 
· A VTOL transport at cruising level cannot move after it disembarks passengers with Jump Jets. 
· If a VTOL transport at cruising level gains Salvage, any of its passengers are eliminated unless they have Jump Jets.
SECTION 7a:  HEAT GAIN AND HEAT EFFECTS  (pg 21-22)

· When a unit gains heat, apply the total amount of heat gained before making any die rolls required as a result of that heat gain; you must make these rolls immediately after the order that generated the heat is resolved.
· Multiple heat effects may appear on the dial at the same time; if they do, roll a separate die for each heat effect and apply the results to the ’Mech at the same time.

· Use the modified ballistic value when applying damage from an ammunition explosion, including heat effect modifiers.  (FAQ pg 10)

· If a ranged combat attack using the energy range type deals at least 1 damage to a ’Mech, the ’Mech also gains 1 heat. A ’Mech may gain only 1 heat in this way each turn, regardless of how many successful ranged combat attacks with the energy range type damage it during a turn.

· A ‘Mech receiving a vent order does not receive an order token, but because you did give it an order this turn, do not remove any order tokens from it. If it had an order token when it was given the vent order, it is not pushed.
· Note that when a unit loses heat, heat effects may reappear on its heat dial. Like when a unit gains heat, when a unit loses heat apply the total amount of heat lost before making any die rolls required because of heat effects; make these rolls immediately after applying the total heat lost.

· If a ’Mech becomes shutdown because of a failed heat effect roll, do not turn its heat dial to the three radioactive symbols; simply mark it so that it has two order tokens.

· When a shutdown ’Mech restarts, remove all order tokens from it; it may be given orders starting on your next turn. If the ’Mech restarts because of a successful heat effect roll, do not turn its heat dial to the heat starting position; simply remove the order tokens from it. 

· A ’Mech that restarts because of a successful heat effect roll does not roll for any other heat effects that might be present on the heat dial on that turn.

· If a ‘Mech restarts due to a vent order, but has the potential to receive more orders this same turn from a pilot ability, it must still wait until its controller’s next turn to be given another order.  (FAQ pg 10)

SECTION 9: TERRAIN  (pg 32-34)

· A unit occupies a terrain feature if its center dot is in the terrain.

· If a unit begins a move occupying clear terrain, its movement must end immediately when it would occupy hindering terrain. Remember this when laying out a unit’s movement path.

· If your unit begins a move with any part of its base overlapping hindering terrain, halve its speed value for the turn. This reduction is made after all other adjustments are made to the unit’s speed value, such as doubling it for a run move or halving it for disembarking passengers.

· Shallow water features are treated as hindering terrain for movement purposes. 

· A unit occupying a shallow water feature cannot be the target of a close combat attack unless the attacker also occupies that shallow water feature.

· Elevated Terrain:  see pg 33-34

· A unit’s base must occupy abrupt elevated terrain completely and not “overhang” the rest of the battlefield.  (FAQ pg 15)
SECTION 7b: RANGED COMBAT  (pg 23-25)

· Critical hits score +1 damage against each target of the attack.  (pg 19)

· If the controlling player does not announce if he is using a ‘Mech’s primary or secondary damage value, the attack uses the primary damage value and its associated range type by default. If the ranged combat attack is not possible using the primary damage value, the attack is canceled and the order lost.  (pg 20)

· A unit’s maximum range value and attack value must both be greater than 0 in order for it to make a ranged combat attack.

· If an attacker is in base contact with any number of opposing units, it may not make a ranged combat attack targeting other opposing units in base contact with units friendly to the attacker.
· To make an indirect-fire ranged combat attack, choose a single target.  The target must not be in base contact with any unit(s) friendly to the attacker.  The attacker may not be in base contact with any opposing unit(s).
· You must be able to draw a clear line of fire to each target of a multiple ranged combat attack. 

· No target of a multiple ranged combat attack may benefit from the called-shot modifier if one of the targets is in base contact with the attacker.

