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A Game of Strategic Mecha Combat

By Matt Trussell

Required To Play:

· 72 Mecha Counters
· 6 Each: Turtle, Wolf, Spider, Frog, Rat, Ant, in each of two colors

· Several Six-sided Dice ("D6")
· Rules Book
· Mecha Stat Card
· 12 Region Cards

· 12 Victory ‘Hold’ Markers

Set Up:

Randomly determine who will be the first and second player. The first player may choose either which color to play as, or to place the first Region on the board.

After each player has a color (Red or Blue), the first player to place a Region tile chooses any of the tiles and places it anywhere in their side or in the neutral center. This tile can be rotated in the direction the player chooses. The next player then chooses a tile and places it in the same way. Continue until the board is composed of 12 tiles in a 4x3 pattern.
Red Player Side of the Board
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	Red Player Tile
	Red Player Tile
	Red Player Tile
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Tile
	Neutral 
Tile
	Neutral 
Tile
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Tile

	Blue Player Tile
	Blue Player Tile
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Blue Player Side of the Board
Place the “Hold” Markers on the board to remind you which Region was placed by each player, and place the green “Hold” markers on the center Regions. Hold markers are placed on the purple squares on the board. 

Choosing and Placing Forces

Each force is comprised of 8 Light Mecha and 8 Mid Mecha. Each player can build their force how they choose from their colored pieces, and may use whichever combination of Mecha they want.

The first player to place a Region tile places the first Mecha on the board, face down. This may be placed anywhere within one of their own Region tiles, up to 3 spaces in from the edge of the board. The other player then places one Mecha in the same way. Continue until both players have placed all their Mecha on the board. 
	Rule: Squadrons

Every Mecha in a force must try to stay in formation with others. Any two or more Mecha within 2” of each other is considered a Squad.

When you set up your forces initially, all Mecha must be in a squad. You may have as many squads as you want, but all Mecha must be within 2” of another Mecha somewhere on the board. 
During the Movement Phase, you will be moving all the Mecha in one Squadron at the same time. You must move them in such a way that all Mecha are still in the squadron by the end of the movement.

You may move in ways that cause Squadrons to merge with others. In this case, the Squadron is considered to be one for as long as they stay together. You may also move Mecha in a way that splits a Squadron. As long as no Mecha ever ends movement more than 2” away from at least one friendly Mecha, you can merge and split squadrons as much as you want. Mecha can still only move once in a turn, so if you choose a Squadron to move that contains Mecha that already moved (for example, if they started out in a different Squadron earlier in the turn), you do not get to move those Mecha again.

During the shooting phase, you may take casualties that break up a Squadron. You must attempt to reform Squadrons during the next Movement Phase. Any Mecha that is not in a Squadron must move directly towards the nearest friendly Mecha until it is in a Squadron, after which it can move normally again. If there are enemy Mecha between that Mecha and the nearest friendly Mecha, it must move around them in such a way that brings it as close as possible to the friendly Mecha. 


All Mecha must be placed on the table in Squadrons by the time all Mecha are finished being placed. You can, for example, begin by placing many Mecha more than 2” away from others, as long as all Mecha end up in Squadrons by the end of Set Up. 

After all Mecha are placed by both players, flip them all face up. The game then begins with the first Turn.

Turn Sequences

· Initiative Phase

· Movement Phase

· Combat Phase

· Victory Phase

Initiative Phase

Both players roll 2 dice to determine who goes first. The player with the highest total on the dice chooses which player will act first in each Phase.

	Rule: Rolling Dice

Dice are sometimes shortened to ‘D6’ in the rules. If you are required to roll more than one die at a time, the number will appear before D6. For example, to roll for initiative you roll 2 dice, or ‘2D6’. 


Movement Phase

The first player to act during the Movement Phase chooses one of their Squadrons to move. Each Mecha in the Squadron may move a number of squares on the board equal to their Move stat. 

· Mecha may move through friendly Mecha, but may not stop on the same square as any other Mecha.

· Moving into a square costs a number of inches based on the color of the square moved into (see Terrain Chart, below).

