	
	L
	M
	H
	A
	

	AA Targeting
	
	
	11 (Ann)
11 (Van)
	13 (AoD)
	Ballistic: Double range against flyers

	Ablative Armor
	
	26 (Dom)

26 (Van)
	
	
	

	Additional heat sinks
	
	39 (AoD)

39 (Dom)
	49 (FP)
	
	Fail Avoid HS Overload at 1, critical at 1 or 2

	Agility
	21 (WS)
	35 (AoD)
	
	
	

	Alternative Firing Mode
	14 (Ann)
	
	
	
	Double number or ranged attacks?

	Alpha Strike
	23 (WS)
	
	44 (AoD)
	50 (FP)
	

	Angel ECM Suite
	
	
	
	43 (Dom)
	Ignore Homing Beacon, Streak Missiles, Beagle, Artemis, C3 – this and all friendly units within 6”

	Anti-Missile System
	21 (AoD)
	
	
	43 (Ann)
	On ballistic hit, roll die, 3-4 -1 damage, 5-6 -2 damage

	Anti-Personnel
	14 (FP)
	24 (Dom)
	31 (WS)
	34 (AoD)
	

	Anti-Personnel Pods
	
	11 (Ann)
	
	18 (WS)
	Doesn’t roll to break away from infantry, even with Grapple. Infantry get only 1 pushing damage

	Armor Piercing
	23 (FP)
	35 (AoD)
	44 (AoD)
44 (Dom)
	50 (AoD)
	

	Artemis IV Fire Control
	21 (FP)
	28 (WS)
	38 (AoD)
	
	Ballistic: on hit dealt, roll die, if 6, destroy this. On hit, roll - +1 dmg on 5, +2 on 6.

	Back-Up Power
	
	26 (Dom)
	
	
	When shutdown, speed/gear are not canceled, and others get +2 instead of +4.

	Battlemech Jump Pack
	14 (Dom)
	
	20 (Ann)
	
	Ignores bases & terrain for move, fail to break away at 1.

	Beagle Active Probe
	
	35 (Ann)
	
	
	This unit and friendly units +1 att. Against enemies within 6” of this unit.

	Bola Pods
	6 (Ann)
	
	
	
	Max dmg is 1, if deal dmg to a Mech with no order tokens, it gains 1 order token instead of damage.

	Brawling
	
	17 (Dom)
	
	
	

	C3i
	17 (Dom)
	26 (Dom)
	33 (Dom)
	
	Max one C3i per 150 pts. +1 for ranged attacks for each other unit with C3i that could also make ranged attack (+3 max)

	Camouflage
	2 (Ann)
	
	
	3 (FP)
	

	CASE
	
	
	44 (Ann)
44 (Dom)
	50 (AoD)
	Fail Avoid Amm. Explosion at 1, critical at 1 or 2

	CIWS Close-In Weapon System
	
	
	20 (WS)
	
	When enemy infantry comes in base contact (front arc), it takes 1 damage.

	Cockpit Ejection Pod
	
	
	20 (WS)
	
	If Mech is destroyed, opponent doesn’t get VP for pilot or gear.

	Command
	
	
	4 (FP)

4 (Dom)
	
	(only at starter marker)

	Concussion Ammo
	
	
	24 (FP)

24 (Dom)
	
	Ballistic: against non-Mech with 0-1 order token – it gains order token.

	Coolant Pod
	
	8 (WS)
	
	14 (Ann)

16 (Van)
	When getting dmg, destroy this at 6 and get 2 pushing dmg. Destroy this to avoid getting heat and move heat to starting position.

	Decoy
	21 (AoD)

21 (WS)
	30 (Van)
	38 (AoD)
	
	

	Double Rate
	23 (AoD)
	37 (Dom)
	
	
	Ballistic: roll second attack at -2, if succ. Double damage (6 max)

	ECM Suite
	14 (Ann)
	
	
	31 (AoD)
	Enemy can’t use Improved Targeting or reroll.

	ECCM Suite
	
	
	27 (Ann)
	
	Ignore Decoy, ECM

	Electronic Camouflage
	
	23 (AoD)
	23 (WS)
	22 (FP)
	

	Enhanced Imaging
	
	17 (FP)
	22 (Dom)
	
	Ignore hindering terrain while making ranged attack

	Enhanced Targeting Range
	
	
	42 (Van)
	
	Range *2 (max 24), max damage = 3. Ballistic, Wolf/Steel Wolves.

	Evade
	33 (AoD)

33 (Dom)
	
	26 (Van)
	
	

	Experimental Pulse
	
	
	42 (FP)
	
	Energy: make second attack, get +1 heat at 2-4, +2 at 5-6.

	Explosive Rounds
	
	39 (Dom)
	49 (Van)
	
	+2 dmg to all units in base contact with target (s).