SECTION 7d: CLOSE COMBAT  (pg 26-27)

· If a unit is determined to be right on the line between an opposing unit’s front arc and rear arc, it is considered to be in both.  (RFS pg 2)

· When a ’Mech makes a close combat attack, it usually must use its primary damage value. But if the ’Mech’s secondary damage value has the melee range type, you may choose to use the secondary damage value instead. This decision must be announced prior to rolling the attack dice.  (pg 20)

· When a ’Mech unit succeeds at a close combat attack against a single target, it scores damage to the target equal to the announced damage value, with a minimum of 1 damage.  (pg 20)  This minimum of 1 is applied at step 6a in the attack sequence.  (FAQ pg 6)

· A close combat attack uses neither the energy nor ballistic range types; it uses either no range type or the melee range type.
· When making a close combat attack as part of an assault order, the target gets to make a free spin (if applicable) when the attacking unit makes base contact, not after the order is resolved.  (FAQ pg 7)

· If you roll a critical miss when trying to repair a target of damage, the repair attempt automatically fails and the target is dealt 1 pushing damage.  (pg 20)

CLOSE COMBAT CAPTURE ATTEMPTS AND CAPTOR/CAPTIVE RULES

· Only the primary attacker of a capture attempt needs to be an infantry with speed mode foot; infantry with other speed modes and/or ‘Mech units may participate in the formation if they are not the primary attacker.  (RFS pg 1)

· You must declare a capture attempt before rolling the attack dice.  Captives may not be given orders, are not considered friendly or opposing to any player, do not count towards the unit limit for movement formations, and all other units ignore a captive’s special equipment.  Any order tokens on a captive are removed at the end of the next turn of the player who previously controlled it.  Captives may not be targeted for any purpose and ignore all damage, including artillery damage.  

· Captors may only be given move orders, may not get rid of their captive, may not be placed such that their captive cannot be placed in base contact with them, and may not be targeted by ranged combat attacks or capture attempts.

· A captive infantry or vehicle always moves with its captor, using the lower of their two speed values; a captive must be in base contact with its captor both before and after moving. 
· Any speed special equipment possessed by a captor may be used by the captive. If either the captor or captive cannot occupy a terrain feature, then neither unit may occupy that feature. The captor’s controller determines the captive’s facing and location on the battlefield; this determination must be made after the captor resolves a move order.
SECTION 7c: ARTILLERY RULES  (pg 25-26)

· The attacker may not be in base contact with an opposing unit. The line of fire for the artillery attack must pass through the attacker’s front arc, and it must be greater than the attacker’s maximum range value but less than or equal to its artillery range value.
· Place the attacker’s artillery marker on the designated spot, with the marker’s arrow pointing in the direction of the line of fire.

· The line of fire to an artillery marker is checked to see if it is blocked when the attack resolves.  Keep in mind that for infantry or vehicle units making artillery attacks, placing the marker under the base of an infantry or vehicle unit will block the line of fire, but it will not do so for a ‘Mech unit making an artillery attack.  (FAQ pg 17)  Hindering terrain does not block a line of fire.  (FAQ pg 17)
· If an artillery unit has Salvage special equipment when you resolve its artillery attack, use the attack and damage values listed on its artillery marker to resolve the attack instead of using the artillery unit’s attack and damage values.  If an artillery unit is eliminated before resolving its artillery attack, the attack is cancelled and the marker is removed from the battlefield.  (FAQ pg 17)
· Score damage equal to the attacker’s damage value to every unit within the blast radius of each marker, even if the blast radiuses of several markers overlap.  Damage from more than one marker, from the same artillery unit, does not “stack.” (RFS pg 2)
· Artillery attacks do not target units, so special equipment or abilities which are used only when a unit is targeted (such as Decoy special equipment) do not apply to units damaged by an artillery attack.  (FAQ pg 17)

· An artillery unit is considered “pushed” when it receives a second order token, which is when the order is given.  This is when the unit receives either 1 damage or 1 heat for pushing.  (FAQ pg 17)

· If an artillery unit has a minimum/maximum range of 0/0, then it may place an artillery marker underneath its base.  The token may not be placed directly on its center dot (because the line of fire must be greater than the unit’s maximum range), and the line of fire to the marker is not blocked.  (FAQ pg 17-18)
SECTION 7e: SPECIAL ATTACKS  (pg 27-28)

· Special attacks have no range type and score impact damage – which ignores all types of Armor SE.

