TOTAL WARFARE
ERRATA

(Version 4.0)

The following is a compiled rules errata for Total Warfare
rst printing, as of 6/01/07; all these corrections are re ected
in the second printing of Total Warfare.

COVER

Cover incorporates Catalyst Game Labs branding; stock #
has changed from 35101 to 35001.

CREDITS/INTRODUCTION

Reprint Notice (p. 7)

Insert before the legal text (space before and after this line):
Corrected Second Printing. First Printing by Catalyst Game
Labs.

ATIME OF WAR

Clan Wolf (In-Exile) (p. 16)
Change Khan Phelan Ward to Khan Phelan Kell.

House Liao (Capellan Confederation) (p. 17)
Change Hinduism to Hindi.

Change Hindu to Hinduism.

Word of Blake (p. 19)
Inhabited Worlds should be: 6

COMPONENTS

Generic Conventional Infantry Record Sheet (p. 29)

Change Each generic conventional Infantry record sheet
includes six infantry platoons  to Each generic conventional
infantry record sheet includes ve infantry platoons

MILITARY ORGANIZATION

Force Structure, ComsStar (p. 35)

Change The smallest formation is a Level I, which com-
prises a BattleMech, ghter, tank or infantry squad. to The
smallest formation is a Level |, which comprises a BattleMech,

ghter, tank or infantry platoon.

GROUND MOVEMENT

Movement Basics (p. 48)

Change The type of terrain within a hex adds more MP costs,
as shown under the MP Cost Per Hex/Terrain Type column of
the table. to The type of terrain within a hex adds more MP
costs, as shown under the MP Cost Per Hex/Terrain Cost column
of the table.

Prone Mech movement (p. 49
Change it may expend running MPs, and change its
facing to: it may expend MPs, and change its facing

Backward Movement (p. 49)
Change VTOL/WIGE Vehicles to VTOL Vehicles

Running/Flanking, WiGE, VTOL, and Hover Vehicles (p. 53)
Change unist to units

Jumping, Heat (p. 53)

Change Jumping generates 1 heat point for every hex

jumped, with a minimum cost of 3 heat points. Even ifa Mech
only jumps 1 hex, it builds up 3 heat points for that jump. to
Jumping generates 1 heat point for every hex jumped, with
a minimum cost of 3 heat points. If a Mech mounts improved
jump jets, the heat from jumping is reduced by half (1 heat
point per 2 hexes or portion thereof jumped), to a mini-
mum of 3 heat points. Regardless of what type of jump jets
are mounted, if a Mech only jumps 1 hex it builds up 3 heat
points for that jump.

Jumping, the example (p. 54)

Change As the jumping MP of the Mech equals or exceeds
that level (4 (Jumping MP) 1) = 3), the Mech can cross
that path. to While the jumping MP of the Mech equals or
exceeds that level (4 (Jumping MP) 1) = 3), the Mech could
cross that path regardless of the height of the trees as trees
donota ectjumping movement.

WIiGE-In-Ground-E ect (WIGE) Movement (p. 55)

At the end of the Sideslipping and Crashes paragraph,
change Additionally, if a WiGE vehicle enters a hex horizon-
tally that contains ground units at the same level as the WiGE s
current elevation (whether through voluntary movement
or through a sideslip), may accidentally charge said unit
to Additionally, if a WiGE vehicle enters a hex horizontally,
through a sideslip, that contains ground units at the same
level as the WIGE s current elevation, may accidentally charge
said unit

Insert new paragraph after the Water paragraph at the top
of p. 55: Backwards Movement: WiGE Vehicles cannot move
backwards (see Backward Movement, p. 49).

Stacking, Mechs (p. 57)

Change If the enemy unit(s) located in the hex are only
infantry, a Mech exit that hex in the same turn it entered.
to If the enemy unit(s) located in the hex are only infantry a
Mech may exit that hex in the same turn it entered.

Elevation and Depth Rules, the example (p. 59)

Change The one exception is the DropShip in Hex A; the
only way for the Mech to enter Hex A using Jumping MP is if
the unit had a Jumping MP of 11  to The one exception is
the DropShip in Hex A; the only way for the Mech to enter Hex
A using Jumping MP is if the unit had a Jumping MP of 10

MINIATURES




Skidding, the example (p. 64)

Change In Skidding Diagram 1, the controlling player wants his
BattleMech in Hex A to end its turn in numbered hexside, facing
numbered hexside on the City (Skyscraper) map. to In Skidding
Diagram 1, the controlling player wants his BattleMech in Hex A
to end its turn in Hex H, facing the numbered hexside on the City
(Skyscraper) map.

