_ drawbacks to Alliance cards are severe
_ enough to offset this. Especially in the
case of The Star League and The Invad-
ing Clans, we took great care not to com-
pletely disrupt the balance of play in our
 efforts to mod:ﬁi the enmonment .

e, cards that gwe 2 bonus o a
iner "Mech will no longer work for
' 'hese Alkance cards should

,Vtaking;rar » {zvéit—and—sc’e |

h until they get into heavy
circulation and we get some feed-r
back ,fmm the enwmnment

aul Moﬁn——as an Elemental
,Star Cnmmancier, Paul Moon modzﬁes

be a blg thmg in some cases;
it y&u’ﬂ lose key ’Mechs

Overheating when you lose initia-
tive often means you're going to lose
the overheated 'Mech. Breaking the |

Envelope makes that kind of setbacka
little easier for you to swallow—and a

_ little more painful for your opponent.

~ Expect to see cards like this popping up {
in tournament play, forcing decks that

| rely heavily upon winning initiative to

 deal with this threat to their stability.

1 really oroove on the “loss of initi

tive” cards. They represent a real threatin

battle, but they don’t always work the

| way you hoped. The price you pay—out-
right loss of initiative makes using

them that much more chaﬂénging, but

 the payoff can definitely be worthwhile.

Consider giving these cards a shot if yeur’

_decks don't do well in the 1mt1at1ve ',

department.

Personal Best -
_ Finally, some of the cards on thch 1

 worked remain close to my heart,
Check out Trojan Horse, for
_example. ,

There’s nothing wackler than '

_ seeing a weenie 'Mech explode into

a million pieces, dealing some seri-
ous smackdown to your opponent.
Plenty of cards like this will lay
down the law on the unwary.
As 1 mentioned earlier, the Cmsadg ,
expansmn features the new card layout
first seen in the Commmzdgrs{Edzz‘zm
card set. Also, Vehicles have been fixed
(per rulings first covered in “Reports on
Trading Card Games,” Duelist #29) to

 reflect thelr changed status within the
. game ,For/mstan;e, Vehicles are now
1 \&estroyﬁd on a die roll of 5 or 6 rather
| than just 6. There’s also an army of new .
| 'Mechs to field in battle. They represent
| the latest designs from both the Clans ‘
. and the Inner Sphcre bemg sent to the .
' batﬂeﬁeld , .
~ Oneof the nastser new Mech de81gns, .
in my opinion, is the Kraken 2, a card

that’s exelusive to the Jade Falcons.
Enough talk—time to smack down

 the hurt. With Crusade cards on your

side, there’s sure to be plem:y of hurt to

/ g0 armmd‘ 2
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