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A TIME OF WAR

It is the year 3059. Mankind inhabits the stars, but has
taken his warlike nature with him. The thousands of worlds radi-
ating out from Sol, first sun of the human race, were once
bound together in a Star League that fostered technology,
expansion and prosperity for all. With the fall of the League in
2781, a Dark Age descended as each of the five surviving star
empires began warring for dominion. To this day, almost three
centuries later, none of the five Successor Lords has triumphed
decisively to become supreme Lord over the others.

The leaders of these five great star empires are known
today as the Successor Lords of Houses Davion, Kurita,
Steiner, Liao and Marik. The devastating battles they have
fought among themselves almost continuously for nearly three
hundred years came to be called the Succession Wars.

To fight these wars, the Successor Lords used armies of
BattleMechs: gigantic, vaguely humanoid battle machines
bristling with lasers, particle projection cannons, long- and
short-range missile launchers, autocannons and machine guns.
These walking tanks ruled the battlefields, while intrigue and
plots ruled the courts of the Inner Sphere as each ruler sought
to win by deceit what he could not achieve through force.

That bloody history appeared to change when Prince
Hanse Davion of the Federated Suns married Melissa Steiner,
heir to the Lyran Commonwealth. Though the marriage trig-
gered the Fourth Succession War, that cruel conflict seemed to
be the last gasp of a dying age of civil war in the Inner Sphere.
The union of the Successor States’ strongest military and eco-
nomic powers created the Federated Commonwealth, a vast
new realm possessing the potential power to found a new Star
League. With the birth of Prince Victor Steiner-Davion, the first
child of the Steiner-Davion dynasty, the historic Federated
Commonwealth seemed destined to light the way toward a new
and blessed unity among the star-spanning empires of the war-
torn Inner Sphere ... until Fate intervened.
) Even as the first generation of Steiner-Davions grew to
adulthood, apocalypse was approaching. Beyond the Periphery,
the boundary of known space, a people born and bred to war
prepared to launch an invasion that would crush the Inner
Sphere, and the dreams of a Steiner-Davion Star League with it.

in 3049, an unknown enemy attacked the Free Rasalhague
Republic, using BattleMechs of awesome destructive power.
The invaders took world after world, conquering nearly all of the
Republic in brutal, lightning strikes. Frightened citizens believed
them to be a race of alien barbarians, come to conquer humani-
ty. The unknown marauders had indeed come to conquer
humanity, but they were not aliens. They were the Clans, war-
rior descendants of the legendary Aleksandr Kerensky’s van-
ished Star League Army. Kerensky’s children had returned to
the Inner Sphere, to purify it with fire and sword.

As the terrified Successor States banded together to fight
an apparently invincible enemy, ComStar's Precentor Martial
Anastasius Focht bargained with ilKhan Ulric Kerensky of the
Clans for an all-or-nothing contest on the planet Tukayyid. A
Clan victory would net them a glittering prize: humankind’s
homeworld of Terra. If ComStar won, the Clans agreed to halt
their invasion for fifteen years.

The battle, fought over several days in the spring of 3052,
was a victory for ComStar’s soldiers and the Inner Sphere—but
at a high price. In the ensuing few years, many leaders among
the Successor States made the mistake of believing that the
stopgap victory on Tukayyid had vanquished the Cians forever.
Lacking a common enemy, they reverted to bickering and
bloodletting, ignoring the powerful enemy still poised on their
fragile borders. Meanwhile, a new generation of Clan warriors
was coming of age, who had no intention of allowing a truce
sworn with the “dishonorable barbarians” of the Inner Sphere to
prevent them from earning glory on the battlefield. With feinting
raids across the truce line and political maneuverings among
their fellow Clans, Clan Jade Falcon—historically among the
fiercest rivals of Ulric Kerensky's Clan Wolf—led the charge to
break the Truce of Tukayyid and resume the drive toward Terra.

The simmering dissent among the Clans boiled over in
mid-3057 in a titanic battle between Clans Wolf and Jade
Falcon known as the Refusal War. That conflict ended with
Khan Ulric Kerensky dead, both Clans decimated, and Clan
Wolf split into two factions: a newly aggressive Clan Wolf under
Khan Vlad Ward, and the Wolf-Clan-in-Exile, under the leader-
ship of Kerensky’s protégé, Khan Phelan Kell, devoted to safe-
guarding the Inner Sphere from devastation at the hands of its
erstwhile fellow Clans.

Meanwhile, all is far from well in the Inner Sphere. Archon
Prince Victor Steiner-Davion of the Federated Commonweaith
battles the invasion of his realm by Liao and Marik forces, but
with only half his empire’s strength—Katherine Steiner-Davion,
ruler of the Lyran worlds, has torn them away from her brother's
grasp and created the independent Lyran Alliance. The Capellan
Confederation and the Free Worlds League are taking world after
Commonweaith world, and Victor can do little to stop them.

The upheaval has even touched the heart of known space.
The Word of Blake, a ComStar splinter group fanatically devot-
ed to remaining a mystic order with unquestioned power over
vital communications technology, has cast its ComStar rivals off
of Terra. On Commonwealth worlds near Terra, the Marik-Liao
onslaught and the secession of the Lyran Alliance has biown
the lid off simmering hatred between countless factions, and
vultures squabble over the scraps of power while ordinary peo-
ple suffer. The so-called Chaos March is a no-man’s land,
where the fighting never stops and loyalty can mean death. And
the breaking of the Truce of Tukayyid grows closer every day;
with the old Clan Wolf's tempering influence gone, the pro-inva-
sion Crusaders among the Clans have the power as well as the
will to destroy the Inner Sphere.

The Successor States’ only hope for survival lies in taking
the war to their Clan enemy. Theodore Kurita, Coordinator of
the Draconis Combine, has been working with ComStar’s
Explorer Corps to quietly gather the Inner Sphere’s finest mer-
cenary units and send them out to search for the hidden Clan
homeworlds. This long-shot gambit has finally succeeded, and
the Inner Sphere now stands ready carry the war to the Clans’
doorstep. An Inner Sphere task force, under the banner of a
new Star League, prepares to set out on the epic journey that
may yet save the Inner Sphere from destruction ... if its forces
can survive.
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A NOTE TO
BATTLETECH PLAYERS

BattleTech is a small-scale game,
designed to support from four to fifteen
units per side. Games larger than this are
certainly possible, but can take several days
to complete, even in the hands of experi-
enced players. In a large-scale game, the
movement of battle lines and control of key
areas of the battlefield are more important
than the specifics of hit locations and criti-
cal damage common to BattieTech play.
The minute details involved in record- keep-
ing for each "Mech can bog down play, dis-
tracting players from the overall goal of
such a large-scale game.

In order to work as a mass-combat
version of BattleTech, BattleForce needed
to be much faster to play, so that each play-
er could comfortably command a battalion

of troops or more. However, we decided’

early on that the individual "Mech should
still be a factor on the battlefield, so that
your Atlas or Mad Cat can blast away at
your opponent just like it can in standard
* BattleTech. To keep individual 'Mechs and
vehicles distinct at a such a large scale
while still making the game fast enough to
finish quickly required an abstraction of
standard BattieTech rules and forces,
reducing each 'Mech from a complex
record sheet down to six numbers.
However, we made every effort to keep
gach BattleMech’s abilities faithful to
BattleTech. The system we devised allows
any 'Mech, even your own custom designs,
to participate in massive-scale campaigns
with their abilities and MechWarriors intact.
It the loss of detail needed to accomplish
the changes seems strange or even wrong,
rest assured that all such omissions arose
from necessity, and that everything has
heen done with the goal of creating a fun,
fast-paced, yet tactically challenging game.

INTRODUCTION

BattleForce 2 simulates grand-scale combat in the BattleTech universe. This is your
chance to command an entire army in futuristic combat on distant planets. Every kind of
weapon available to a thirty-first-century general is at your disposal, including tanks, hov-
ercraft, helicopters, infantry, artillery and the thirty-foot tall humanoid juggernauts called
BattleMechs, the most powerful and versatile weapons of war ever devised. At your com-
mand, any size battlefield from a single town to an entire planet will fall beneath the crush-
ing feet of your "Mechs.

OVERVIEW

BattleForce 2 consists of three major parts: the games of BattleForce and
Planetary Assault, as well as various Appendices useful for game play.

BATTLEFORCE

BattleForce, the main game in this boxed set, quickly and easily recreates large-
scale ground combat in the BattleTech universe. Each side can field an entire battalion or
regiment and still expect to finish the game in a single evening.

Each unit on the map represents a lance of 'Mechs or vehicles, or a company of
infantry. However, each individual "Mech and vehicle within each lance is still a distinct
force on the battlefield, with its own armor and attack ratings that reflect its unique abili-
ties. These ratings are vastly simplified from their BattleTech counterparts in the interest
of speeding up game play and record-keeping, but still maintain the individual character of
each 'Mech, vehicle or platoon.

PLANETARY ASSAULT

The second game, Planetary Assault, puts you in charge of an entire planetary
assault or planetary defense. The map represents a world rather than a single smalier
battlefield; you decide where your DropShips will land, what objectives your 'Mechs will
seize and how your supplies will reach the front lines.

This scale of play is even further abstracted from standard BattleTech than
BattleForce, so that each unit represents a company or other large operational unit. At
this scale, each turn represents two days, and units must cross thousands of kilometers to
reach their objectives: the cities and industrial centers that represent the key to controlling
a planet. Each individual combat is less important than the overall grand plan, so games
will be won or lost by the strategic placement of your battle lines and the effective use of
supplemental forces such as aerospace fighters and infantry.

APPENDICES

The rules for BattleForce and/or Planetary Assault allow you to resolve large-scale
campaigns for BattleTech quickly and simply. The appendices include rules for converting
BattleTech units to BattleForce 2 units so that players can use even custom-made 'Mechs
and vehicles in a large-scale assault, as well as rules for converting damage sustained in
large-scale battles to BattleTech scale for repairs and salvage after the game. The appen-
dices also provide rules for integrating BattleTech, BattleSpace, BattleForce and
Planetary Assault into even larger-scale campaigns using fixed forces on each side.

Finally, the appendices include record sheets and force lists for BattleForce.

COMPONENTS

The BattlieForce 2 box contains everything you need to play BattleForce and
Planetary Assault. Nothing from the BattleTech game is required, nor is knowledge of
standard BattleTech rules needed in order to play these games.

RULEBOOK

The rulebook is the volume you are reading now. It includes rules for BattleForce
and Planetary Assault, as well as rules for integrating BattleTech and BattleSpace with
your BattleForce 2 games. Force lists and record sheets for BattleForce appear at the
back of this book. You may photocopy these documents for your personal use.
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COUNTERS

The game includes four sheets of counters, two for each
player. Though the illustrations on many of them represent Inner
Sphere or Clan forces, the players need not play only Clan vs.
Inner Sphere battles. Players who wish to can play Inner Sphere
vs. Inner Sphere, or Clan vs. Clan. (For a fuller description of
counters and how to use them, see BattleForce, p. 13.)

MAPSHEETS

BattleForce 2 includes four mapsheets. Two of them
depict a standard assortment of terrain for use in the
BattleForce game. These mapsheets can be used with
BattieTech, just as any BattleTech mapsheets can be used
when playing BattleForce.

The other two mapsheets are joined together to form the
playing area for the Planetary Assault game. The front (color)
side of the mapsheets depicts our own planet Earth, known as
Terra in BattleTech. The back is a blank planetary map where
you can draw your own new worlds to conquer.

BATTLE BOARD

The 8 1/2” x 117 battle board has two sides. The Support
Map side is used in the, BattleForce game to regulate move-
ment of off-board units. The Battle Board side is used to resolve
combat in the Planetary Assault game.

INNER SPHERE MAP

A poster-sized map of the Inner Sphere of 3059 has been
included as a bonus to help armchair field marshals plan their
multi-planet campaigns.

DICE

Both BattleForce 2 games are played using the two stan-
dard six-sided dice included in the box. Throughout the rules,
rolling one die is referred to as a D6 roll; rolling both dice and
adding together the numbers rolled for the result is referred to
as a 2D6 roll.

TERMINOLOGY

In these rules, the term wunit applies to individual counters
on the map, which represent formations such as lances, Stars
and infantry platoons. Each unit moves individually on the map.

In order to avoid confusion, these rules use the term forma-
tion when referring to groups such as companies, battalions
and so on. In this game, it is important to know which formation
each unit belongs to, and which units are command units.

FORCES OF
THE 31ST CENTURY

The armies of the thirty-first century consist of numerous
diverse elements that offer a wide range of abilities:
BattleMechs, ground vehicles, air and naval vehicles, infantry
troopers and aerospace fighters. The winning general knows
what each element in each of his units can do.

BATTLEMECHS

BattleMechs—the most powerful war machines ever built—
dominate the battlefields of the thirty-first century. These huge,
man-shaped machines are faster, more maneuverable, better
armored and more heavily armed than any other combat ele-
ment. Equipped with particle projection cannons, lasers, rapid-
fire autocannons and missiles, these behemoths pack enough
firepower to flatten everything but another 'Mech.

Armies of the thirty-first century field two classes of
BattleMechs: those used primarily by the Inner Sphere, which
represent variations of and improvements on the original 'Mech
technology, and the unique machines known as OmniMechs
that give the Clans their edge in combat. Both BattleMechs and
OmniMechs are classified as Light, Medium, Heavy or Assault.