· Mecha must not move in any way that leaves them out of a Squadron when the Squadron is done moving. Mecha may move in ways that split or merge Squadrons, as long as no Mecha is left out of a Squadron. 

· A Mecha can move into any square touching the square it is in (except for Blocking Terrain), including diagonally.

· A Mecha that is touching an enemy Mecha may not move as long as any enemy Mecha touches it. A Mecha that moves into a square touching an enemy Mecha immediately ends its movement.

· Mecha touching enemy Mecha are considered ‘Pinned’.
After a player finishes moving all Mecha in the Squadron they chose, their opponent chooses a Squadron and moves using the same rules. Note that you move all the Mecha that were in the Squadron at the time you chose that Squadron, not any additional Mecha that become part of the Squadron due to movement. This can become confusing if your Squadrons merge or split during movement. If you find it easier to consider Squadrons as grouped the way they were at the beginning of the Movement Phase until the very end of the Movement Phase, and then recalculate them, you may do so. Remember, every Mecha gets one chance to move during the Movement Phase, no more and no less.

Terrain Table
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	Clear Terrain: Mecha move normally.
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	Hindering Terrain: Mecha must spend 2” of Movement to enter this square.
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	Water: Mecha must spend 3” of Movement to enter this square.
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	Blocking Terrain: Mecha may not move through or draw Line of Fire through this square.
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	Objective: Objectives will be marked with a specific Player Color after setup. Objective Squares cost no movement to move into, so Mecha can move through them for free.


	Rule: Passing an Action

When a player is required to Move or Attack with a Squadron, they may choose to pass, forcing the opponent to move again before they do. However, if both players pass back to back, the Phase immediately ends, even if both players had Mecha that still would have moved or attacked.


Combat Phase

The player who won Initiative chooses who goes first in the Combat Phase. The first player chooses one Squadron to attack an enemy Squadron.

	Tip: Managing Squadron Sizes

Managing your Squadrons is a key strategy in M.A.S.C.. By spreading out your Mecha across the board, you can cover more ground and seize more Victory Points. But by having larger Squadrons, you get to attack with more Mecha before the enemy can damage you. 


Attacking an enemy Squadron

When you choose to attack with your Squadron, announce which enemy Squadron you will attack. You may only attack one enemy Squadron, even if there are multiple near by. 

· Check to see how many of your Mecha can attack the enemy Squadron. To do this, at least one enemy Mecha must be within a number of squares equal to your Mecha’s Range stat. You must also be able to draw a clear line of fire to the enemy Mecha. If a direct line from your Mecha to the opponent’s Mecha crosses any Blocking Terrain or any other enemy Mecha, you do not have Line of Fire. You may draw Line of Fire through friendly Mecha, ignoring them when checking. 

· For every Mecha you have ‘pinning’ an enemy Mecha (touching it), you roll one extra damage D6.

Once you have determined how many of your Mecha have Line of Fire to enemy Mecha, total up their combined Attack stats. This will be the number of D6 you roll for damage. 
Damage

Roll the total number of dice as determined above. Each die that comes up with a number equal to or higher than the Armor stat of an enemy Mecha will be assigned as Damage to the enemy Squadron.

All Damage is assigned by the Defender (the owner of the Squadron taking damage). The Defender may choose where to distribute damage, according to the following rules.

· A die must show a number equal to or higher than a Mecha’s Armor stat to damage it. For example, a ‘4’ hits any Mecha with a 4+, 3+, 2+ or 1+ Armor. A ‘5’ damages the same Mecha, as well as Mecha with 5+, while a ‘6’ will damage any Mecha

· A Mecha is destroyed when it is assigned a number of dice equal to its Body stat.

· All Damage is assigned lowest to highest. All 4s must be assigned before any 5s, etc. If there are no remaining Mecha for a die to damage, the die is discarded.
· If no Mecha in a Squadron have any Damage already, the Defender chooses any Mecha that can be hit by the first lowest roll and assigns that die to that Mecha. For example, if the lowest armor value in the Squadron is 5+, all 4s are discarded, and a single 5 would first be assigned to one of the Mecha with 5+ Armor.
· If any Mecha has damage already, it must be assigned all remaining damage until it is destroyed. This means you must continue assigning damage to one Mecha at a time, and may not split it among your Mecha.