Skidding, the example (p. 65)

Change At the end of the successful charge, the skidding unit
is in Hex 2B (even though it would normally have skid for 1 more
hex, because it unintentionally charged another unit, it ends its
movement in that hex), while the target Mech is moved into Hex
3B. to At the end of the successful charge, the skidding unitis in
Hex 2B (even though it would normally have skid for 1 more hex,
because it unintentionally charged another unit, it ends its move-
ment in that hex), while the target Mech is moved into Hex 2C.

AEROSPACE MOVEMENT

High-Altitude Movement (pp. 79-80)
Change the entire Prohibited Units paragraph on p. 80 to the
following:

Restricted Units: Airships and VTOLs are prohibited from
entering the high-altitude map. Such a prohibited move auto-
matically fails and the units controlling player must immediately
make a Control Roll.

Conventional ghters and Fixed Wing Support Vehicles can
enter the high-altitude map, but are restricted to the ground row
and atmospheric row 1 (see the High-Altitude Map diagram, p.
75). Propeller-driven Fixed Wing Support Vehicles may only move
1 hex per turn when on the high-altitude map.

Special Maneuvers Table (p. 85)
Insert the following sentence at the end of the E ects para-
graph fora Side-slip.

When using Aerospace Units on Ground Mapsheets rules (see
p. 91), the unit moves 8 hexes in the front-left or front-right hex
direction and then an additional 8 hexes directly forward.

DropShip Exhaust Damage Table (p. 88)
Change 5Hexes 3D6 to 5Hexes 4D6.

Aerospace Units on Ground Mapsheets, Movement (p. 91-92)
Insert the following paragraph at the end of the second
paragraph.

At anytime during their movement on a low-altitude map, a
player can choose to have their aerospace unit exit a low-alti-
tude map and enter the corresponding ground mapsheet. Before
moving to the ground mapsheet, the orientation of the ground
mapsheet to the low-altitude map must be determined (if it
hasnt already; see Matching Ground Mapsheets to Low-Altitude
Hexes diagram, p. 91). Next, the player must nominate a hex the

ghter will rst enter along the ground mapsheet edge; the edge
of the mapsheet must be parallel to the nal facing of the aero-
space ghter on the low-altitude map (if there are two edges that
are equally appropriate, the player can choose either edge). As

soon as the aerospace ghter appears on the ground mapsheet it
moves according to the rules governing such movement.

Out-Of-Control E ects (p. 93)
Insert the following paragraph at the end of the fourth para-
graph.

Recovering Out-Of-Control Units: During the End Phase of
each turn after the turn in which the unit went out-of-control,
the controlling player rolls 2D6. If the result is equal to or greater
than a standard Control Roll with all applicable modi ers from the
Control Roll Table, the unit regains control and can move normally
at the start of the following turn.

COMBAT

Firing At Immobile Targets (p. 110)

Under Aimed Shots, change When ring on an immobile
Mech, to When ring on an immobile Mech or vehicle (this
includes grounded ghters or small craft that are shut down or
whose warriors are unconscious),

Under Aimed Shots, change Against any hit location except
the head, to Against any hit location except a head,

Under Aimed Shots, change For any other result the player rolls
normally on the Mech Hit Location Table. to For any other result,
the player rolls normally on the appropriate Hit Location Table.

Under Aimed Shots, change If the attacker is taking an aimed
shot at the target Mechs head, to If the attacker is taking an
aimed shot at a target Mechs head,

AE: Area-E ect Weapon. (p. 113)
Add the following to the end of the paragraph:

If an area-e ect weapon strikes a water hex, treat the water hex
as though it were a building hex and resolve damage as appropri-
ate. For example, an AE weapon that damages a single water hex
would apply its standard damage to all units on the surface of
that water hex (this includes any hover vehicles in that hex), while
it would deal half its standard damage (round up) one elevation
above the surface of the water (which would damage a WiGE
Vehicle, if it were in the target hex), and Depth 1 below the sur-
face of the water. See Resolving Damage, p. 173, for full details.

Attack Modi ersTable (p. 117)
Under Target (modi ers cumulative), delete the row:
Airborne VTOL unit +1

Critical Damage (p. 123)

Change Every time the internal structure of a Mech, Proto-
Mech, vehicle or aerospace unit takes damage (from a weapon
attack, physical attack, falling, ammo explosions and so on), an
internal component may take critical damage. to Every time the
internal structure of a Mech, ProtoMech, or aerospace unit takes
damage (from a weapon attack, physical attack, falling, ammo
explosions and so on), an internal component may take critical
damage; vehicles determine critical damage di erently (see Criti-
cal Damage, p. 192, in Combat Vehicles).