Light 'Mechs

Light "Mechs range in weight from 20 to 35 tons. On the
battlefield, light 'Mechs serve most often in reconnaissance
roles. Their above-average speed and jump capability makes
them well-suited to efficiently avoid heavy fighting while maneu-
vering to assess enemy troop formations. Despite their many
assets, however, light 'Mechs cannot stand against heavier
units, even with the advantage of numerical superiority.

Medium 'Mechs

The workhorses of the armies of the Inner Sphere, medium
BattleMechs range in weight from 40 to 55 tons. On the battle-
field, medium 'Mechs form the core of almost every formation.
While light 'Mechs scout out battlefield terrain and enemy
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forces, medium 'Mechs wade .in and slug it out with opposing
troops until the heavy and assault units arrive.

Meavy 'Mechs

Heavy "Mechs weigh from 60 to 75 tons. Usually piloted by
commanders and experienced MechWarriors, they play a major
role on the battiefields of the Inner Sphere. Heavy 'Mechs can
dish out and take immense amounts of damage, and so only
another heavy or an assault "Mech can normally take on a typi-
cal heavy BattleMech.

Assauit 'Mechs

Assault 'Mechs, weighing from 80 to 100 tons, are the
kings of the thirty-first-century battlefield. So fearsome are
these behemoths in battle that one assault 'Mech is often equal
to an entire lance of lighter '"Mechs. A well-designed assault
'Mech fears no opponent in the field, and its physical attacks
can cripple nearly any target.

GROUND VEHICLES

Despite the power and tactical flexibility of the BattieMech,
conventional ground vehicles such as tanks and hovercraft are
still used extensively by thirty-first-century armies because of
their fow cost and ease of repair.

" Light Vehicles

Light vehicles weigh anywhere from 5 to 35 tons. Primarily
used for reconnaissance, the light vehicle is aimost exclusively
designed for speed. Though tracked and wheeled light vehicles
axist on the battlefieid, hovercraft—with their greater speeds—
dominate this weight class.

Medium Vehicles

Medium vehicles weigh from 40 to 55 tons. Used as skir-
mishers, medium vehicles are employed by the various House
militaries of the Inner Sphere to harass and pin down an enemy
until heavier forces can be brought to bear.

Heavy Vehicles

Heavy vehicles range in weight from 60 to 75 tons.
Mirroring the medium 'Mech weight class, heavy vehicles are
the workhorse vehicle of all Successor State armies. Packing a
serious punch, with armor to match, a heavy vehicle can stay in
the fight longer than some light '‘Mechs.

Assault Vehicles

Assault vehicles weigh from 80 to 100 tons. Though they
lack the mobility of their *Mech counterparts, the sheer volume of
firepower that an assault vehicle carries can be the downfall of
even a heavy 'Mech if the MechWarrior piloting it is not cautious.

Armorad Personnel Carriers

Armored personnel carriers (APCs) form a key component
of any vehicular military formation. By giving a commander the
ability to rapidly re-deploy his infantry and thereby counter
unexpected moves by the enemy, APCs give a military unit a
vital factor in achieving victory—iflexibility.

AIR VEHICLES

Though targely eclipsed by their flashier, more powerful
replacement, the aerospace fighter, air vehicles—VTOLs and
air transports—nonetheless provide a tactical edge in battle that
any commander can exploit. Despite being relegated to recon-
naissance and troop ferrying, they remain a valuable asset in
any military force.

VTOLs

Fast, deadly and highly vuinerable to damage, VTOLs and
their pilots suffer the highest mortality rate of any type of com-
bat vehicle. The term VTOL refers to a variety of vertical take-
off and landing vehicles whose primary mission is to support
the battle on the ground, including conventional rotary-wing
craft (helicopters), X-wing “stopped rotors” craft and tilt-rotor air-
craft (whose engine mountings rotate in a 90-degree arc).
Because of the high torque required for their operation, VTOL
rotors cannot be heavily armored and so cannot absorb much
combat damage. More VTOLs are destroyed by rotor hits than
by any other type of damage.

Air Transports

Air transports fill a role almost identical to that of APCs.
Despite being fragile and cumbersome, air transports take troop
ferrying to the next level of flexibility, giving a commander the
ability to insert troops into almost any location desired and
under any conditions.

NAVAL VEHICLES

Large-tonnage military naval vessels long ago gave way to
conventional and aerospace fighters, with their demonstrated
battlefield superiority. However, small naval vessels still perform
counterinsurgency work and defend underwater command posts.

Naval Transports

Slow by nature and restricted to water, naval transports have
severe limitations when compared with more fiexible ground and
air transports, making them logistically impractical for offensive
campaigns. However, in a defensive campaign, a naval transport
can ferry massive quantities of equipment and troops.

Submarines

Over the past several centuries, technological advances
have allowed manufacturers to create ever-smaller submarines,
and these underwater vesseis still reign supreme in the oceans
of most worlds. In their home environment, these expensive
and specialized vessels can reasonably expect to defeat an
equivalent-weight BattleMech. Commanders usually assign
them to protect underwater installations and command centers.

OTHER GROUND UNITS

Various other ground units make up the final composition of
any military. Though generally overlooked, these units provide
the final elements that can guarantee a commander victory.

Standard Infantry

Despite the massive power of BattleMechs as weapons of
war, the humble infantry trooper remains the backbone of every
military force in the thirty-first century. In fact, many poorer plan-
ets rely for defense on garrisons comprised entirely of infantry.
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Battie Armored Infantry

Battle-armored infantrymen wear powered suits of armor
equipped with various weapons. Though some Inner Sphere
units field battie-armored troops, such equipment is not yet
common and is less powerful than the Clan equivalent. Clan
infantrymen, known as Elementals, are organized into 5-man
Points. Their individually powered suits of armor mount mis-
sites, small lasers and anti-personnel weapons. Because
Elemental armor can survive direct hits from BattleMech-class
weapons, a single Point of battle armor can efficiently disable or
destroy a 20-ton 'Mech.

Anrtillery

The ability to direct massive firepower at any given target
has always been the goal of modern warfare. Artillery gives an
army this capability. Combined with the psychological edge that
artillery brings—the ability to strike an enemy with impunity—
the intelligent use of this battlefield asset can bring a comman-
der quick victory.

Headquarters

Headquarters act as the nerve center of any large-scale
military action. Information gathered by the disparate parts of a
military unit are coliected and processed by sophisticated com-
puters at the HQ, which then present the data to the comman-
der for analysis. This allows a commander to have all pertinent
information when making vital, rapid decisions.

AEROSPACE UNITS

Aerospace units enable a ground force to travel from its
home star system to an enemy star system with the intent of
attacking an enemy force. Each of the following units forms a
vital link in this process.

The Clans field aerospace fighters known as OmniFighters,
which they construct using the superior modular technology that
their OmniMechs employ. Like Inner Sphere fighters,
OmniFighters are classified as light, medium and heavy.

Light Fighters

Light fighters weigh 20 to 45 tons. Their incredible speed
and agility enables them to fill a variety of roles, from reconnais-
sance to surgical strikes to dogdfights. The first to deploy and the
last to return to base, the light fighter is the workhorse of aero-
space fighters.

Medium Fighters

Ranging in weight from 50 to 70 tons, the medium fighter
specializes in dogfights. Though ftexible enough to fill muitiple
combat roles, the heavy fighter excels at attacking and defeat-
ing an enemy’s air support.

Heavy Fighters

Heavy fighters weigh from 75 to 100 tons. Too large and
cumbersome for dogfights, the heavy fighter can be equally well
employed as a long-range bomber or as an escort for
DropShips. Additionally, their superior armor and firepower
enable heavy fighters to attack DropShips and WarShips,
where protection and firepower rather than speed and agility
are the key to victory.

Small DropShips

Small DropShips are employed during small-unit actions.
The small DropShip can be used to quickly insert or re-deploy
forces—a company of infantry or a lance of 'Mechs or vehi-
cles—when a long distance must be covered quickly. A typical
example of this type of DropShip.is the Leopard Class
DropShip.

Medium DropShips

The mainstay of any naval fleet, the medium DropShip can
be found in every navy in the Inner Sphere and also among the
Clans. The medium DropShip provides every military with the
ability to transport significant assets to any target. A typical
example of this type of DropShip is the Union Class DropShip.

Large DropShips

Ltarge DropShips enable a military to transport massive
quantities of assets and personnel between the stars. With only
three or four of these monstrous ships needed to transport an
entire regiment of troops, they are primarily employed in plane-
tary assaults. A typical example of this type of DropShip in the
Overlord Class DropShip.

Assault Ships

inner Sphere militaries employ the massive assault
DropShips to destroy enemy DropShips before they can land
and disembark their troops. Exceptionally powerful, some Clan
assault ships pack enough firepower to threaten small
WarShips. A typical example of this type of DropShip is the
Avenger Class DropShip.

JumpShips

JumpShips provide the only means of transportation
between the far-flung star systems of the Inner Sphere, the
Periphery and beyond. These vessels make interstellar leaps of
30 light-years at a time by harnessing the radiant energy of the
stars with their huge solar-energy sails and Kearny-Fuchida
hyperdrive technology. JumpShips are primarily used to trans-
port fusion-powered DropShips, the preferred method for inter-
planetary travel in the thirty-first century.

Small WarShips

Small WarShips mass less than 750,000 tons. These
armed and armored JumpShips normally serve as escorts, pro-
viding protection for JumpShip and DropShip fieets. Many com-
manders also employ them as strategic assets, allowing them
to accompany DropShips all the way to the destination planet.
Upon arrival, they establish a geosynchronous orbit that allows
them to react to enemy troop movement on the ground with tac-
tical orbital bombardments, or to the threat of incoming rein-
forcements.

Large WarShips

Large WarShips mass from 750,000 to a mammoth
2,500,000 tons—though no known WarShip has exceeded
2,000,000 tons, despite the theoretical possibility of construct-
ing larger ships. Currently, the largest WarShip ever built is the
McKenna Class, which masses a colossal 1,930,000 tons.
Rumor has it that the Clans have recently christened a new
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WarShip that dwarfs the McKenna, though the rumor has yet to
be confirmed.

Employed almost exclusively as protection for JumpShip
fleets, a large WarShip rarely uses its massive destructive fire-
power against ground targets. Because of their sheer size and
firepower, most large WarShips need only fear another large
WarShip.

Space Stations

Numerous orbital facilities, colloquially known as space sta-
tions, serve a myriad of functions throughout the Inner Sphere.
From factories to habitats, shipyards to system-defense stations,
all of these facilities fall into one of three broad groups: low-orbit,
geosynchronous-orbit or stable-point stations.

MILITARY ORGANIZATION

BattleForce and Planetary Assault both involve com-
manding multiple large formations in the field. The following
paragraphs describe the basic types of formations used by
Inner Sphere and Clan forces.

INNER SPHERE MILITARIES

Most militaries of the Great Houses organize their forces
along the well-known Star League model described below.
Iregutar Inner Sphere forces, such as mercenaries and
Periphery militaries, often organize by other methods that maxi-
mize their limited troop strengths. Militaries with limited resources
tend to bolster their main forces with vehicles and/or infantry.

The squad is the smallest infantry organizational group.
The standard squad consists of seven men under the command
of a sergeant.

Platoon [(PIt.)

The standard platoon consists of four squads (twenty-eight
men) under the command of a lieutenant. The standard jump
platoon (infantry equipped with jump packs) consists of three
squads (twenty-one men).

Lance

The lance is the smallest organizational unit commonly
used for BattleMechs and vehicles. The standard lance consists
of four BattleMechs or vehicles under the command of a lieu-
tenant. The standard aerospace lance consists of two aero-
space fighters and associated technical personnet.

Company (Co.)

The standard company consists of three lances (twelve
BattleMechs or vehicles) under the command of a captain.
Occasionally a fourth lance of aerospace fighters will be
assigned to the company to reinforce the primary BattleMech
units. A company comprised solely of aerospace fighters is
often referred to as a squadron. A standard company com-
prised solely of infantry troops consists of three platoons

(eighty-four men).
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Battalion (Bn.)

A standard battalion consists of three companies (thirty-six
BattleMechs or vehicles) under the command of a colonel or
major. Frequently, battalions include a command lance that pro-
vides mobile command and logistical support. In some battal-
ions, attached aerospace lances are organized as separate
companies or squadrons. A battalion that consists solely of
aerospace squadrons is often referred to as a wing. A standard
battalion comprised solely of infantry troops consists of three
companies (252 men).

Regiment (Rgt.)

A standard regiment consists of three to five battalions
(108 to 180 BattleMechs or vehicles) under the command of a
general or colonel. DropShips or JumpShips are usually
attached to specific regiments, as are support battalions such
as infantry or tank battalions. A standard regiment comprised
solely of infantry troops consists of three battalions (756 men).

Regimental Combat Team (RCT)

The modern regimental combat team (RCT) consists of
one regiment of BattleMechs, three regiments of armored vehi-
cles, five infantry regiments, one artillery battalion and two
aerospace fighter wings under the command of a general.
RCTs were introduced to modern warfare during the
Succession Wars by Federated Suns military leaders. Though
most of the early RCTs were ad hoc creations that often proved
unwieldy in combat, RCTs are now widely incorporated into the
armies of the Federated Commonwealth.