· In some rare situations, more than one Mecha may end up with damage. For example, a 6+ Mecha may have taken damage in a previous turn and then merged with a Squadron with lower armor. This Squadron then takes damage, and chooses to assign a ‘5’ to a 5+ Mecha. Now, when assigning a ‘6’, both the 6+ and the 5+ Mecha have damage. In these cases, you may choose which Mecha to start assigning damage to each time you begin assigning a new die number, but once you do, you must continue on that Mecha until it is destroyed In the above example, the Defender could assign 6s to either the 5+ or the 6+ Mecha, but after the first one is assigned, the rest must go to that Mecha until it is destroyed. 

· Damage may only be assigned to Mecha that could be hit by at least one Attacking Mecha. It does not matter which Mecha they are in range of, as long as at least one Attacker is in range and can draw Line of Fire.

	Damage Example

The Attacker has rolled the following

(3x) 6, (4x)5, (7x)4, (5x)3, (4x)2, (5x)1

The Defender has the following Mecha:

(1) Turtle with Armor 6+, Body 10

(3) Wolves with Armor 5+, Body 4

(8) Rats with Armor 4+, Body 2

First, all 1s, 2s, and 3s are discarded because they do not exceed any Armor values. Next, the 4s are allocated. The defender has to choose the Rats to allocate them to, because the 4s will not hit Wolves or the Turtle. Each Rat can take 2 points of damage, so the Defender must assign the damage 2 points at a time. The first point assigned goes to the Rat the defender chooses, any one that is part of the Squadron and in Range/Line of Fire of an Attacker. After the first point is assigned, that Mecha must be assigned further damage until it is destroyed. So the second point will kill that Rat Mecha. Next, the Defender chooses the next Mecha to assign to. Since 4s only hit Rats, the Defender is going to have to destroy a total of 3 Rats. One Rat will have 1 point of damage remaining.

Next, the Defender must assign 5s. Because one Rat has a point of damage on it, it must continue to have damage assigned to it. The first 5 goes to killing a Rat. 3 5s remain. The Defender could now continue to assign damage to Rats, or assign them to a Wolf. Since a Wolf has 4 Body, the Defender could assign the 3 points to the Wolf, but then the first 6 to be assigned would destroy it. Instead, the Defender chooses to assign 2 to a Rat destroying it, and the last point to another Rat, that now has 1 point of damage.

Finally, the 6s must be resolved. Since an Ant has damage, it must be assigned damage. 

One point destroys it, leaving two 6s remaining. The defender then chooses to assign the remaining 6s to a Wolf, who is marked as having 2 points of damage. The next time this Squadron takes damage, all 5+ rolls would have to at first be assigned to this wolf.




After you resolve the Attack of your Squadron, your opponent gets to select one of their Squadrons to attack with, in the same way. After all Squadrons have attacked, the Combat Phase ends.

Victory Phase

Victory in M.A.S.C. is achieved either when you reach a certain number of Victory Points, or when your opponent has no Mecha left on the board.

Controlling Regions and Victory Points
Each Region on the board is worth a certain number of Victory Points if it is controlled during the Victory Phase, depending on the Owning player and the Controlling Player
Control

A player Controls a Region under the following conditions

· The player must have at least one Mecha in the Region during the Victory Phase to Control it. If all of the player’s Mecha left the Region during the Movement Phase or were destroyed, they cannot Control the Region, even if they previously did.

· If the Opponent has any Mecha in the Region, a Player must control twice as many Mecha in the Region as the Opponent in order to Control it. 

Victory Point Values

· A Region is worth 1 Victory Point if it is your color.

· A Region is worth 2 Victory Point2 if it is neutral.

· A Region is worth 4 Victory Point2 if it is your opponent’s color.

For a standard game of 16 Mecha (8 Light, 8 Mid) per side, playing to 25 Victory Points provides for a good balance. You can play to fewer points if you want a game more about seizing terrain, or play to more if you want to encourage a slower game. You can also choose to use more or less Mecha per side if you wish. Experiment with the Mecha and Victory Point combinations that work best for you and your opponent’s play styles. 
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