MECHWARRIOR TEAM BATTLES
Step 1:  Assign players to Teams Based on Skill Level
  Ideally, there should be an equal distribution of skilled players on each team.  The people in charge should use this philosophy to guide the formation of the teams.
  If there are people present who aren’t well known enough to have their skill level guessed at, assume that all of the unknowns are of equal skill.  In other words, have the same number of unknowns on each team.
Step 2:  Determine Lance’s Mech Composition

For two man lances

  Each two man team rolls
 once on Table 1.1.  This determines the tonnage of the mechs on each team.  Then, each team rolls within the tonnage ranges indicated on Table 1.2.  The tonnage range you roll in is dictated by the random lance you got when you rolled on Table 1.1.  For example, let’s say the first lance in a team battle rolled a 5.  They have a 45 ton mech and an 80 ton mech in their lance.  The person who gets the 45 ton mech rolls within the 45 ton range to see what mech he gets.  He rolls a 2 and gets a Shadowcat.  Now, the person who got the 80 ton mech rolls and gets a 1.  His 80 ton mech is the Awesome. 

  Note that this is the only random lance assignment option that uses these two tables.

Table 1.1
	Possible Lance Configurations
	125 tons, Two Man Lance

	1
	25, 100

	2
	30, 95

	3
	35, 90

	4
	40, 85

	5
	45, 80

	6
	50, 75

	7
	55, 70

	8
	50, 65


Table 1.2
	
	Tonnage
	Mech


	1
	100
	Atlas

	2
	100
	Daishi

	3
	100
	Fafnir

	4
	100
	Kodiak

	1
	95
	Gladiator

	2
	95
	Hauptman

	1
	90
	Highlander

	2
	90
	Mad Cat Mk. II

	3
	90
	Mauler

	4
	90
	Sunder

	1
	85
	Masakari

	2
	85
	Templar

	1
	80
	Awesome

	2
	80
	Victor

	3
	80
	Zeus

	1
	75
	Black Knight

	2
	75
	Mad Cat

	3
	75
	Thanatos

	1
	70
	Thor

	1
	65
	Catapult

	2
	65
	Cauldron Born

	3
	65
	Loki

	1
	60
	Argus

	2
	60
	Dragon

	3
	60
	Vulture

	1
	55
	Bushwacker

	2
	55
	Ryoken

	1
	50
	Hell Hound

	2
	50
	Hunchback

	3
	50
	Uziel

	1
	45
	Hellspawn

	2
	45
	Shadowcat

	1
	40
	Artic Wolf

	2
	40
	Chimera

	1
	35
	Cougar

	2
	35
	Owens

	3
	35
	Puma

	4
	35
	Raven

	1
	30
	Osiris

	2
	30
	Uller

	1
	25
	Flea


For Three Man LanceRoll on Table 1.3 to determine which mechs are in your lance.
Table 1.3
	Possible Lance Configs
	200 tons, Three Man

	1
	Royken, Zues, Catapult 

	2
	Fafnir, Black Knight, Flea

	3
	Mad Cat, Uziel, Thanatos

	4
	Atlas, Hellspawn, Bushwacker

	5
	Fafnir, Chimera, Dragon

	6
	Zues, Argus, Vulture

	7
	Argus, Templar, Bushwacker

	8
	Gladiator, Cougar, Nova Cat

	9
	Shadowcat, Masakari, Thor

	10
	Black Knight, Sunder, Puma

	11
	Uziel, Highlander, Argus

	12
	Osiris, Mauler, Victor

	13
	Templar, Dragon, Ryoken

	14
	Thor, Chimera, Highlander

	15
	Cougar, Sunder, Thanatos

	16
	Kodiak, Flea, Black Knight

	17
	Argus, Dragon, Awesome

	18
	Artic Wolf, Nova Cat, Mad Cat II

	19
	Flea, Mauler, Masakari

	20
	Vulture, Kodiak, Chimera

	21
	Hunchback, Thor, Awesome

	22
	Cauldron-Born, Mad Cat II, Hellspawn

	23
	Raven, Mad Cat, Highlander 

	24
	Owens, Sunder, Black Knight

	25
	Puma, Atlas, Loki

	26
	Uller, Templar, Masakari

	27
	Daishi, Shadowcat, Ryoken

	28
	Hauptman, Osiris, Mad Cat

	29
	Loki, Raven, Atlas

	30
	Hellhound, Victor, Cauldron Born


For Four Man Lances
  Roll on Table 1.4 to determine what mechs are in your lance.