CLAN MILITARIES

Nicholas Kerensky, founding father of the Clans, complete-
ly reorganized the old Star League Defense Force, doing away
with what he called, “the tainted military organization of the
past.” In its place, he organized his new military along lines that
emphasized small units, leaving each individual Clan to deter-
mine the exact composition of their larger formations.

Squad
A Clan squad consists of five standard infantry troopers.
Such infantry are normally deployed in the field in Points.

Point

A Point consists of one OmniMech (BattleMech), one vehi-
cle, two aerospace fighters, five battle-armored Elementals or
twenty-five standard infantry.

Star

A Star consists of five Points (five OmniMechs or vehicies)
under the command of a Star Commander. An aerospace Star
consists of ten aerospace fighters. An infantry Star consists of
either five Elemental Points (twenty-five Elementals) or five
infantry Points (125 men). Frequently, the Clans deploy a Star
of OmniMechs and a Star of Elementals together as a single
unit, known as a Nova.

Binary/Trinary

A Binary consists of two Stars (ten OmniMechs or vehi-
cles); a Trinary consists of three Stars (fifteen OmniMechs or
vehicles). Binaries and Trinaries fall under the command of a
Star Captain. An aerospace Binary/Trinary consists of two or
three Stars of aerospace fighters (twenty or thirty aerospace
fighters). An infantry Binary/Trinary consists of two or three
Stars of Elementals or standard infantry. Two Novas deployed
together are called a Supernova Binary. Three Novas deployed
together are called a Supernova Trinary.

Clustenr

A Cluster consists of three to five Binaries, Trinaries or
Supernovas (thirty to seventy-five OmniMechs) under the com-
mand of a Star Colonel. The standard Clan Cluster incorporates
one to three Trinaries of OmniMechs, one Trinary of Elementals
and one Trinary of aerospace fighters.

10
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Galaxy

A Galaxy consists of three to five Clusters (90 to 375
OmniMechs) under the command of a Galaxy Commander.
Though each Clan sets its own precedent for the size and com-
position of its Galaxies, few Galaxies are deployed with five
Supernova Clusters.

coM GUARDS

The Com Guards organize their forces along unique lines,
based on multiples of six. In addition, Com Guard Level lil for-
mations and larger are always combined-arms formations.
Insisting that flexibility is the key to victory in battle, ComStar’'s
Precentor Martial Anastasius Focht does not have a set organi-
zation for the Guards’ Level lll, IV and V formations. Instead, he
continually fields formations that vary greatly in their composition
of BattleMechs, vehicles, aerospace fighters, infantry and so on.

Level |

A Level | unit consists of one BattieMech, vehicle or aero-
space fighter, or one infantry platoon (twenty-eight men). The
Com Guards do not deploy their standard infantry in any organi-
zational group smaller than a platoon, which is commanded by
ajunior Adept.

Though a Level | aerospace unit technically consists of a
single fighter, the Com Guards follow standard military doctrine
and always deploy fighters in pairs.

Level 1l

A Level ll unit consists of six Level | units (six BattleMechs,
vehicles or aerospace fighters) and is commanded by an Adept.
A standard Level Il infantry unit consists of six Level | units (168
men).

Level 111
A Level HI formation consists of six Level Il units and is
commanded by a senior Adept or Demi-Precentor.

Level 1V (Division)

A division, or Level IV formation, consists of six Level Il
formations and is commanded by a senior Demi-Precentor or
Precentor.

Level V (Army)

An army, or Level V formation, consists of six Level IV for-
mations and is commanded by a Precentor. Though ComStar
still fields twelve armies, none of them consist of the standard
six divisions, as the Com Guards have yet to recover complete-
ly from their staggering losses on Tukayyid against the Clans.

STANDARD FORMATIONS

Though there are many variations on standard military for-
mations in the thirty-first century, we will use the Inner Sphere
standard designations for simplicity’s sake throughout these
rules.

The Formation Equivalency Table shows how the main
types of formations compare. Use this table when the rules call
for certain restrictions based on standard Inner Sphere units or
formations. For example, a rute may state that a player may only
have one HQ vehicle per battalion. In a Com Guards force, the
player would be allowed one HQ per Level Ili formation; for Clan
forces, this restriction would apply to each Cluster.

FORMATION EQUIVALENCY TABLE

Inner Sphere Clan Com Guards
Lance Star Level Il
Company Binary/Trinary  Level lil
Battalion Cluster Level Il
Regiment Galaxy Level IV
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BATTLEFORCE

BattleForce is the game of mass combat in the
BattleTech universe. Entire regiments of 'Mechs, armored
vehicles and infantry clash on the field of battle, yet each indi-
vidual 'Mech is represented with its own statistics in order to
preserve a BattleTech feel in this large-scale game. Special
rules allow for the easy integration of aerospace fighters,
artillery and other unusual military assets into play as well, for a
comprehensive simulation of all-out war that is quick and easy
to play.

COMPONENTS
The various components of BattleForce are described
below.

COUNTERS

Most of the counters included in the BattieForce 2 box are
used to play BattleForce. Each one-inch square counter repre-
sents a unit, a group of buildings, some other military asset
(ECM systems, headquarters) or an objective that one side or
the other may take.

Designations

Each counter has a designation, a one- or two-letter code
in the lower left-hand corner. This designation is used during
game play to identify each counter by its type (building, unit,
supply convoy and so on). Designations for unit counters identi-
fy the specific unit type that the counter represents and allow
players to tell it apart from other, similar units.

The first letter of the designation represents a unit's gener-
al type: "Mech, Fighter, Ground Vehicle, Building and so on.
Unit counters have a second letter that denotes the unit's spe-
cific classification within its general type {Light, Medium, Heavy
and so on). Units that have no classification bear a standard
code letter (see Unit Classifications, below) in order to stan-
dardize all unit counters. Counters representing buildings,
objectives and headquarters have single-letter codes.

For example, the unit designation MH stands for a heavy
'Mech. The M means that the unit is a 'Mech; the H shows that
it is classified as a heavy unit. Similarly, FL designates a light
fighter, and GA designates an assault ground vehicle.

Units

Units are the basic component of the game. Each unit
counter represents a lance of BattleMechs or conventional vehi-
cles, an infantry platoon or a similarly-sized aircraft or other
support unit. Each individual part of a unit, such as each 'Mech
in a BattleMech lance, is called an element. Each element in a
unit makes a separate attack, and takes damage individually.

COUNTER TYPES
Letter Type
A Artillery
B Base
C City
D DropShip
G Ground Vehicle
H Headquarters
I Infantry
J JumpShip
M ‘Mech
N Naval Vehicle
O Objective
S Space Station
T Fortress
A VTOL Vehicle
w WarShip

UNIT CLASSIFICATIONS

Letter Classification
L Light
M Medium
H Heavy
A Assault
S Submarine
T Transport
C Supply Convoy
N Normal (unarmored) infantry
B Battle Armored Infantry
P Space Station (standard code)
R Artillery (standard code)
U JumpShip (standard code)

On the front of each unit counter is a full-color illustration of
a single element of the unit's type, such as a picture of an Atlas
to represent an assault lance. In the lower right-hand corner is
a number identifying each unit among others of its type; for
example, as Assault Lance 2 of the six provided. The number
allows players to tell similar unit types apart during play.

The back of each counter serves as the “unidentified” side
of the unit. In advanced play, the “unidentified” side is used to
represent units that the enemy has not yet detected due to limit-
ed intelligence. Rather than showing the exact unit type, the
back of the counter displays a general ID symbol such as
“Mech Unit.” For more information about unidentified units, see
Concealed Units, p. 46.

Different types of units are used depending on the forces in
play. The Unit Reference Table on p. 14 lists the different unit
types as well as the elements comprising them.

13
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Command Counters

The ten counters depicting supply convoys (designation
“GC") with numbered backs are used in BattleForce as com-
mand counters. During play, these counters enable players to
simulate brilliant innovations on the battlefield that can give
their forces the winning edge. For more information on using
command counters, see Commands, p. 27.

Buildings

Base, city and fortress counters (designations B, C and T)
represent small clusters of buildings. The flip side of each buitd-
ing counter represents a building reduced to rubble from dam-
age. For rules on the use of buildings in BattleForce, see p. 43.

ECM

ECM Counters

These counters are used to conceal the identity of ECM-
equipped units when the Concealed Units rules are in effect
(see p. 46).

Objectives and Headquarters

Objective counters are used to mark certain places on the
map that each player must occupy, defend or destroy in order to
achieve victory. For more about objectives, see Victory
Conditions (p. 19).

The headquarters counter can be used to mark a particular
building as an HQ, though the HQ can also be considered a
building in its own right. If they wish, players may also use the
headquarters counter as an additional objective.

i sE
ki

H

RECORD SHEETS

The record sheet pro-
vides all the information
needed to use each unit in
the game, including its
Movement Points (MP),
armor value, weapon attack
factors, weight class and any
relevant special equipment.
Players use record sheets to
keep track of damage to the
elements in their units during
the game.

FASA-published
BattleForce scenarios will
provide filled-out record
sheets for all units. For your
own games, you will need to add the necessary information to
the blank record sheet found in the back of this book. Each
record sheet can contain the information for an Inner Sphere
battalion (including a command lance), a Com Guards Level lil
unit or a small Clan Cluster of eight Stars.

Below is a section of a typical record sheet, showing a sin-
gle Inner Sphere unit, in this case, a BattleMech lance. Each
part of the record sheet is described briefly below, along with
important rules and terms pertaining to it.

ID: MH3  Name: Smith's Lance Cmd: ML4, MM1
MPPBM L Wi/

Element OV +0 +2 +4 Skill Armor

Zeus ZEU-6S 4 4 2 1 A1 OQO0OQO

L indirect fire | [2]3]a] O0OQ0O
Dervish DV-6M 50 2 1 1 Mm-1 OOQO

(J Indirect fire 201237 4a] OVOOO
Flashman FLS-7K 4 4 3 — Ho QOOQOO
o 1[OT2374a] OO0000
Hunchback HBK-4G 4 M/0

UNIT REFERENCE TABLE

Battle Armor
Aerospace Fighter
DropShip

Elements

Unit Type Inner Sphere

'Mech Lance (4 'Mechs)
Vehicle/Artillery Lance (4 Vehicles)
Infantry Company (3 Platoons)

Platoon (4 Squads)
Air Lance (2 Identical Fighters)
Ship (1 Vessel)

Clan

Star (5 'Mechs)

Star (5 Vehicles)

Star (5 Points)

Star (5 Points)

Point (2 Identical Fighters)
Ship (1 Vessel)

Com Guards

Level Il (6 'Mechs)
Level 1l (6 Vehicles)
Level Il (6 Platoons)
Level Il (6 Squads)
(2 Identical Fighters)
Ship (1 Vessel)

14
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Identification

Each unit is identified by number, name and type to distin-
guish it from others on its side.

ID: MH3 is the unit’s designation, which appears on its cor-
responding counter. MH indicates a heavy "Mech unit, and 3 is
that particular heavy 'Mech unit’s number.

To determine the weight class of a 'Mech or vehicle unit,
add together the Weight Values of every element in that unit
(see Weight Values Table, below) and divide the total by the
number of elements in the unit. Then round the result up or
down to the nearest whole number (down for .5). The result is
the overall unit type. For example, the heavy "Mech unit depict-
ed in the record sheet above consists of an assault, two medi-
um and a heavy 'Mech. The corresponding Weight Values are
4,32, and2. 4+3+2+2=11+ 4 =275, rounded up to 3,
or Heavy.

The weight class for a unit does not change during game
play, even if particular elements of the unit are eliminated.

WEIGHT VALUES TABLE

Weight
Element Value
Light 1
Medium 2
Heavy 3
Assault 4

Name: Smith’s Lance is the name of the unit. The asterisk
(*) indicates that it is a command unit.

Cmd: Command unit record sheets must list any units sub-
ordinate to that command unit. The unit depicted in the example
has two units subordinate to it: ML4 and MM1. (For more infor-
mation on using the chain of command in game play, see
Chain of Command, p. 27.)

Elemeaent
Zeus ZEU-6S is the name of the first element of the unit.
Note that 'Mechs often come in several different models,
which will have the same name but a different code number.
The Zeus in the example is the ZEU-6S model. The ZEU-6T
and ZEU-9S models of the Zeus BattieMech have different
capabilities.

Movement Paints (MP)

The first number to the right of the element's name is that
element's Movement Points (MP). If the element can jump, the
MP will be followed by a “J”. Vehicles can move using other
modes aside from jumping; for information on these modes of
movement, see p. 20.

A unit's MP always equals the lowest MP of any of its ele-
ments. The unit is considered jump-capable (J) only if all surviv-
ing elements in the unit have the Jump ability. Players must
recalculate a unit's MP during play when heat or critical dam-
age slows down an element, or when an element is destroyed.

(The record sheet also shows OV, or Overheat Value, in
the second row of the same column. See Overheating, p. 25,
for an explanation of this number.)

Damage Values (PB, M, L)

The three numbers to the right of the MP represent the ele-
ment's Damage Values, or how much damage an attack will
inflict on the enemy element or unit. These are based on the
range at which each one comes into play: pointblank (PB),
medium range (M) and long range (L). The numbers +0, +2 and
+4 at the top of the record sheet are range modifiers, which are
added to the target number for making each type of attack. A
pointblank attack does not modify the target number; a medi-
um-range attack adds 2 and a long-range attack adds 4.