	Extended-Range Ammo
	10 (WS)
	
	
	37 (FP)
	Ballistic: max range * 2, attack -2

	Extra Ammo
	
	5 (FP)
	
	10 (WS)
	If damage is 0, it’s 2 instead

	Flamers
	15 (WS)
	30 (FP)
	
	22 (AoD)
	

	Fluid Gun - Corrosive
	23 (Dom)
	
	
	
	(Energy). Max range = 8, dmg = d6-2 (min=1) impact

	Fluid Gun – Viscid Incendiary
	29 (Dom)
	
	
	
	Max range = 8, against Mech.

On 1-4 +2 heat, on 5-6 +3 heat.

	Frag Missiles
	21 (Dom)
	
	
	
	Ballistic. On successful ranged attack, deal dmg value (max=2) to each infantry within 2” from target.

	Full Strike
	
	30 (AoD)
	39 (WS)
	
	

	Grapple
	15 (FP)
	24 (Van)
	
	34 (FP)
	

	Handheld Laser
	
	14 (Dom)
	
	
	Melee. Cannot use other dmg. Specials. Energy 0/10, damage 2, at 1 eliminate this, opponent GAINS points.

	Harjel II Auto-Repair System
	17 (Ann)
	35 (Dom)
	
	
	When this unit takes an order, it’s repaired unless black marker is showing. Eliminate this on 6.

	Haywire Missiles
	21 (WS)
	
	
	
	Ballistic. No damage, but all friendly units ignore Camouflage, Decoy, Evade and all "electronic" equipment this turn.

	Heat-Dissipating Armor
	
	
	33 (Dom)
	
	If this gains heat as a target of attack, subtract 2 from it.

	Heat-Seeking Ammo
	
	
	17 (FP)
	19 (Dom)
	+1 attack against Mech with heat effects

	Heavy Armor
	23 (Ann)
	35 (AoD)
	
	
	

	Heavy Ferro-Fibrous Armor
	
	39 (Ann)
	
	
	-1 damage at 1-4, -2 damage at 5, destroy this at 6

	Heavy Laser
	
	
	25 (WS)
	
	Cannot use other dmg equipment, -1 attack. On 1-5 +1 damage, on 6 +2, and get 1 heat. (Energy)

	Homing Beacon
	14 (FP)

14 (Van)
	43 (Dom)
	
	
	

	Impact Armor
	
	26 (Ann)
	
	
	Close combat and impact damage -2

	Improved Myomer
	17 (FP)
	24 (WS)
	
	
	Close combat: +1 dmg on 1-5, +2 on 6

	Improved Targeting
	23 (AoD)
23 (Dom)
	32 (WS)
	44 (AoD)
	
	

	Improved Tracking
	
	
	
	19 (Ann)
	Ignores Evade

	Inferno Ammunition
	26 (AoD)

26 (Dom)
	
	44 (WS)
	
	Ballistic only: to Mech: +1 heat, to vehicle +1 damage

	Inferno Flamers
	25 (WS)
	
	44 (Dom)
	
	Energy. Can make close combat att. Against Mech +3 heat instead of dmg, otherwise +2 dmg.

	Laser Anti-Missile System
	
	
	35 (Ann)

44 (Van)
	
	During ballistic attack, at 1-5 -1 damage, at 6 – 2, and gain 1 heat.

	Light Ferro-Fibrous Armor
	
	30 (Ann)
	
	
	-1 damage at 1-5, destroy this at 6.

	Locator Upgrade
	14 (Dom)
	
	
	
	Ignore hindering terrain during ranged combat orders.

	Lock-On Targeting
	5 (WS)
	
	
	10 (FP)
	+1 att in ½ range

	Mechanical Repair
	
	17 (AoD)
	
	
	

	Melee Hardening
	
	
	
	20 (WS)
	Melee damage is impact

	M-Pod
	
	13 (Dom)
	
	
	May not take orders on turn it uses this. Deal impact dmg = d6-2 (min=1), eliminate this gear (opp. GAINS points)

	Null-Signature System
	29 (Ann)
	
	
	
	+8 def, +3 heat, order token. May be used only with no order tokens.

	Patchwork Armor
	32 (Dom)
	
	
	
	At 1-4 Heavy Armor, at 5-6 Hardened Armor.

	Plasma Gun
	
	22 (Dom)
	
	
	Energy damage against infantry is NOT reduced to 1.

	Point Defense
	
	6 (Van)
	
	
	(starting marker only)

	PPC Capacitor
	
	29 (Ann)
	32 (Van)
	
	Energy: damage + ½, gain 1 heat.

	Pulse
	23 (AoD)
	37 (FP)
	25 (Dom)
	26 (AoD)
	

	Radical Heat Sinks
	17 (Ann)
	
	
	
	+1 vent, each vent destroy this at 6.

