to Deck lmprnvement

BY TOM WYLIE

HEN MOST PEOPLE THINK OF BATTLETE

Big, honkin’ death m ,
ey don’t know where
“to go or what to shoot at. Since autopilot

you much go:
b,

technology apparently isn’t what it used
to be, you need good, solid MechWar-

t on your Command Post to use when-

(let’s face it, blasting movie m
PPCs won't make your oppcné t popu-
lar with the rubes). Play Civilian Settle-
ment on your Stockpile, and whenever
‘Mechs attack that region (or a ’Mecl
- guarding it), you can reflect dam
back onto the attacker.

MechWarrior also gives a boost to a cou-
le of the undersupported Inner Sphere
factions: the Free Rasalhague Republi
and the St. Ives Compact. You can s
your opponent on an express trip to
Stone Age with Rasalhague’s new b

ing cards like Airstrikes Close

"eards from his o

riors to pilot those death machines. So i

the first thing we did was add some Pilot
cards with intere stmg abilities...like

Gearhead, who boosts his 'Mech in

combat and makes the Mech tougher,or L

R.lStar I\Iech\Varnor who has a fifty-

recovering any ?\ﬁsszon ‘
ong as he’s mvolved in

Scrapheap, and so on.
ade the site of the battle a factor
roducing Terrain cards, enhance-
that are played on an entire region
er than on a particular card. Each
ain card has an ability that applies
v when a target in that region is
ttacked, and represents the effect that
physical terrain might have on a battle.
For example, Rocky Gorge damages

each attacking "Mech, so you might play
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