· A special attack may only be made against a single opposing non-infantry unit, but the attacking unit may end its move in base contact with multiple units. (FAQ pg 11)  A unit making a special attack must begin the turn with no opposing units in base contact with it.  The target of a special attack must be declared prior to moving the attacking unit.  (RFS pg 1)  
· If the line of fire for a charge attack (only) crosses any non-water terrain feature or other non-infantry unit’s base, the target gets +2 to its defense value for the attack.  However, if the only non-water terrain feature is hindering terrain that is under the target unit’s base, the target does not get this modifier.  (FAQ pg 11)
· The target of a charge attack or a ram attack is allowed a free spin, if able, unless the attacker’s line of fire passed through the target’s rear arc and the attacker ends its move in base contact with the target’s rear arc.

· The +1 damage scored by a charging unit does not affect the amount of damage taken by that attacking unit; however, other game affects (such as faction pride cards) that modify the unit’s damage value may affect the damage taken by the charging unit.  (RFS pg 1)

· If a death from above attack fails, the attacker is dealt 2 pushing damage and the target may make a free spin, if able.

· The attacker in a ram special attack may not be a member of a movement formation. Special attacks are not possible against units on abrupt elevated terrain unless the attacker ends its move in base contact and on the same piece of terrain as the target.  Similarly, a unit cannot make a special attack from abrupt elevated terrain against a target that is not on that terrain piece, unless it leaves the abrupt elevated terrain and ends its move in base contact with the target.  (FAQ pg 11)  

SECTION 7f: THE ATTACK SEQUENCE (pg 28-29) 

and RULE OF PRECEDENCE  (pg 35)
Use the following sequence of events to resolve a ranged or close combat attack, regardless of whether or not you are using a formation. If a step or part of a step is not applicable to the attack, ignore it. 

1. Declare the target(s) of the attack. 

2. Declare a capture attempt, if applicable. 

3. The attacker chooses which of its optional special equipment to cancel and determines any modifiers to its attack value. 

4. The target chooses which of its optional special equipment to cancel and determines any modifiers to its defense value. 

  5. Make an attack roll and determine if the attack succeeds.
6. Calculate the damage scored: 

a. Apply the attacker’s current heat effects to its damage value. 

b. Modify the damage scored based on the attack type (for example, an indirect-fire ranged combat attack or the ram special attack]. 

c. Modify the damage scored based on the attacker’s special equipment and faction abilities. 

d. If the attack is a critical hit, increase the damage scored by 1. 

e. Modify the damage scored because of the affected units’ types (for example, damage scored using the range type is reduced to 1 against infantry). 

f. Reduce the damage scored because of the affected units’ special equipment and faction abilities. 

g. If the attack is a capture attempt, score no damage. Otherwise, damage scored is dealt to the affected units. 

7. Apply any heat gained to the affected units and make any necessary heat effect rolls. 

8. If an additional attack is generated by the attack, return to step 2 and repeat the attack sequence until all attacks resolve. 

9. Give an order token to the attacker. 

10. Apply pushing damage and heat gained to the attacker and make any necessary heat effect rolls.
Rule of precedence. Because there are different types of CECs, some CEC effects occur before others in the game. Apply effects or modifiers generated from CECs in the following order: 

1. Planetary conditions 

2. Faction pride/Mercenary contracts/Situational alliances 

3. Gear 

4. Pilots

· If two effects would resolve at the same time, the active player chooses the order in which they resolve.
Speed Modes, Break Away Rolls, and Terrain Interaction

[image: image1.emf]
COMBAT MODIFIERS
ATTACK MODIFIERS:

+2 for unblocked line of fire from an Artillery unit to its marker, when the attack resolves

+2 for each additional member of a Formation Attack, not including the primary attacker

+2 for attacks through the Rear Arc of a target

+4 for attacks against a Shut-Down ‘Mech

DEFENSE MODIFIERS:

+1 when targeted by an Assault Order

+1 for Friendly Fire (target based by friendly figure) if target is a ‘Mech

+1 for Hull Down (Quad ‘Mech targeted by ranged attack while in hindering terrain)

+1 for Height Advantage – VTOL at cruising level, the Dropship, or unit occupying Elevated Terrain.  Height Advantage modifier is only applied once and does not stack.