	Rapid Strike
	19 (Dom)
	29 (AoD)

29 (Dom)
	39 (AoD)
	
	

	Reactive Armor
	23 (Ann)
	
	44 (AoD)
	
	

	Refined Pulse
	
	
	53 (FP)
	
	Energy: additional attack, on 4-6 gain add. heat

	Reflective Armor
	23 (Ann)
	35 (AoD)
	44 (Van)
	
	

	Refocused Laser
	
	21 (FP)
	
	
	Energy: hit every figure on the line, 2 damage max

	Reengineered Laser
	
	
	45 (FP)
	
	Ignores Heavy, Hardened & Reflective Armor

	Reinforced Armor
	
	46 (Ann)
	
	
	Speed-2, ballistic damage-2, ignore Armor Piercing at 5-6

	Repair
	23 (Van)
	
	
	
	

	Retractable Blade
	
	
	22 (AoD)
	
	+1 damage in close combat

	R.I.S.C. Advanced Point Defense
	
	
	17 (Van)
	
	Any friendly figure in base contact can use its unmodified Def instead of own. On 1-2 ignored, on 1 eliminated.

	R.I.S.C. Advanced Pulse Module
	10 (Van)
	
	
	
	Energy. After succ. attack make another, then third and gain 1 heat. On 1-3 ignored, on 1 eliminated.

	R.I.S.C. Armor-Piercing Explosive Rounds
	
	22 (Van)
	
	
	Ignore "armor" equipment. On succ. attack deal 2 dmg to each figure in base contact with target. On 1-2 ignored, on 1 eliminated.

	R.I.S.C. Bunker Buster
	
	
	17 (Van)
	
	Ballistic. Can attack through  blocking terrain. If result >= 23, eliminate target and this gear.

	R.I.S.C. Continuous Fire Mode
	
	17 (Van)
	
	
	Ballistic. If attack succeeds, can make 2 other, gain 2 heat. On 1-3 ignored, on 1 elimin. And deal 2 pushing damage.

	R.I.S.C. Deforester
	
	
	
	20 (Van)
	Can att. through hind. terrain. If attack >=23, destroy terrain and this gear, enemy gets +1 damage.

	R.I.S.C. Emergency Coolant System
	
	11 (Van)
	
	
	After this makes order, it isn’t shutdown, loses 2 heat, gets order token and doesn’t make any rolls.

On 1-2 ignored, on 1 eliminated and deal 2 pushing damage to the Mech.

	R.I.S.C. Fire Shot
	
	15 (WS)
	
	
	Ballistic. Target Mech and all Mechs within 6” gain 1 heat. On 1-2 ignore, on 1 eliminate and get 2 heat.

	R.I.S.C. Heat Sink Override Kit
	
	9 (Van)
	
	
	When makes ranged attack, can make another with the other weapon, gain 2 heat.

On 1-2 ignored, on 1 elimin., deal 1 pushing damage.

	R.I.S.C. Hot Drop Shielding
	
	15 (WS)
	
	
	Deploy this Mech on your second turn, anywhere. On 1-2 it’s shut down. On 1, it takes pushing dmg = ½ its primary damage.

	R.I.S.C. Hyperlaser
	
	
	19 (Van)
	
	Max. range & damage +50%, ignore Reflective Armor. On 1-3 ignored, on 1 eliminated.

	R.I.S.C. Overcharger
	5 (Van)
	8 (WS)
	
	
	+4 speed, on 1-2 ignored and Mech cannot move, on 1 eliminated.

	R.I.S.C. Queen Bee Ammo
	15 (WS)
	
	
	
	Ballistic. Friendly minis ignore ranged combat requirements except for range. Opp. minis with Ballistic also ignore them.

	R.I.S.C. Repeating TSEMP
	11 (Van)
	
	
	
	TSEMP, but ignored at 1-3, at 1 eliminated.

	R.I.S.C. Saturation-Fire Mode
	
	
	22 (Van)
	
	Ballistic. Besides normal attack, resolve attack against all minis within 4” from target, max 2 damage. On 1-3 ignored, on 1 eliminated and deals 2 pushing damage.

	R.I.S.C. Seismic Dampener
	
	
	
	17 (WS)
	Indirect fire cannot hit this Mech, ignore Streak Missiles. On 1-2 ignored, on 1 elim.

	R.I.S.C. Supercooled Myomer
	
	
	24 (Van)
	
	During run, on 3-6 -1 heat, on 1-2 cannot be moved.

	R.I.S.C. Viral Decoy Jammer
	9 (Van)
	
	
	
	All your units ignore Decoy.

At start of turn, ignored at 1-2, at 1 eliminated.

	R.I.S.C. Viral Homing Beacon Jammer
	
	11 (Van)
	
	
	Ignore Homing Beacon. At 1-2 ignored, at 1 eliminated.

	Streak Missiles
	21 (Dom)
	
	38 (AoD)
	19 (WS)
	

	Supercharger
	6 (Dom)
6 (Van)
	9 (Ann)
	
	
	Speed modifiers on heat deal are positive, not negative

	Swarm-I Ammunition
	
	
	27 (AoD)
35 (WS)
	
	Ballistic: divide damage between target and all minis in base contact.

	Triple-Strength Myomer Weave
	30 (WS)
	
	
	
	For each non-green square on heat hial +1 close combat damage.

	TSEMP
	27 (Van)
	
	25* (Dom)
	
	

	Vibroblade
	
	21 (Van)
	25 (FP)
	
	Close dmg becomes impact


* single use
