Make Your Unit

You have 1000 @ (credits) to spend on your starting unit. Buy one of the chassis types below and spend your remaining credits on outfitting it with weapons and equipment.
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Utility/Attack Action: Destroy all terrain and
mines in a 4 hex line directly in front of your unit.
All units within these 4 hexes will take 4 impact
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Electronic Warfare Equipment:
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This item does not count as a weapon for the
purposes of firing from a co-axial mount or
applying the benefits of pilot/crew skills.
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Mech Mobility Enhancement:
Jump jets:
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As part of a move action, ignore impassable and rough
terrain. The move must end on a hex the mech could
occupy.

This ability is visible in the fog of war.

Skate System:
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At the beginning of your turn declare if you are using
the skate system. If so gain [+1 movement] and
change your movement type to [tracked] &&-.
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Does not stack with jump jets

Drones:

Drone Controller:
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Can have one small drone docked.

Passive: Enables drone command. Can command one active drone per controller.
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Utility Action: Fill all hexes adjacent to you with
dense smoke. Dense smoke blocks like of sight
through it and grants -30% accuracy to direct
attacks against targets in the smoke. The smoke
lasts until the beginning of the next player phase.
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Recon Drone
Eye in the sky
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Integrated Electronics:
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Small: This drone can be docked with its parent unit. You may undock the drone and set its
mode as an [utility action] ()

Evasion: Has a chance to evade incoming attacks based on [agility] éstat.

Flyer: Cannot be targeted by melee attacks.

Modes for this drone type are:

-Loiter Mode: Will move to a designated point then lock on to an enemy target, prioritising the

largest most threatening one.

-Support Mode: Will follow an allied unit and attempt to lock-on to targets that unit attacks.

-Recall: Will attempt to return to its controller and dock with it.
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Stealth Modifications:
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