Table 1.4

	Possible Lance Configurations
	 250 tons, Four Man

	1
	Masakari, Ryoken, Templar, Uller

	2
	Fafnir, Thor, Flea, Bushwacker

	3
	Thor, Loki, Hellhound, Cauldron Born

	4
	Thanatos, Hauptman, Raven, Hellspawn

	5
	Zues, Templar, Ryoken, Osiris

	6
	Argus, Awesome, Masakari, Flea

	7
	Daishi, Cougar, Thor, Shadowcat

	8
	Templar, Cauldron Born, Thanatos, Raven 

	9
	Hellspawn, Artic Wolf, Cauldron  Born, Daishi

	10
	Puma, Gladiator, Shadowcat, Black Knight

	11
	Argus, Cauldron Born, Uziel, Thantos

	12
	Loki, Templar, Mad Cat, Flea

	13
	Hauptman, Zues, Artic Wolf, Owens

	14
	Bushwacker, Dragon, Uziel, Templar

	15
	Fafnir, Osiris, Victor, Artic Wolf

	16
	Flea, Artic Wolf, Hauptman, Sunder

	17
	Thanatos, Sunder, Cougar, Hunchback

	18
	Vulture, Cauldron Born, Artic Wolf, Masakari

	19
	Ryoken, Black Knight, Uziel, Mad Cat

	20
	Puma, Atlas, Loki, Hellhound

	21
	Uziel, Vulture, Templar, Bushwacker 

	22
	Ryoken, Gladiator, Flea, Thanatos 

	23
	Victor, Artic Wolf, Raven, Hauptman

	24
	Chimera, Argus, Kodiak, Hunchback

	25
	Uller, Loki, Ryoken, Daishi

	26
	Artic Wolf, Catapult, Bushwacker, Mauler

	27
	Sunder, Zeus, Shadowcat, Owens 

	28
	Vulture, Mad Cat, Dragon,  Bushwacker

	29
	Cauldron Born, Hauptman, Hellspawn, Shadowcat

	30
	Raven, Daishi, Flea, Highlander


Step 4:  Select Lance Weapons
  For each mech in the lance, the team rolls twice on Table 1.5 and four times on Table 1.6.  The team may then distribute those weapons among its members as it sees fit.
Table 1.5
	
	Premium Weapons

	1
	RAC2

	2
	RAC5

	3
	Clan UAC2

	4
	Clan UAC5

	5
	Clan UAC10

	6
	Clan UAC20

	7
	Clan LBX10

	8
	Clan LBX20

	9
	Light Gauss Rifle

	10
	Clan Gauss Rifle

	11
	ER PPC

	12
	ER Large Laser

	13
	ER Medium Laser

	14
	ER Large Pulse

	15
	ER Medium Pulse

	16
	Clan LRM 5

	17
	Clan LRM 10

	18
	Clan LRM 15

	19
	Clan LRM 20

	20
	Clan Flamer

	21
	CSMRM 20

	22
	CSMRM 30

	23
	CSMRM 40


Table 1.6

	
	Common Weapons

	1
	Large X Pulse

	2
	Meduim X Pulse

	3
	Large Pulse

	4
	Medium Pulse

	5
	Large Laser

	6
	Medium Laser

	7
	PPC

	8
	Arrow 4 Cluster

	9
	Arrow 4 Thunderbolt

	10
	Flamer

	11
	CSSRM 2

	12
	CSSRM 4

	13
	CSSRM 6

	14
	LBX 10

	15
	LBX 20

	16
	UAC 2

	17
	UAC 5

	18
	UAC 10

	19
	UAC 20

	20
	Gauss Rifle

	21
	LRM 5

	22
	LRM 10

	23
	LRM 15

	24
	LRM 20


Table 1.7
	Components
	Cost

	Flare Launcher
	1 Common Weapon

	Jump Jets
	1 Common Weapon

	LAMS
	1 Common Weapon

	Enhanced Optics
	1 Premium Weapon

	IFF Jammer
	1 Premium Weapon

	Advanced Gyro
	1 Common Weapon

	ECM
	1 Common Weapon

	BAP
	1 Common Weapon

	NARC Beacon
	1 Common Weapon

	Clan NARC Beacon
	1 Premium Weapon

	Artillery Beacon
	1 Common Weapon

	Long Tom
	1 Common Weapon

	Reactive Armor
	No Cost

	Reflective Armor
	No Cost


If you want a component like ECM or Jump Jets, you must trade in one of the lance’s weapons for it as noted on Table Some of the weapons and armor are available as components.

� “Roll” is a catch-all for a method of random selection, such as rolling a 6 sided dice or using a random number generator.