+1 for Hindering Terrain when targeted by ranged combat attacks

+2 for Called Shot (attacker based by opposing figure); Quad ‘Mechs ignore Called Shot when based by infantry but no other units

+2 for Friendly Fire (target based by friendly figure) if target is infantry or vehicle

+2 when targeted by a Death From Above attack

+2 when targeted by a Charge Attempt, if line of fire before movement crosses any non-water terrain or non-infantry unit bases

+3 when targeted by a Capture Attempt

+3 when targeted by an Indirect Fire attack.  No Called Shot or Friendly Fire.

SECTION 10: COMBAT ENHANCEMENT CARDS  (pg 34-38)

PLANETARY CONDITION CARDS

· If multiple copies of the same planetary condition are in play, their effects do not stack.
· Planetary condition cards take effect in alphabetical order.  (FAQ pg 8)

FACTION PRIDE CARDS

· In order to use a faction pride card, a player must have at least one unit from the named faction in his or her battleforce.  

· Faction pride cards are put into play after any planetary condition cards are put into play, but before any units are deployed.
· The abilities granted by Faction Pride CECs are available for use only as long as a unit that meets the criteria set on the card is still in your battleforce.  (RFS pg 2) 

· Faction pride card abilities cannot be applied to the same unit more than once per turn.  (FAQ pg 7)

MERCENARY CONTRACT CARDS

· Mercenary contract cards are put into play after any planetary condition cards are put into play, but before any other CECs are put into play.  You do not need to pay pilot recruitment costs when using a mercenary contract card.  (FAQ pg 8)
· Units retain the faction symbols given to them at the start of the game by a mercenary contract card, even if they are captured and bypassed by an opponent with a different mercenary contract card in play.  (FAQ pg 8)

SITUATIONAL ALLIANCE CARDS

· In order to use a situational alliance card, you must have at least one unit from each of the factions named on the card in your battleforce, and the only other factions that may be included in your battleforce are those named in a House or Grand Alliance.  Mercenary units may not be included in a battleforce with a situational alliance card unless they are recruited.  (FAQ pg 8)
· Situational alliances are put into play after any planetary conditions are put into play, but before any units are deployed.

· If a player uses Bypass to gain control of a unit from a faction other than those listed on an SA that player is using, and not related via a Grand or House alliance, then the SA is cancelled until that unit is eliminated or captured.  (RFS pg 1)
· The abilities granted by Situational Alliance CECs are available for use only as long as a unit that meets the criteria set on the card is still in your battleforce.  (RFS pg 2) 

· Situational alliance card abilities cannot be applied to the same unit more than once per turn.  (FAQ pg 7)

GEAR

· A unit may not be assigned more than one piece of gear with the same combat value requirement unless one states that it may be used on a combat value along with other gear, or the gear is applied to a different damage value.

· If a combat value would receive special equipment from two different sources (for example, one from the combat dial and one from gear), only one may apply at a time, unless the gear states otherwise.  
· If non-optional special equipment is added to a combat value that has non-optional special equipment showing on the dial, the one on the dial overrides the other.  For example, Reactive Armor on the dial will cancel Reflective Armor as gear, even when the ‘Mech is damaged by an energy attack.  (RFS pg 1; FAQ pg 7)

· Unless its gear CEC states otherwise, if a ’Mech with gear gains the Salvage special equipment on its combat dial, the gear is ignored.
PILOT CARDS

· A gunslinger may have only one of its recruitment costs paid per game.

· If you want to assign a gunslinger to a ’Mech with a faction symbol, you must pay the gunslinger’s recruitment cost for that faction.

· You may not change a ’Mech’s faction symbol by assigning a gunslinger to it and then paying the recruitment cost for another faction.

· A pilot must have the Quad ‘Mech symbol printed on the “paddle” part of its card in order to give its speed modifier to a Quad ‘Mech.  It may still be attached to a Quad ‘Mech.  (FAQ pg 3)

· Pilot modifiers apply when a ‘Mech is shut down and/or Salvage.  If a Pilot Ability causes a Mech to move or attack, it cannot be used while shut down.  Abilities while in Salvage may or may not apply; use your best judgment to determine whether or not they would.  (FAQ pg 3)

· Pilot abilities that do not have “optional” in their text are in effect at all times unless otherwise noted in their rules text.  You can elect to not use a pilot ability if it has “optional” in its text.  (FAQ pg 3)
SECTION 8: FORMATIONS  (pg 29-31)

· Mercenaries do not allow figures not of the same faction or of allied factions to create formations with each other.