Pointblank attacks can only be made against units occupy-
ing the same hex as the attacker. These attacks are made with
all available weapons, including short-range weapons such as
machine guns and flamers, and brutal physical attacks such as
punches and kicks. Some weapons, such as long-range mis-
siles (LRMs), are less accurate at short ranges. These
weapons do less damage at pointblank range, and so some
elements actually have lower pointblank Damage Values than
at other ranges.

Players should note that successful pointblank attacks are
relatively easy to make and usually inflict a great deal of dam-
age. However, a pointblank attack opens up the attacker to a
similar, retaliatory assault by his target. Therefore, only the
bravest MechWarriors or most indestructible units should make
pointblank attacks.

Medium-range attacks can be made with most ranged
weapons, from medium lasers to autocannons and short-range
missiles (SRMs). Players can make medium-range attacks
against targets up to 4 hexes away from the attacker, and these
attacks usually inflict more damage than long-range attacks.

Long-range attacks can be made only by weapons with the
longest scope available, including particle projection cannons
(PPCs), LRMs and the powerful magnetic accelerator weapons
known as Gauss rifles. Players can make long-range attacks
against targets from 5 to 8 hexes away from the attacker.
Though difficult to make successfully compared with other
modes of attack, long-range attacks offer the greatest degree of
safety for the_attacker, because many targets will not have
long-range attack capability and so will be unable to strike back.

Weight Class (Wt.)

The letter immediately o the right of the damage values
corresponds to the element's weight class—in the case of the
Zeus, A for assault. This letter only applies to '"Mech, vehicle
and naval units.

Skill Modifier

The element’s skill modifier, if any, appears to the right of
the weight class (-1 for the Zeus). Skill modifiers are deter-
mined by the scenario being played. As is true in BattleTech,
the more skilled the MechWarrior (or vehicle crew, infantry pla-
toon and so on), the lower the skill modifier. (For example, the
best skill modifier of a unit would be the lowest number; the
worst skill modifier for a unit would be the highest number.) The
modifier is added to or subtracted from target numbers for
attacks made by the element, and so a negative value provides
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SKILL MODIFIERS TABLE

BattleTech Experience Level BattleForce Skill
Modifier Level
Green +1
Regular +0
Veteran -1

Elite -2

a greater advantage than a positive one. Though skill modifiers
can be any number, in general they do not run higher than +2
or lower than —4.

The Skill Modifiers Table lists typical BattleTech experi-
ence levels and their equivalent BattleForce skill modifiers.
Clan elements have different skill modifiers than their Inner
Sphere counterparts only when Clan honor rules are in effect
(see Clan Honor, p. 44).

Armor and Structure

The circles to the far right of the top row are armor boxes,
which represent the armor plating that protects the element from
damage. Players mark off armor boxes as the element takes dam-
age. Below the armor boxes are shaded structure boxes (bottom
row), which represent the element's critical internal components
as well as its metal skeleton and myomer musculature. Damage
to the structure often causes critical damage as well (see Critical
Hits, p. 26). Players mark off structure boxes as the element
takes damage, but only after all the armor is gone. For example,
the Zeus has 5 armor boxes and 6 structure boxes.

Directly beneath the element’s name, at the beginning of
the bottom row, is the element’s Destroyed box. Players mark
off this box when an element is destroyed, to help keep track of
which elements in each unit are still functional.

Special Abilities

To the right of the Destroyed box are various abbreviated
descriptions of special abilities that an element may possess. In
the case of the Zeus, if indicates that this ‘"Mech can make indi-
rect fire attacks. Other special abilities or equipment that may
appear here include target-acquisition gear (TAG), probes and
electronic countermeasures (ECM). For a complete description
of these and other special abilities, see pages 34-36.

Overheat Value (OV)

Many BattleMechs have an Overheat Value, shown
beneath the MP and immediately to the left of the heat scale.
The Zeus has no Overheat Value, but the Flashman and the
Dervish do. This number represents a MechWarrior's ability to
push his BattleMech beyond its ordinary operating safety limits,
and thereby inflict extra damage when making attacks.
However, the heat build-up caused by such activity will slow the
‘Mech down and cause its shots to become erratic until it has a
chance to cool off.

Heat Scale

To the right of the Overheat Value are three boxed num-
bers representing the 'Mech’s heat scale. When a 'Mech over-
heats, the amount by which it does so is added to the element’s

heat level and marked off on the heat scale. For complete rules
regarding heat, see Overheating, p. 25.

Only BattleMechs and aerospace fighters can overheat,
and so only those types of elements need heat scales. On the
blank record sheets in the back of this book, every element is
given a heat scale for convenience.

MAPSHEETS

Though BattieForce uses the same type of mapsheets as
BattieTech, the scale is different. In BattleForce, each hex rep-
resents an area 90 meters across. When the rules refer to a sin-
gle mapsheet, they use the term mapsheet. When the rules refer
to the entire playing area covered by all the mapsheets in use for
a scenario, they use the term playing area or simply map.

The forests, rivers, hills and rough areas on a BattleForce
mapsheet represent a typical mixture of the terrain found on the
habitable worlds of the Inner Sphere. The following symbols
represent each type of terrain as described below.

Clear

Clear terrain includes fields, meadows
and other grasslands. The ground is firm
and may be gently rolling, but its elevation
does not change significantly from one
side of the hex to the other.

Rough

Rough terrain is broken, rocky and
jumbled ground. Though firm, this type of
terrain is generally more difficult to cross
than Clear terrain. Commonly encoun-
tered near cliffs and biuffs, Rough ground
may also be formed as a result of combat.

Hills ‘

Hilly terrain is significantly higher than
the terrain surrounding it. The lightly
drawn lines in Hill hexes (called elevation
lines) show slopes, which are more diffi-
cult to cross than Clear terrain because of
the changes in elevation. Hills can contain
Clear, Rough, Wooded or Paved terrain, as well as buildings.
Ground hexes not on a hill are at Elevation Level 0.

Elevation levels for each hill appear on the mapsheet.
Level 1 is twelve meters high; a BattleMech standing behind
Level 1 terrain is completely hidden. Level 2 terrain is twenty-
four meters high, and so on.
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Even when an elevation line fills only part of a hex, that
entire hex is considered to be at the higher elevation. Sub-levels,
which are lower than the surrounding terrain, are the only excep-
tion to this rule. In the case of sub-level hexes, the lowest level
present in the hex is considered the elevation of the entire hex.

Water

Water hexes are covered by streams,
rivers, swamps, ponds or lakes. In
BattieForce, the Depth of water marked
on the mapsheet (used in BattleTech)
does not apply. Instead, all Water hexes in
BattleForce are approximately 6 meters
deep, enough to cover a BattleMech up to its waist. Movement
through water is difficult, slowing "Mechs down and making
them easier targets. However, water helps disperse the heat
generated by heavy weapons fire, and so BattleMechs whose
pilots intend to fire lots of weapons sometimes occupy water
despite the risks.

Even when a shallow stream fills only part of a hex, that
entire hex is considered a Water hex. .

Bridges

A Bridge hex may span a Water hex.
Units moving along a road may use a
bridge to go over water, which allows them
to ignore the terrain restrictions and
Movement penalties they would normally
suffer while moving through a Water hex.
Light and medium 'Mechs and vehicles, as well as all infantry,

can cross bridges. Heavy and assault 'Mechs and vehicles will
cause a bridge to collapse. A vehicle falling into water because
of a bridge collapse is destroyed.

Light Woods

Light Woods terrain is covered with
sparse trees up to twelve meters in height.
BattieMechs cannot cross such terrain as
easily as Clear terrain, and line-of-sight
through it is blocked.

Heavy Woods

Heavily wooded terrain is thickly covered
with twelve-meter-tall trees, making move-
ment through such areas very difficult. Light
Woods often border Heavy Woods. Units
cannot see through Heavy Woods.

Pavement
A Paved hex offers a fairly smooth,
very hard surface. Paved hexes typically
include roads, sidewalks and landing fields
made of asphalt, cement or even cobble-
stone. Units that travel along Paved hexes
containing roads ignore the slowing effects
of other terrain indicated in the hex. Paved terrain may increase
the speed of ground vehicles.
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PLAYING THE GAME

This section provides game set-up rules and sequence of
play for BattieForce, as well as a brief description of
BattleForce scenarios and how they work.

These rules assume that there are two sides in each game,
either two players or two teams of players. Wherever the ruies
refer to a “player,” that term can mean a team of players as well
as an individual.

SETTING UP

To begin a game, the players lay out the mapsheets on a
table or on the floor, in a way acceptable to all players or, if using
a FASA scenario pack, according to the Game Setup of the sce-
nario to be played (see Scenarios, p. 19, for a sample set-up).
Laying out the mapsheets may also include placing a number of
buildings of varying types on them. The entire play area, consist-
ing of one or more mapsheets, is referred to as the map.

Next, the players fill out record sheets for each of their
units involved in the battle. The BattleMech, vehicle and infantry
statistics required to fill out unit record sheets appear at the
back of this book (see p. 58). If all players agree, new elements
for the units may be created using the BattleTech construction
rules, provided on page 99 of the BattleTech Compendium:
The Rules of Warfare (BTC: RoW); use the conversion rules
on p. 100 of this book to convert them to BattleForce.

Finally, each player places all his or her command counters
in a cup or other receptacle from which they can be drawn in
each turn.

SEQUENCE OF PLAY

BattleForce is played in a series of turns. Each turn repre-
sents 30 seconds of game time. During a turn, all units on the
map may move and make attacks.

A turn consists of several smaller segments, called phases.
During each phase, players take one specific type of action,
such as movement or combat. The players execute the phases
of every turn in the order listed below. Specific actions, move-
ment, effects of damage and so on that may occur in each
phase are explained in separate sections of this book.

SEQUENCE OF PLAY
1. Initiative Phase

2. Player Phases

First Player Phases
2a. Command Phase
2b. Movement Phase
2c. Combat Phase
Second Player Phases
2d. Command Phase
2e. Movement Phase
2f. Combat Phase

3. End Phase

INITIATIVE PHASE

One player from each side rolis 2D6 and adds the results
together to determine his Initiative. The player or team with the
higher result can choose to be either the first or second player
for this turn. In the case of a tie, re-roll.

PLAYER PHASES

The next three phases of a turn (Command, Movement
and Combat) are completed by the first player first, and then by
the second player. The first player resolves all three phases
before the second player begins.

Command Phase

In the Command Phase of the first turn of the game, the
player draws one command counter. In subsequent turns, the
player removes any face-up command counters he has in play
and returns them to the cup, along with any special command
counters placed to the side of the playing area (see
Commands, p. 27). He then either draws one new command
counter from the cup or moves one of his face-down command
counters that is already in play (see Chain of Command, p.
27). Finally, the player may use any or all of the face-down
command counters he has in play by turning them face-up.

Movement Phase
The player moves any or all of his units, one at a time.

Combat Phase

The player makes attacks with any or all of his units, one at
a time. Each surviving element of each unit may make one
attack; however, all the elements of a given unit must attack the
same enemy unit. Damage from these attacks is resolved as
each unit finishes its attacks.

END PHASE

in the End Phase, both players execute any miscellaneous
actions remaining in the turn, such as determining if any fires
burning on the map spread to other hexes. The specific rules
for such actions state whether or not they take ptace during the
End Phase. For example, elements that began a turn shut-
down from overheating may start up again in the End Phase,
with their heat levels reduced to zero.

Repeat the sequence of phases until one player achieves
victory. Often, the player with the last surviving unit left on the
board wins the scenario. If the last units on each side are
destroyed simultanecusly, the game is a draw. The players may
set victory conditions by using the general scenario rules below
or those provided in the FASA scenario pack being played, or
by mutual agreement before play begins.

SCENARIOS

A scenario is the situation played out in a BattleForce game.
The scenario rules tell you which units to use, where to place
them on the map and what each side has to do in order to win.

A general outline for a scenario is presented below. Rules
for creating your own scenarios appear in Creating Scenarios,
p. 52.
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SETUP

Before beginning play, both sides shouid agree on a total
point value for their forces. In addition, because the scenario
will provide a more equal fight if both sides use an equal num-
ber of units, both players should agree on a total number of
units each side may use in the scenario. After determining the
total forces for each side, each player chooses elements from
the BattleForce Rosters (p. 118) to fill out those units to the
agreed-upon point limit. As a rule of thumb, a typical scenario
should involve ten units per side, with a total of 400 points to
spend on elements for those units.

Once they have chosen their forces, both players roll 2D6.
The player with the higher roll result is considered the first play-
er during setup. The first player chooses one edge of the map
to be his home edge. His forces will enter the map via that
edge. The opposite edge automatically becomes the second
player's home edge. (Once play begins and the players roll for
Initiative, either one may be the first or the second player,
depending on their Initiative Roll results and individual choice.)

OBJECTIVES

Each player has two objective counters and one headquar-
ters counter. These are placed on the map to establish key
points that the player's opponent must capture, destroy or
defend to win the game. In this scenario, the objectives repre-
sent key strategic locations to be occupied on the battlefield.
The first player places one of his objective counters face-down

anywhere on the map within 5 hexes of his opponent’s home
edge. The second player does the same.

The first player then places his second objective counter
face-down within 5 hexes of his opponent’'s home edge and at
least 5 hexes away from his other objective counter. The sec-
ond player does the same.

