


Recruit's Target Range Mech -Chimera

The recruit's Chimera must have Jump Jets.



Recruit Range Weapons

There are 3 range weapons that the receuit must use. (One weapon per range session)

Gauss Rifle, with stock ammunition.







Arrow T, dumb fired (no Radar), and stock ammunition




Both Mechs equipment include: Jump Jets, Clan Ultra AC 2, and 1 ERLL.






Each Range Practice Cosists of 4 Parts:

Range 1: Moving Target

The Target Mech Moves East and West at 3/4 speed as the Recruit Trys to hit it with the weapon type.



Range 2: Jump Sniping

The Target Mech Moves East and West at 3/4 speed as the Recruit Trys to hit it with the weapon type, while jumping up from
behing a wall.



Range 3: Pop Sniper Shooting

The Target Mech Moves North-east and South-west behind the wall, and jumps up to shoot at the recruit. The Recruit
must try and hit the jumping mech.



The Gauntlet

The Gautlet is run at the end of range in the Gauss and PPC recruit ranges. The Recruit has 15 min on a stopwatch to get
to the mining platform at Nav Point "Object". Each death adds 3 min to the recruits end time. Jumping over the wall adds
5 min to the recruit's end time. After 15 min is up the test is over.



Target Recruit Scoring

If the Recruit does not get a kill he gets the Green Mech Pin

If the Recruit Kills one Target he gets the Bronze Mech Pin

If the Recruit Kills two Targets he gets the Silver Mech Pin

If the Recruit Kills all three Targets he gets the Gold Mech Pin
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Brawling Training



Ran g e 1 is right beside the base.

Ran g e 2 is to the West of Range 1, In the city

Practice goes until either the Instructor or the Recruit gets 5 Kills.



Brawling Recruit Scoring

If the Recruit does not get a kill he gets the Green Mech Pin
If the Recruit Dies more than Kill he gets the Bronze Mech Pin
If the Recruit Dies and Kills the same ammount he gets the Silver Mech Pin

If the Recruit Kills More than Dies he gets the Gold Mech Pin
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Conduct Class

Conduct Class is given by RGC only. It consists of a complete review of the RGMU Pilot's Manual and RGMU Basic SOP Manual
with certain points in the manual being stressed to the new recruit. Allow for questions before starting the next topic.

1st is to discuss the "Uniform" of RGMU, what the Decals are and where they should be placed on the mech.

2nd is to discuss how the rank structure works within each of the different "divisions" of RGMU. Special emphasis on the
attaining of the Officer rank in Garrison, and what the impact on the pilot is if they choose to take the higher rank rather than
the hash mark.

3rd is the Conduct of RGMU pilots, both in our private gaming and meetings, as well as in "public" and open servers. This
point is stressed as the most important.

4th is a short history of RGMU, from founding to present.

5th is RGR's special place in RGMU, how to apply for the Recon Shield tests, and the fact that you can take the tests several
times, but you can only pass the tests once.

6th is pilot actions when entering a server, in regards to PUDs, and stressed that no RG pilot should be on the opposite team
if a PUD has been called.

7th is pilot actions for league games of match games. The fact that pilots need to be in teamspeak 30 min before the drop.
8th is the description of RGMU's medals. How you can gain them and what each one is for.

9th is attendance and how pilots become listed as MIA and KIA.

10th is an overview of the RGMU Basic SOP manual, stressing on the importance of proper Comms use durring matches.

Lastly a short quiz on the above topics to make sure the recruit understands everything.