· Movement formations may include 3, 4, or 5 infantry/vehicles. grouped so that each one is touching the base of at least one other.  Ranged combat formations may include 3, 4, or 5 units, grouped so that each one is touching the base of at least one other.  If 2 or 3 of your infantry and/or ’Mechs have their front arcs in base contact with the same single opposing target unit, you may designate them a close combat formation.

· The Southpaw Formation Trick:  note that 2 units in base with one another, plus 2 more units in base with each other but not touching the first two, may make a legal movement formation or ranged combat formation.  
· The speed value of each member becomes that of the member with the lowest speed value.

· If any member of a movement formation fails a break away roll, that unit may not move, though it may still change its facing, if able. Other members move normally, but at the end of the order, each member’s base must be touching another member’s base.
· A transport may board or disembark passengers as part of a movement formation, as long as the transport is the primary unit of the formation.  Only one transport may board or disembark per movement formation.  (RFS pg 1)
· Ranged combat formations may be used to attack and damage only a single opposing target unit.

· Each member of a ranged combat formation must be able to draw a clear line of fire to the target.
· Members of a close combat formation do not have to be in base contact with each other.

· If a close combat formation fails a capture attempt against a ’Mech, each member is dealt 1 pushing damage.
· A Quad ‘Mech can participate in a close combat formation if it is basing the target anywhere on its base.  (FAQ pg 9)

· Formation bonuses do not apply to second attacks granted by special equipment or abilities, such as Rapid Strike or Pulse.  (FAQ pg 9)

· Only the primary unit in a ranged or close combat formation may use its special equipment.  Combat formations use the combat values of the primary attacker, therefore only special equipment that appears on those combat values can be used.  (FAQ pg 9)

· Formations may span multiple Alliances.  Using the Grand Alliance between House Kurita and Clan Nova Cat, and the House Alliances between Kurita and the Dragon’s Fury, and between Nova Cat and the Spirit Cats, formations may be made using units from any of those four factions, such as Kurita + Spirit Cat or Nova Cat + Dragon’s Fury.  (FAQ pg 10)
SECTION 12: VICTORY!  (pg 39-40)

VICTORY CONDITION 1: ELIMINATING OPPOSING UNITS
Each opposing unit eliminated during the game is worth a number of victory points equal to its point value to the player who eliminated it. Score and record these points during the game as units are eliminated.

VICTORY CONDITION 2: CONTROLLING THE BATTLEFIELD
Points gained from victory condition 2 equal the following: 

• double the points of captured opposing infantry and vehicles in your deployment zone, PLUS 

• double the points of captured opposing ’Mechs, PLUS 

• points of surviving units, PLUS 

• points of opposing units with Salvage special equipment not in their controller’s deployment zone.

VICTORY CONDITION 3: CONTROLLING YOUR OPPONENT’S DEPLOYMENT ZONE
Score 1 victory point at the beginning of each of your command stages for each unit you control that occupies an opponent’s deployment zone. 

DETERMINING THE WINNER
Score victory points for each victory condition separately. The player with the highest point total for a victory condition wins that victory condition, and the player who wins the most victory conditions wins the game. 
If players tie for points for a particular victory condition, no one wins that victory condition. If two or more players tie for winning the most victory conditions, the player who scored the most victory condition 2 points wins. If this total is also tied, the player who scored the most victory condition 1 points wins. If this total is also tied, the player who rolls highest on a six-sided die wins.
· If a unit is eliminated by any means other than from an attack made by an opposing figure (such as a planetary condition card or from pushing damage dealt by its controller), then the victory points for that unit’s elimination go to the player to the direct left of the unit’s controller.  That player may not complete a mission card by receiving victory points in this way.  (FAQ pg 6)
· If a gear or pilot CEC is eliminated, and there is no clear instruction on how to score the victory points for its elimination, then those points are simply lost to all players.  (FAQ pg 6)

· While gear and pilots count towards Victory Condition 2, other CECs do not.  (FAQ pg 9)

· Since a captured ‘Mech unit in Salvage is neither a friendly nor an opposing unit, do not score any VC 2 points for the captured ‘Mech being in Salvage.  Instead, score double the ‘Mech’s point total as you would for a captured non-Salvaged ‘Mech unit.  (FAQ pg 16)