Finally, the first player places his headquarters counter in
any hex on his own home map edge. Then the second player
places his headquarters counter along his home map edge. In
this scenario, the headquarters serves as one of the opponent’s
objectives. In effect, this gives each player three objectives: two
he places himself and that one his opponent places for him.

Obijectives do not move or attack, and do not count against
stacking limits in a hex (see Movement, p. 20). In order to
occupy an objective, the opposing player must move one of his
ground units into the objective’s hex. In the End Phase of that
same turn, the objective counter is turned face-up. A player
cannot occupy or claim his opponent’s objectives.

If a face-up objective counter has friendly units in its hex or
no units in its hex, it is flipped face-down again in the End
Phase. Only if an opposing unit is alone in a hex with a face-up
objective counter in the End Phase is that objective considered
“claimed” and removed from the map. This does not apply to
the End Phase in which the abjective counter is initially turned
face-up.

DEPLOYMENT

Both players roll 2D6. The player with the higher result may
choose whether to set up first or second. The player who sets
up first places all his units on the map, then the player who sets
up second places all his units on the map. Each unit must be
placed on a hex along the player's home edge, excluding half-
hexes. Units may start play with any facing desired.

VICTORY CONDITIONS

This scenario continues until all units on one side are
destroyed or one player has claimed all three of his objectives.
The winner is either the surviving player or the player who
claimed all three objectives.

This game also offers a point system to provide an alter-
nate method of determining who wins and the level of victory
achieved. Both players begin the scenario with no Victory
Points. For every enemy element destroyed, the player adds
twice its point value to his Victory Point total (including points
for the pilot, if any). For each of his own elements destroyed,
the player deducts the point value of the element (plus the pilot)
from his total. e

Players also score Victory Points by claiming objectives or
their enemy’s headquarters. The point value of occupying an
objective is equal to the number of units with which your oppo-
nent started the game. Claiming an objective is worth five times
as many points as occupying it. Headquarters are worth double
the points of normal objectives.

At the end of the scenario, the player with the most points
wins. If the difference between the two players’ scores is
greater than the number of points used to purchase forces for
the winning side, the victory is Decisive. Otherwise, the victory
is Marginal. If both players’ scores are tied, the game is consid-
ered a Draw. For a list of pre-calculated point values for all
BattleForce elements, see the BattleForce Roster, page 118.
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MOVEMENT

As in BattieTech, units in BattleForce change
their position on the map by moving from one hex to
another using Movement Points (MP). Each element of
each unit has a base MP allowance listed on its record
sheet. A unit's MP always equals the lowest MP of any
of its surviving elements.

During each player's Movement Phase, the player
may move any or all of his units.

MOVEMENT COSTS

A unit must spend at least 1 MP to move 1 hex. If |

the hex that the unit is entering contains anything but
Clear terrain, this cost usually increases, ds shown in
the Movement Cost Table. :

A unit must possess sufficient MP to pay the cost
of entering each new hex. However, a unit can move 1
hex regardless of the terrain cost under the following
conditions: the unit enters only one hex that turn, it has
at least 1 MP to spend (meaning that it is mobile), and it
is not prohibited from entering the terrain in that hex.

Certain vehicles and infantry units may not enter

MOVEMENT COST TABLE

MP Cost

Terrain Prohibited
Type Per Hex Units*
Clear 1 naval, submarine
Road/Paved/Bridge 1 naval, submarine
Rough/Rubble 2 naval, submarine, wheeled
Light Woods 2 hover, naval, submarine, wheeled
Heavy Woods 3 hover, naval, submarine, tracked, wheeled
Water 37 infantry, tracked, wheeled
Elevation Change +1 per level —
Base 2 naval, submarine
City 3 naval, submarine
Fortress 4 naval, submarine

*See the Forces section (p. 7) for more information on the movement of
elements other than 'Mechs.

**If traveling along road; otherwise, use the MP cost of the underlying
terrain.

“**Water costs only 1 MP per hex for hover, naval and submarine units.
Infantry pay only 1 MP to enter Building hexes.

certain types of terrain. These movement restrictions appear on

the Movement Cost Table.

SJUMPING

A unit can use Jumping MP only if all of its surviving ele-
ments have jump capability (indicated on the record sheet by a

“J” following the element’'s MP rating).

A jump-capable unit may move into any hex within its jump
range. Jumping units may move over, but not land in, prohibited
terrain. When a unit jumps, it can move 1 hex in any direction

for every available Jump MP.

A jumping unit always travels the shortest possible path
between the starting and ending hexes. If this path crosses an
elevation higher than the unit's Jump MP plus the level of the
hex in which the unit started the move, the unit cannot make
the jump. If there is more than one possible path of equal length
between the unit and its goal hex, the player may declare which

path his unit takes.

In the diagram, the unit in Hex A has an MP of 3J.
This means it.can jump up to 3 hexes in any direction,
over intervening terrain up to 3 levels higher than its
current position. It cannot jump directly to Hex B,
because the Level 4 hill in Hex C is too high for it to
jump over (a unit must always jump the shortest possi-
ble distance to the landing hex, which in this case
means jumping over Hex C}. If the unit started its jump
in Hex E, it could jump over Hex C to Hex B, because
the Level 4 hill is not higher than the unit's Jump MP
plus the level it occupies.

The unit in Hex A can jump directly to Hex D, right
over the intervening river and heavy woods. By using
normal movement, traveling to Hex D would cost the
unit 6 MP, which means that the unit would take 2
turns to reach the same hex. The unit could also jump
to Hex C.

MOVEMENT ON ROADS/PAVEMENT

All units traveling on roads pay only 1 MP per hex
regardless of the hex’'s underlying terrain. A unit is considered
to be traveling on a road it it moves from one hex to the next on
that road.

Units may move through prohibited terrain while
traveling on a road, but must begin and end their movement
through such terrain on the road, and remain on the road while
traveling through the terrain.

In addition, ground vehicles may receive a move-
ment bonus of 1 additional hex for moving on a road. To move
an extra hex, the unit must begin its turn on a Paved hex con-
taining a road and continue to travel along the road for the
entire Movement Phase.
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FACING STACKING

Every hex on the map has six edges, called hexsides. In During the Movement Phase, a unit may move through
BattleForce, every non-infantry unit must be oriented to face hexes occupied by other friendly units, but may not move
one of those six hexsides. Each non-infantry unit counter has through a hex occupied by an enemy unit. it may enter enemy-
an arrow showing the direction of its facing. The facing of a unit occupied hexes up to that hex’s stacking limit, but then move-
does not represent the literal facing of every one of its ele- ment stops. Also, a unit may not end its movement in a given
ments, but rather its overall tactical deployment. The unit's fac- hex if doing so violates the stacking limits.
ing is the direction in which most of its elements are facing dur- At the end of a Movement Phase:
ing the turn, and where their attention is focused. In effect, it is *Only one unit from each side can occupy a hex (for a total
the direction in which they are “looking.” of two units in a hex).

A unit's facing has no effect on movement, but does affect einfantry mounted on a vehicle and battle-armored troops
combat (see Combat, p. 22). As each unit moves, the player riding on an OmniMech do not count against this stacking limit.
controlling that unit can give that unit any desired facing at the Though only one unit from a given side can occupy a hex,
end of its movement, with no MP cost. that unit does not actually take up the entire hex. A 90-meter-

Units  not clearly facing a hexside can be realigned to one wide hex offers plenty of room for any unit to move around and
of the two nearest hexsides by the opposing player. Infantry avoid fire, and also allows one enemy unit to share the hex. A
units have no facing. unit tactically controls the hex it occupies, but does not physi-

cally fill it.

See also the Movement section of Aerospace Support, p.
39 in Special Case Rules.
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COMBAT

During each player’'s Combat Phase, the player makes
attacks with any or all of his units. Each unit’s attacks are
announced and resolved before another unit may attack.

For one unit to attack another, the attacking unit must be in
the same hex as the target (pointbiank range), or must have a
clear line of sight (LOS) to the target. (For exceptions to this
rule, see Indirect Fire, p. 36, and Artillery, p. 41.)

For an element in a unit to attack a target, the target must
lie within a range for which the attacking element has a
Damage Value, and within the firing arc for the attacking ele-
ment’s type. The attacking player then calculates the likelihood
of the shot hitting the target based on the range to the target,
intervening terrain and other factors.

If the attack hits the target, the target player records the
result on the damaged element’s record sheet.

LINE OF SIGHT

When a player decides to fire on a unit, he must first deter-
mine whether or not his unit can see its intended target. Various
terrain features can affect a unit’s line of sight (LOS) to a target,
making a shot difficult or even impossible. ;

Players can check LOS by laying a straightedge (a ruler or
a sheet of paper, for example) from the center of the attacker's
hex to the center of the target’s hex. Any hex that the straight-
edge crosses lies on the LOS. If the straightedge passes direct-
ly between two hexes, the target chooses the hex through
which it passes. The players then check the terrain that lies
between their units for intervening features high enough to
block LOS, using the following rules:

*All terrain has an elevation. If the level of a hex is not
marked on the map, assume it is 0.

*If the attacking and target units occupy the same or adja-
cent hexes, both units always have LOS to each other.

*Any intervening elevation of a higher level than the hexes
occupied by the attacker and the target blocks line of sight.

Intervening woods block LOS through the Woods hex, but
units can shoot into a Woods hex. To see if a particular patch of
woods intervenes between an attacker and a target unit, use
the same procedure as for elevations. A Woods hex rises 1 ele-
vation level above the terrain it occupies.

The following example and diagram illustrate the
determination of line of sight (LOS).

The unit in Hex A has LOS to the units in Hexes C
and D. The unit in Hex C is in Light Woods, but there
are no intervening woods, so LOS exists between Hex
C and Hex A. The unit in Hex D is on a Level 2 hill;
this means that the woods in Hex F do not intervene,
because the woods are not higher than the targeted
and attacking units.

The unit in Hex B only has LOS to the unit in Hex D.
The woods in Hex F block the line of sight to Hex C, and
the unit in Hex A may choose to have the woods in Hex
F block LOS because the LOS passes directly between
two hexes. The Level 1 hill blocks the LOS to Hex E.

The unit in Hex C has a clear LOS to every unit
except the unit in Hex B. The woods in Hex F are inter-
vening, so there is noLOS between Hexes B and C.

The unit inn Hex D has LOS to every other unit,
and every other unit has LOS to it, because no inter-
vening terrain is higher than the unit in Hex D. In order
to be considered intervening, terrain must be higher
than both the attacker and the target.

The unit in Hex E has LOS to the unit in Hex C
even though Hex C is a Woods hex, because there are
no intervening woods. The unit in Hex E also has LOS
to the unit in Hex D. The woods in Hex C block LOS to
Hex A, and the Level 1 hill blocks LOS to Hex B.

FIRING ARCS

When the player determines that his unit can see its
intended target, he must then determine if the target lies in the
firing arc of the elements in the unit.

The various firing arcs are shown below. The humanoid
configuration of BattleMech elements gives them a more flexi-
ble firing arc than vehicles. Infantry elements have no firing arc
restrictions; they can fire in any direction.
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BATTLEMECH FIRING ARC

BattleMech elements can fire in a 300-degree radius, as
shown in the diagram above. The firing arc is defined by an
imaginary line drawn from the rear two hex corners and extend-
ing outward to the edge of the map. Any hexes fully or partly in
this area, shown by the shaded area in the diagram, may be
potential targets for attack.

VEHICLE FIRING ARC

Vehicle elements can fire in a 180-degree radius, as shown
in the diagram above. The firing arc is defined by an imaginary
line drawn from the side two hex corners and extending out-
ward to the edge of the map. Any hexes fully or partly in this
area, shown by the shaded area in the diagram, may be poten-
tial targets for attack.

ATTACK DECLARATION

A unit can only make attacks against a single enemy unit in
a given tumn. Each element of a unit makes a separate attack
against a specific element in the target unit. The attacking play-
er must announce his choices of target unit and elements to the
opponent before any of that unit's attacks are resolved.

OPPONENT'S RECORD SHEETS

In general, players are not allowed to view their opponent’s
record sheets before announcing the targets of their attacks.
The attacking player is entitled to know which elements of the
target unit are destroyed and which are still functional, and also
each element’'s name (but not its specific variant or configura-
tion). Beyond that, however, players must rely on memory and
instinct. This rule is intended to prevent the game from getting
bogged down while both players study each other’s record
sheets and calculate the exact damage needed for each attack.
It also serves to simulate a reality of war: namely, that it is diffi-
cult to tell the precise condition of enemy units in the middle of
a battle.

The two exceptions to this rule are close proximity and
active probes.

Closa Proximity

If an attacking unit is close enough to its target, the attack-
er can get a good look at it and make better decisions about
how to attack. In BattleForce, this means that the attacking
player's opponent must reveal the current damage (if any) of

each element in the target unit that is in the same hex as the
attacking unit.

Active Probes

Elements equipped with active probes have an extended
view of the battlefield, enabling them to provide information
about targets without moving into pointblank range. Each ele-
ment with an active probe (indicated on the record sheet by the
abbreviation “prb”) can scan a single enemy unit within medium
range of it (4 hexes). The probe-equipped element completes
its scan just before the unit declares its attacks. No die roll is
required; the opponent simply lets the attacking player know the
variant or configuration and the damage status of the elements
in the target unit.

An active probe’s scan is blocked if an enemy element with
ECM is between the attacker and the target (see Electronic
Countermeasures, p. 35). Only enemy ECM will block a probe;
the attacking player's own ECM elements will not interfere with
his probes.

MAKING THE ATTACK

After a player has determined that a target is within an
attacking unit's LOS and firing arc, the unit may make attacks.
The player counts the range in hexes to the target to determine
the range for the attack. For each element that will fire, the player
determines if the shot is more or less difficuit than normal by fac-
toring in skill modifiers, terrain and other conditions. These fac-
tors modify the base to-hit number. The more difficult the shot is
because of distance, concealment by terrain or other factors, the
higher the modified to-hit number. The player then rolls 2D6 to
see if the attack hits the target. If the result is equal to or greater
than the modified to-hit number, the attack hits its target.

Each element of a unit may attack once per turn.

BASE TO-HIT NUMBER

A moving target is harder to hit. To reflect this, the base to-
hit number for an attack is based on the target element's MP,
as shown on the Attack Modifier Table.

Jump-capabie elements use evasive movement more
effectively than their ground-bound counterparts, and so jump-
capable elements add +1 to the base to-hit number.

MODIFIED TO-HIT NUMBER

The modified to-hit number equals the base to-hit number
plus all modifiers for range, terrain and other factors discussed
below. All such modifiers are cumulative.

Range Maodifiers

The farther away the target is from the firing unit, the more
difficult it will be to hit. The range modifier for an attack is deter-
mined by the range to the target, which is the distance between
the target and the attacking unit. To determine range, begin at
the hex adjacent to the attacker's hex along the line of sight,
find the shortest path to the target, and count the number of
hexes between those two points, including the target's hex. The
number determines whether the target is at pointblank, medium
or long range, and so which range modifier applies.

Each element of a unit has its own Damage Values for
pointblank, medium- and long-range attacks. The sample
record sheet on page 14 shows these values for a typical lance
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and the four elements it includes. If an element has no Damage
Value at a given range, it cannot attack a target at that range.
Weapons cannot hit a target at distances greater than long
range (but see Artillery, p. 41).

Pointblank attacks are made against targets in the same
hex as the attacker. A shot at pointblank range requires no
range modifier (+0). Medium-range attacks can strike targets 1
to 4 hexes away from the attacker. A medium-range shot has a
+2 range modifier. A long-range attack can hit targets 5 to 8
hexes away from the attacker, and has a +4 range modifier.

Terrain Maodifiers

Terrain can affect the chances of a successful shot by fore-
ing the attacker to account for intervening land features. Units
can shoot into Light and Heavy Woods hexes, but making suc-
cessful shots into such terrain is more difficult than making suc-
cessful shots in Clear terrain. A BattleMech in water is easier to
hit. Specific terrain modifiers appear on the Attack Modifier
Table.

Light and Heavy Woods hexes block line of sight through
those hexes, but a target occupying a Light or Heavy Woods
hex can be attacked. Modify the to-hit number by +1 against a
target in Light Woods, and by +2 against a target in Heavy
Woods. Building hexes also make shots into those hexes more
difficult; for more information, see Buildings, p. 43.

Units in Water hexes find movement difficuit, which limits
their ability to avoid incoming attacks and launch effective
attacks of their own. Add a +1 terrain modifier to the to-hit num-
ber if the attacker is in a Water hex. Modify the to-hit number by
—1 if the target occupies a Water hex.

Heat and Damage Maodifiers

The attacking BattleMech may also need to modify its base
to-hit number for current combat damage and heat build-up.
Modifiers for these conditions are discussed in Critical Hits, p.
26, and Overheating, p. 25.

The diagram shows an example of how to deler-
mine the to-hit number required for attacks. For this
example, assume that all elements being targeted
have 4 MP. The unit in Hex B is the only one with
jumping movement.

The unit in Hex A is a Regular unit (Skill Modifier
0) and is standing in a Water hex. The modified to-hit
number for an altack against the unit in Hex B would
be 9 (Base To-Hit Number 5, +2 for medium range,
+1 because the attacker is in water, +1 because the
target has Jump capability). The modified to-hit num-
ber for an attack against the unit in Hex C would be 12
(Base To-Hit Number 5, +4 for long range, +2 because
the target is in heavy woods, +1 because the attacker
is in water).

The unit in Hex B is a Veteran unit (Skill Modifier
—1). The modified to-hit number for an attack against
the unit in Hex A would be 5 (Base To-Hit Number 5,
+2 for medium range, —1 for the attacker’s Skill, —1
because the target is in water). The unit in Hex B can-
not attack the unit in Hex C, because the unit in Hex C
is behind it and therefore outside its firing arc.

ATTACK MODIFIER TABLE

Target’s MP Base To-Hit Number
0-2 4
3-4 5
5-6 6
7-9 7
10+ 8
Range Modifier
Pointblank +0
Medium +2
Long +4
Target Modifier
can Jump +1

is battie armor +1

is in Light Woods or City +1

is in Heavy Woods or Fortress +2

is in Water -1
Attacker Modifier
is in Water +1

+ (Skill Modifier)
+ (Heat Level)
+1
see p. 26

has exceptional Skill
has Overheated

is using Indirect Fire
Has critical damage

The unit in Hex B is a Regular unit and is standing
in Heavy Woods. The modified to-hit number for an
attack against the unit in Hex A is 8 (Base To-Hit
Number 5, +4 for long range, —1 because the target is
in water. The woods in the attacker’s hex have no
effect on the to-hit number). The modified to-hit num-
ber for an attack against the unit in Hex B is also 8
(Base To-Hit Number 5, +2 for medium range, +1
because the target has Jump capability).

TO-HIT ROLL

For each attack, the player makes a 2D6 to-hit roll. If the
result is equal to or greater than the modified to-hit number, the
attack succeeds. .

If the modified to-hit number is greater than 12, the shot is
still considered a hit on a roll of 12. If the modified to-hit number
is 2 or less, the attack misses on a roll of 2.
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DAMAGE

Each attack that hits the target does damage to it. Damage
inflicted by a successful attack is shown on the target unit's
record sheet. The damage varies depending on the range to
the target. For example, a successful pointblank attack by a
Hermes I/ inflicts 2 points of damage, while an attack by the
same 'Mech at medium range only inflicts 1 point of damage.

If an element’s record sheet shows a dash (—) at a particu-
far range, that element cannot make an attack at that range.
For example, the FLS-7K Flashman shown on the sample
record sheet (p. 14) cannot make attacks at long range; the
CGR-1A1 Charger can only make pointblank attacks.

An attacking player may choose to inflict less than the
maximum damage aliowed at a given range—in most cases, as
away of concealing the attacking element’s true nature from his
opponent.

OVERHEATING

Many BattleMechs have an Overheat Value, shown
-beneath the MP on the record sheet. This number reflects the
fact that these 'Mechs have more weapons than they can fire
‘without building up dangerous amounts of heat. A MechWarrior
piloting such a machine can push his BattleMech beyond its
ordinary safety limits and thereby inflict extra damage when
attacking. However, the heat build-up caused by such high-
power activity slows the 'Mech down and causes its shots to
become erratic until it has a chance to cool off.

Only BattleMechs and aerospace fighters have an
Overheat Value, and so the following rules for overheating
apply only to those types of elements.

Using Overheat Value

An attacking player must announce his intention to overheat
an element in a unit at the time of that element’s attack declaration.

The Overheat Value is the amount of extra damage that can
be added to the 'Mech's attacks when it overheats. The controlling
player can decide exactly how much to overheat, from a minimum
of 1 to a maximum of the element’s listed Overheat Value. This
amount is added to the Damage Values for that element at all
ranges for which it has them. For example, the FLS-7K Flashman
shown on the sample record sheet has an Overheat Value of 1,
and so can overheat by 1 point. This means that it can inflict 5
points of damage at pointblank range or 4 points of damage at
medium range. It cannot inflict any damage at long range because
thas no base Damage Value at that range.

If an attacking unit is in a Water hex, its elements can over-
heat with less risk because the water is doing its part to keep
each element cool. The heat level of overheating elements in
water goes up by 1 less than the amount of Overheat Value
they use. For example, an element overheating by 1 does not
increase its heat at all, while a unit overheating by 2 only
increases its heat level by 1 on the heat scale.

Using the Heat Scale

The boxed numbers and the letter “S” to the right of the
Overheat Value represent the 'Mech’s heat scale. When a
‘Mech overheats, the amount by which it overheats is added to
the element’s heat level, which is then marked on the heat
scale. For example, if the DV-6M Dervish uses its full Overheat
Value of 2, its heat level rises to 2 after the current attack is

resolved. The Dervish’s player would then mark off the “2” box
on the heat scale. If the Dervish had raised its heat level to 1 in
a previous turn and chose to overheat by 2 in the next turn with-
out cooling down first, it would end up with a heat level of 3.
The player would then mark off the “3” box.

An element’s current heat level is subtracted from that ele-
ment's MP and added to its attack target numbers. Mark on the
heat scale in pencil, as the element’s heat will rise and fall dur-
ing game play. The heat level does not actually change until the
attack is resolved, and so the attack modifier for overheating in
one turn will not apply until the following turn.

The maximum heat level of 4 appears on the heat scale as
an “S,” which represents shutdown. A 'Mech or aerospace fight-
er that reaches this heat level shuts down and cannot move or
attack. Attacks against a shutdown element are made against a
Base To-Hit Number of 0, with no bonus for Jump capability.
The unit containing the shutdown element also cannot move;
however, the other elements’ MP ratings are unaffected, and so
they are no easier to hit in combat.

Maximum Overheat

An element cannot overheat more than the heat scale will
allow. For example, a Black Hawk Prime has an Overheat Value
of 3. If it overheats once at this maximum value, its heat level
rises to 3. In the next turn, it can only overheat by 1 additional
level, because there is only one space left on the heat scale
(shutdown}. It cannot overheat by 2 or 3 until it cools down.

Cooling Down

Each time an element overheats, its heat level increases. If
the element makes an attack but chooses nct to overheat, the
heat level remains the same; it decreases only if the element
makes no attack at all in a turn. In that case, the element’s heat
level drops to 0 at the end of the Attack Phase.

This rule does not apply to shutdown elements. In the End
Phase, the heat level of any elements that began the turn shut-
down falls to 0. At the beginning of the next turn, they start up
again and can move and attack normally.

ATTACK DIRECTION

When an attack hits a BattieMech or vehicle, it hits from
either the front or rear. Attack direction has no effect against -
other types of elements.

Lay a straightedge from the center of the attacker's hex to
the center of the target's hex. Compare the hexside crossed by
the straightedge to the diagram below to find the side of the unit
hit by weapons fire. If the straightedge crosses at the intersec-
tion of two hexsides, the defender chooses which side is hit by
the attack. If the attacker is in the same hex as the target, the
attack is considered to come from the front.

Attacks that strike the rear of an element inflict 1 extra
point of damage.

FRONT

FRONT FRONT

FRONT FRONT

BACK
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RECORDING DAMAGE

Every time an element takes damage, the targeted
unit's player finds that element’s entry on the record
sheets and checks off one armor box for every point of
damage taken. If the target takes additional damage to
a location after all the armor boxes have been checked
off, the damage transfers to the element’s internal
structure, and the player checks off the appropriate
number of structure boxes. When a hit strikes an unar-
mored element, check off one structure box per point
of damage taken.

Destruction

When all of the structure boxes for a given ele-
ment have been checked off (armor boxes for aero-
space and infantry), that element is destroyed. Any
excess damage from the attack that destroyed it is lost;
it does not transfer to other elements in the unit.

When all of the elements in a unit are destroyed,
the entire unit is considered destroyed. Mark the unit's
“Destroyed” box on the record sheet and remove its
counter from the map.

A “destroyed” element need not be literally
destroyed; it may simply be rendered tactically useless,
in which case it is referred to as a “mission kill.” Such
elements are out of the game, but may be repaired
later if campaign rules are being used. To determine
the actual condition of damaged and destroyed ele-
ments, see Scavenging and Repair, p. 106.

CRITICAL HITS

Each BattieMech and DropShip has armor and
structure. Vehicles have structure only, while infantry
and aerospace fighters have only armor. If an element
has no armor left when it takes damage from a suc-
cessful attack, that attack may inflict a critical hit. For
example, a "Mech with no armor boxes left to check off
‘before resolving an attack may take a critical hit from
that attack. If the 'Mech has one armor box left, it will
not take a critical hit.

Because vehicles have no armor, any successful
attack made against them may result in a critical hit.
Aerospace and infantry units do not take critical hits;
once they lose alt their armor, they

are considered destroyed.
To determine whether an ele-
ment takes a critical hit, as well as

CRITICAL HITS TABLE

the type of hit taken, roll 2D6 and
consult the Critical Hits Table. Make
the critical hit roll only if the elemen-
t's structure alone was damaged. If
the hit did armor damage, by itself
or along with structure damage, do
not make a critical hit roll.

Mark clearly any critical hits
against an element on the record
sheet. The effects of critical hits
are permanent, unless you are
playing a campaign game (see the
Campaigns appendix, p. 106).

BattieMech Vehicle
2D6 Roll Critical Hit Critical Hit Effects
2-7 No Critical Hit No Critical Hit —
8 Arm Actuator Hit  Turret Hit +1 to attack target numbers
9 Leg Actuator Hit  Wheel/Track Hit MP — 1 (minimum 0)
10 Weapon Destroyed Weapon Destroyed Damage Values — 1 at all ranges {minimum 0)
11 Engine Hit Engine Hit +1 Heat; third hit destroys element”
12 Head Blown Off  Crew Killed - Element destroyed

*Each engine hit increases the heat build-up from firing weapons by +1. This includes standard
attacks as well as attacks made while overheating. Elements that cannot overheat suffer no heat
build-up, but the third engine hit still destroys the element.
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COMMANDS

Commands represent the abitity of skilled field comman-
ders to get better than the standard performance out of their
troops. A little extra movement or firepower at the right moment
often can mean the difference between victory and defeat. It is
up to the player to skilifully issue commands to the right units at
the right time to maximize their usefulness and potential.

Commands are represented in the game by numbered
command counters that each player draws randomly from a cup
or other appropriate receptacle, each player drawing from his or
her own set of counters. The counters are numbered rather
than given specific names so that the effects of these counters
can change from scenario to scenario, as each army and situa-
tion dictates a different style of command.

COMMAND UNITS

Any company-size or larger formation includes a command
unit. This unit always includes the formation’s commanding offi-
cer, and often also includes a communications specialist, senior
sergeant and other key personnel. This unit coordinates the
activities of the entire formation, and is vital to the formation’s
tactical flexibility. Loss of a command unit can deal a serious
biow to any formation or army.

Players should designate one command unit for each for-
mation of company size or larger among their forces. For exam-
ple, a standard battalion should have four command units: one
for each of the battalion’s three companies, plus a fourth to act
as the battalion’s overall command unit. Mark this designation
clearly on the unit's record sheet, but do not reveal the identity
of your command units to your opponent.

CHAIN OF COVIMAND

In order to use command counters, players must know the
chain of command in their forces. The diagrams on pp. 10-12
show the standard organization of forces in the Inner Sphere,
the Clans and ComStar, as well as the chain of command
through which orders pass.

Chain of Command
*MA2

*MH4 *ML3
| |
MH3 MA3 ML4

*NH2

MM5 MM4 MM1

Players may use copies of these diagrams to chart the
chain of command among their forces, or simply write down the
units subordinate to each command unit on the record sheet.
Next to each command unit's name, write the unit designation
of each unit directly beneath it in the chain of command.

The diagram shows a typical 'Mech battalion and
its chain of command. The arrows point to subordinate
units. Asterisks (*) denote command units. The battal-
fon command lance, unit MA2, commands the entire
battalion. The units subordinate to it are the company
command lances: MH2, MH4 and ML3. Unit MHZ2
commands A Company; units MH3 and MM5 are sub-
ordinate to unit MH2. Likewise, unit MH4 commands
units MA3 and MMA4, and unit ML3 commands ML4
and MM1.

PLACING
COMMAND COUNTERS

At the beginning of each player's Command Phase, the
player first returns any face-up commands that he has previ-
ously placed on his units to the cup from which they were
drawn. He may then either draw a new command counter or
move one face-down counter from one unit to another. A unit
can have only one command counter placed on it at any one
time, either face-up or face-down.

DRAW A NEW COMMAND

If the player chooses to draw a new command, he draws
one at random from his cup, looks at it and then places it face-
down on any one of his command units in play that does not
already have a command counter on it. If the player does not
want to use the command, he can show it to his opponent and
return it to the cup. A new command counter can only be
placed on a command unit. If all of a player's available com-
mand counters have been placed but not yet used, he cannot
draw any more until he has used some and returned them to
the cup. if the player has no command units available on which
to place a new command, he may not draw a new command.

MOVE A COVIMAND

Instead of drawing, a player may choose to move one of the
face-down command counters in play to any of the units directly
subordinate to the command unit on which the counter is current-
ly placed. Doing so indicates that the command unit has “passed
the command” down the chain of command. For example, a bat-
talion command unit can pass a command to any one of its com-
pany command units. A company command unit can pass its
command to either of the lances in its company.

Command counters must be passed down the chain of
command. They cannot skip a unit in the chain, nor go back up
the chain of command.

USING COMMANDS

After a command counter is drawn or moved, the player
may use any or all of the command counters that are face-down
on his units. To use a command, turn the counter face-up. The
command that the counter represents will immediately affect
the unit on which it is placed (see Command Effects, p. 28),
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Command Attacks
Alpha Strike!

Ambush™**

Careful Aim
Charge!
Death from Above

+1
No attacks

Doubletime March
Evasive Action

Fall Back! +2 +2
Hello, HQ?**
Jam Transmission**

Luck of the Fox

No Move

Stand and Shoot No Move

*See additional rules below.

COMMAND SUMMARY TABLE

~~Special Command: counter is set aside for a turn rather than being returned to cup immediately after use.

Other Effects

Add +1 to the Overheat Values of the entire unit

Hidden: Reveal after opponent moves; may attack during
opponent’s turn*

One element in unit may make a Charging attack*

One Jumping element in unit may make a
Death-from-Above attack*

Hidden: Reveal after attack is declared on unit; all attacks against
unit suffer a +2 To-Hit Modifier

Affects all subordinate units; no subordinate unit may move cioser
to enemy units*

Negative

Hidden: Negate effects of one enemy command”

Hidden: Reveal at any time; unit may make a single re-roll or force
opponent to re-roil once

and stays in effect until the beginning of the player’s next
Command Phase, at which point the player returns it to the cup.

COMMAND TYPES
Special rules apply to hidden commands, negative com-
mands and special commands.

Hidden Commands

Hidden commands are not used during the owner’s
Command Phase, but can be left face-down and then used dur-
ing the opponent’s phases of the turn. The rules for each hid-
den command state when the command can be used.

Negative Commands

Negative commands represent random events such as
equipment failure or bad weather that can have a negative
impact on a player's battle plan. Negative commands cannot be
discarded and must be placed face-up rather than face-down,
to indicate that they go into effect immediately after being
drawn. Negative commands always affect one of the drawing
player's own command units rather than an opposing unit.

Special Commands

Some commands are particularly powerful (such as
Ambush) or troublesome (such as Hello, HQ?). These special
commands are not returned to the cup in the turn immediately
after use, but instead are set aside for a turn. In the player's
next Command Phase, he returns any special commands to the
cup, along with any other face-up command counters.

COMMAND EFFECTS

Each command counter has a specific effect on the unit on
which it is played. The command affects every element in the
unit unless the rules for the command state otherwise.

Some commands, such as Fall Back, affect multiple units.
These commands must be played on one particular unit, even if
the command affects a player's entire side. A command that
affects multiple units can affect units already operating under dif-
ferent commands, and the effects of the various commands are
cumulative. However, commands that impose a blanket prohibi-
tion on some ability to act—for example, 0 MP or No Weapon
Attacks— cannot be modified by other commands; they remain in
effect regardiess of the effects of other commands.

The Command Summary Table lists the various commands
available in basic BattleForce. Future BattleTech supplements
for use with BattieForce 2 will contain additional commands. The
MP column shows each command’s effect on a unit's MP. The
Attacks column shows the modifier applied to the to-hit number
for attacks made by the affected unit. The table aiso indicates
whether a command is hidden, negative or special.

Alpha Strike!

An alpha strike occurs whenever a 'Mech fires all of its
weapons repeatedly in a savage, all-out attack without regard
for ammunition or heat. This command represents a unit’s com-
mander calling for the maximum possible firepower, throwing
caution to the wind.

The elements of an alpha-striking unit add +1 to their
Overheat Values for the turn in which the command is used.
Every BattleMech element in the unit gets this bonus, even if a
particular element had no Overheat Value to begin with. The
additional overheating capacity is used in the same way as nor-
mal overheating capacity. However, not every element need
use it or any of its Overheat Value when the Alpha Strike com-
mand is in effect. The command merely adds to a 'Mech’s abili-
ty to overheat. Only BattleMechs can use this bonus; it does not
apply to aerospace fighters.
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Ambush

This command orders the unit to lie in wait for the enemy
and then launch a surprise attack while the enemy is on the
move. A player uses this hidden command during his opponent’s
phases, afier the opponent has moved all of his units but before
he begins to make attacks. Each element in the unit subject to this
command may attack as soon as the command is used; these attacks
are resoived immediately, after which the opponent’s turn continues. The
ambushing unit may not move or attack during its player's next
Movement and Combat Phases.

Ambush is a special command, so it is set aside for one
turn after use rather than being returned to the cup. In his fol-
lowing Command Phase, the player returns it to the cup.

Careful Aim

By slowing down and taking more careful aim, and not
using jump jets, a unit can increase the odds of its attacks hit-
ting home. The unit commander can call for this kind of attack
when it is imperative to hit the enemy now.

Apply a —1 to-hit modifier to attacks made by a unit under
‘this command. However, none of the unit's elements can use
any available Jump capability for the turn, making units that can
normally jump a bit easier for the opponent to hit during the
opposing player’s next Attack Phase.

Charge!

One element in a unit under this command makes a desper-
ate charge against an enemy target, hurling itself physically
against the enemy in an attempt to bring the target down quickly.

A single element in the affected unit may make a Charging
attack at pointblank range. The base to-hit number for this
attack is based on the target’'s MP or the attacker’'s MP,
whichever is higher. Ali other standard modifiers apply.

For purposes of determining damage done by the charge,
the attacking element’s pointblank Damage Value is replaced
by its MP, and the unit cannot increase its damage by over-
heating (see Using Overheat Value, p. 25). If the charge
attack hits, the attacking element suffers damage equal to the
target’s base pointblank Damage Value, as if the target had
successfully attacked.

Death from Above

In this attack, a single 'Mech jumps into the air and comes
crashing down on the head of an opposing element in an
attempt to kill it in one fell swoop. This type of attack is often
disastrous for both attacker and target.

A single jumping BattleMech in the affected unit may exe-
cute a Death-from-Above attack. Resolve this attack in the
same way as a Charging attack, except that an additional +1
modifier applies to the target number. If the attack hits, the
attacker may roll for a critical hit against the target, even if the
target had intact armor before the attack. The roll has no addi-
tional effect if the attack would normally result in a critical hit,
nor can the attacking unit inflict critical hits against units not
normally subject to them, such as infantry.

If the affected unit contains no jump-capable BattleMech
elements when the counter is used, the command has no
effect. Return the counter to the cup.

Doubletime March

With this command, the commander orders the unit to step
up its pace and move into position as quickly as possible. The
unit speeds up considerably, but ioses some accuracy when
making attacks as a result.

Doubletime march adds 1 to the MP of every element in the affect-
ed unit for the turn. This increased speed has the additional result
of making the unit harder to hit, because an element's MP is
used as the basis for the base to-hit number for attacks.
However, the rapid movement also imposes a +1 modifier to the
to-hit number for attacks made by the affected unit.

Evasive Action

The Evasive Action command throws the unit into a series
of erratic maneuvers intended to make them harder for the
opponent to hit. Because the unit is concentrating on avoiding
incoming attacks, however, it cannot launch attacks of its own
in the Combat Phase of the following turn.

A +2 to-hit modifier applies to all attacks against the affect-
ed unit. Evasive action is a hidden command; a player may use
it during his opponent’s turn, after an enemy unit has declared
an attack on the affected unit but before that attack is resolved.
The attacking unit must still resolve its attack as declared.

Fall Back!

Sometimes the best solution to a bad situation on the battle-
field is to retreat and regroup. When the Fall Back command is
given, every unit in the chain of command immediately begins to
withdraw to a better position in order to resume the offensive.

The Fall Back command affects the unit on which it is
played and every other unit beiow it in the chain of command. it
does not affect other units on the same side.

Every affected unit adds +2 MP to all of its elements,
increasing their speed and making them harder to hit. However,
an additional +2 modifier applies to ail attacks made by units
falling back, to reflect the fact that the units are more interested
in regrouping than in making accurate shots.

Units that are falling back may not move closer to enemy
units at any point during their retreat. The opposing player should
watch closely as the falling-back units move, to ensure that no
player uses this command to advance against the enemy.

Hello, HQ?

Sunspot activity, electrical failure and even plain human error
can seriously disrupt the chain of command. In such instances,
the desperate call of “Hello, HQ? Are you there?” can be heard
over the comm system, much to a commander’s dismay.

Hello, HQ? is a negative command, meaning that a player
must place it face-up on one of his own command units. That
unit may not move for as long as the command remains in
effect; however, the command does not affect the MP of the
unit's elements, and so they are no easier to hit in combat.

Hello, HQ? is also a special command, and is set aside for
a turn after use.

Jam Transmission

With the proper equipment, a clever communications spe-
cialist can jam enemy transmissions, disrupting his opponent’s
ability to relay commands. Com Guard Adepts are well-known
for using this tactic to gain the upper hand.
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This command is revealed when an enemy command is
activated. That command's effects are negated. If the target
unit contains ECM or is adjacent to another unit on its side with
ECM, Jam Transmission faits to work and the enemy command
has its normal effect. In this case, the Jam Transmission com-
mand is still considered to have been used.

Jam Transmission is a special command, and is set aside
for a turn after use. ‘

Luck of the Fox

During his successful reign as leader of the Federated
Suns, Prince Hanse Davion was known as “The Fox” for his
legendary cunning. In truth, more often than not his best ally
was sheer luck that allowed his grandiose schemes to succeed
against all odds.

The Luck of the Fox command represents a stroke of luck
at just the right moment. A player can use this hidden command
at any time during his own or his opponent’s phases. The
affected unit may re-roll dice once—for example, re-rolling a
failed attack roll. Alternatively, the player may force his oppo-
nent to re-roll one dice roll that directly affected the unit operat-
ing under this command—for example, an attack directed
against that unit.

Stand and Shoot

Units are almost constantly moving as they advance
across the battlefield, which reduces the accuracy of the
attacks they make because pilots and drivers must continuously
compensate for a moving unit's bumping and jerking around. To
get the best possible shot, a unit must come to a halt and take
careful aim, which this command allows them to do.

A unit commanded to stand and shoot may not move, but
gains a —2 modifier to the to-hit number for its attacks. The MP
ratings of the elements in the unit are not affected, and so the
immobile unit does not present an easier target for the oppo-
nent.

COMMAND LISTS

Each scenario, whether published or created by the play-
ers, should include a command list that shows what command
each numbered counter represents. FASA-published
BattleForce scenarios will include a command list for each sce-
nario tailored to the forces and situation, and will often include
new command effects as well.

The basic Inner Sphere and Clan command lists are given
pelow. Use these whenever a unigue list is unavailable, or
when the players prefer to use a standard list.

BASIC COMMAND LIST: INNER SPHERE
1 Alpha Strike!

2 Ambush

3 Charget

4  Doubletime March

5  Evasive Action

6 Hello, HQ?

7  Luck of the Fox

8 Stand and Shoot

9 Careful Aim

10 Careful Aim

BASIC COMMAND LIST: CLAN
11 Alpha Strike!
12 Alpha Strike!
13 Doubletime March
14 Evasive Action
15 Hello, HQ?
16 Luck of the Fox
17 Stand and Shoot
18 Stand and Shoot
19 Careful Aim
20 Careful Aim

ADDITIONAL COMMAND LISTS

To add more variety to game play, you can use the foliow-
ing command lists to simulate the command styles of the spe-
cific Houses and Clans.

HOUSE DAVION

The officers of the Federated Suns, and later the
Federated Commonwealth, have always had the finest military
instruction available in the Inner Sphere, and so are renowned
for their innovative and flexible tactics.

Davion Command List
1  Alpha Strike!

2  Death from Above

3 Charge!

4  Doubletime March

5 Evasive Action

6 Fall Back!

7  Luck of the Fox

8 Stand and Shoot

9 Careful Aim

10 Luck of the Fox

HOUSE KURITA

House Kurita's emphasis on the ancient Japanese teach-
ings of bushido lends their officers a courage in battle
unmatched by the commanders of other armies. They will go to
extremes that other soldiers wouldn’t dream of in order to
achieve victory for the Draconis Combine.

Kurita Command List
1 Alpha Strike!

2  Alpha Strike!

3 Charge!

4 Doubletime March

5 Evasive Action

6 Hello, HQ?

7 Stand and Shoot

8 Stand and Shoot

9 Careful Aim

10 Death from Above
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HOUSE LIAD

The Capellan Confederation is known more for political
cunning than military prowess. This devious edge shows itself
on the battliefield, as the Capellan officers are more likely than
others to use what some call underhanded tactics.

Liao Command List
1  Evasive Action
2 Ambush
3 Death from Above
4 Doubletime March
5 Evasive Action
6 Hello, HQ?
7  Luck of the Fox
8 Fall Back!
9 Careful Aim
10 Ambush

HOUSE MARIK

Real military advancement in the Free Worlds League has
long been bogged down by that realm’s chaotic politics. In
recent years, however, the leadership of Thomas Marik has
rejuvenated the Marik military, especially since Thomas began
using neo-chivalric codes of conduct as a beacon for officers to
follow.

Marik Command List
1 Alpha Strike!
2 Stand and Shoot
3 Charge!
4  Doubletime March
5 Evasive Action
6 Helio, HQ?
7  Alpha Strike!
8 Stand and Shoot
9 Careful Aim
10 Careful Aim

HOUSE STEINER

Never known for its brilliant commanders, the Lyran military
has nevertheless managed to earn victories through sheer
determination and by having more than its share of assault
Mechs.

Steiner Command List
1 Alpha Strike!
2  Alpha Strike!
3 Charge!
4  Doubletime March
5 Stand and Shoot

6 Hello, HQ?
7  Careful Aim
8 Stand and Shoot
9 Careful Aim
10 Helio, HQ?

COMSTAR

Aside from the massive battle on Tukayyid, the Com
Guards have had little in the way of real battlefield experience.
Com Guard officers make up for this lack of experience with
some of the finest training available, along with a technological
edge that almost rivals that of the Clans.

ComStar Command List
1 Careful Aim
2 Ambush
3 Doubletime March
4  Stand and Shoot
5 Careful Aim

6 Alpha Strike!

7 Jam Transmission

8 Ambush

9 Charge!

10 Evasive Action

CLAN GHOST BEAR

Among the invading Clans, the Ghost Bears use the most
conservative combat tactics. However, few opponents can turn
aside their slow and steady advances.

Ghost Bear Command List
11 Alpha Strike!
12 Alpha Strike!
13 Charge!
14 Careful Aim
15 Hello, HQ?
16 Luck of the Fox
17 Stand and Shoot
18 Stand and Shoot
19 Careful Aim
20 Careful Aim

CLAN JADE FALCON

The young officers of Clan Jade Falcon are eager to prove
themselves in battle after suffering repeated defeats in recent
years. Their recklessness has earned them an equal share of
victories, but often leaves an excessive number of dead Clan
warriors in its wake.

Jade Falcon Command List
11 Alpha Strike!
12 Alpha Strike!
13 Doubletime March
14 Evasive Action
15 Hello, HQ?
16 Luck of the Fox
17 Alpha Strike!
18 Doubletime March
19 Careful Aim
20 Careful Aim
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CLAN SMOKE JAGUAR

The brave warriors of Clan Smoke Jaguar will stop at noth-
ing to achieve victory, and sometimes go too far in doing so.
This has earned them the enmity of their fellow Clans as well as
the Inner Sphere.

Smoke Jaguar Command List
11 Alpha Strike!
12 Alpha Strike!
13 Doubletime March
14 Evasive Action
15 Hello, HQ?
16 Ambush
17 Stand and Shoot
18 Stand and Shoot
19 Careful Aim
20 Death from Above

CLAN WOLF

The first Clan encountered by the Inner Sphere, the
Wolves are by far the most flexible. They are always prepared
to accept new ideas that will help them achieve more victories
and greater honor.

Wolf Command List
11 Luck of the Fox
12 Alpha Strike!
13 Doubletime March
14 Evasive Action
15 Hello, HQ?
16 Luck of the Fox
17 Stand and Shoot
18 Ambush
19 Carefui Aim
20 Careful Aim

DESIGNING COMMAND LISTS

tn their own games, players can customize their own com-
mand lists. A command list can include any ten command
effects, numbered from one to ten for player one (who uses the
Inner Sphere counters) and eleven to twenty for player two
(who uses the Cian counters). Each command list may include
the same command no more than three times, and must
include at least one negative command.
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SPECIAL UNITS
AND EQUIPMENT

BattleForce uses a wide variety of forces, each with differ-
ent capabilities. The basic type of unit used in the game, the
BattleMech unit, follows standard rules. Vehicles and infantry
require special rules that take into account their unique abilities.
This section provides those rules, as well as rules for special
equipment and abilities that apply in the basic game. Rules for
acrospace fighters appear in Special Case Rules, beginning
onp. 36.

VEHICLES

Conventional vehicle units operate in a similar manner to
BattleMech units, with a few exceptions.

DAMAGE

Because vehicles are more vuinerable to critical damage
than BattleMechs, they have no armor boxes on their record
sheets. This means that every successful attack against a vehi-
cle unit hits that vehicle’s internal structure, and so may inflict a
critical hit.

MOVEMENT TYPRES

Different vehicles use special movement modes, noted on
their record sheets by a letter after the vehicle’s MP. The main
function of each mode of movement is to restrict the vehicle
from entering certain terrain types. These restrictions are sum-
marized on the Movement Cost Table (Movement, p. 20).

When different kinds of vehicles are grouped together in
the same unit, the most restrictive movement penalties apply to
the entire unit. For this reason, vehicle units tend to be orga-
nized by movement mode.

Tracked (t)

Because tracked vehicles move on caterpillar treads, they
are usually referred to as tanks, even though the original mean-
ing of this term has been lost to antiquity. Commonly armed
with turret-mounted heavy weapons, some of the heaviest vehi-
cles of this class can inflict a great deal of damage, even on a
BattleMech. Tanks tend to be slow, but can move over all but
the most densely wooded terrain.

Wheeled (w)

Wheeled vehicles move faster than tracked vehicles, but still
mount effective weapons. These vehicles suffer serious terrain
restrictions, however, and so commanders usually assign them to
relatively open terrain and cities. Most often they serve as convoy
gscorts or fire-support vehicles for dismounted infantry.

Hover [(h)

Hovercraft are designed for speed, and rely on that feature
rather than their weak armor and light armament for protection.
Hovercraft also cost more and require a more sophisticated
technological base than tracked or wheeled vehicles. Their abil-
ity to rapidly close with the enemy and just as rapidly break
contact, however, makes these units valuable for reconnais-
sance and screening missions.

Unlike other ground vehicles, hover units can move over
Water hexes at a cost of 1 MP per hex. However, they cannot
enter Woods hexes.

A unit consisting entirely of hovercraft will not set off mines
when it enters mined hexes (see Minefields, p. 49).

Naval {(n)

Surface naval vessels come in two types: those with a dis-
placement hull, and hydrofoils. Vessels built with a displace-
ment hull represent the cheapest, best protected and best
armed of all the naval vessels in the thirty-first-century military,
but their conventional rounded hulls prevent these vessels from
attaining the speed necessary to close quickly with an elusive
enemy. Hydrofoils offer speed and punching power that dis-
placement-hull vessels lack. Featuring wings that lift the ves-
sel’s hull out of the water, these naval vehicles usually patrol
coastlines and guerrilla-infested river deltas.

Naval units can only occupy and move through Water
hexes, at a cost of 1 MP per hex.

Submarine (s) -

Submarine units, like naval units, can only occupy and
move through Water hexes. Submarines can be surfaced or
submerged. While surfaced, a submarine unit acts like an ordi-
nary naval unit, and spends 1 MP for every Water hex it enters.
A submerged submarine spends 1 MP for every Water hex it
enters, and can be attacked normally by other submerged sub-
marine units, or by other naval units or BattieMech units occu-
pying the same hex as the submarine unit. A player controlling
a submarine unit must declare it submerged or surfaced during
the End Phase of each turn.

VTOL (v)

Fast and deadly but extremely vulnerable to damage,
VTOLs and their pilots suffer the highest mortality rate of any
type of combat vehicle. VTOL units can move over all terrain
types, including Woods and Water, at a cost of 1 MP per hex.
Because they must fly over terrain, however, VTOL units never
gain a defensive terrain bonus from the hex they occupy.
Physical attacks cannot be made against VTOLs.

For line-of-sight purposes, VTOL units are assumed to
skim over underlying terrain at the lowest possible altitude.
Treat them like other units when determining LOS, unless the
VTOL unit is in a Woods hex. Because the VTOL unit must stay
above the woods, it is considered one level higher than the
Woods hex it occupies.

The player controlling the VTOL unit can choose to fly it high-
er than usual to give it a clear view of the battlefield. At the end of
its movement, the controlling player announces that the VTOL unit
is “flying high.” Such a VTOL unit has line of sight to all units in
play. However, all other units also have LOS to the VTOL.

INFANTRY

The Inner Sphere and the Clans use distinct configurations
for their infantry units. In the inner Sphere, unarmored infantry
are organized into 7-man squads. Four squads make up a pla-
toon, except in the case of jump infantry, which assigns three
squads to a platoon. The Clans use a similar arrangement, with
five 5-man squads forming a 25-man Point. Five infantry Points
comprise an infantry Star.
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The Clans organize battie-armored infantry into 5-man
Points. Five of these Points combine to form a Star. In the Inner
Sphere, battle armor is most often organized into 4-man
squads, four of which make up a battle-armor platoon.

In the rules below, the term “infantry” refers to both unar-
mored and armored infantry unless specifically stated otherwise.

INFANTRY TYPES
Infantry units come in four main types, further distinguished
by the specific weapons they carry.

Foot

Foot infantry platoons, consisting of 28 men, have no
transportation other than their own feet, carry light arms and
cannot hope to successfully assault or defend against even the
lightest BattleMech. Foot infantry generally control restive popu-
lations, man city garrisons and mount counterinsurgency opera-
tions. Though the start-up cost for such units seems refatively
high, they cost little to maintain. In another advantage of foot
infantry, most planets can call up and arm thousands of such
troops on short notice.

Motorized

Equipped with a variety of light vehicles, motorized 28-
man infantry platoons move around the battlefield more readily
than foot infantry, but still are no match for BattleMechs.
Motorized infantry units perform the same duties as foot
infantry, and also frequently serve as forward observers or
reconnaissance personnel.

Jump

The 21 men in a jump infantry platoon are all equipped with
jump packs. In open, flat terrain, this equipment makes jump
infantry as mobile as motorized troops. In built-up areas, jump-
capable troops are more mobile than any other type of infantry.
Their jump capabilities allow them to close quickly with enemy
units, but a close assault of this type can devastate the attacker
as well as the defender.

Battle Armor

Battle-armored infantrymen wear powered suits of armor
equipped with various weapons. Though some Inner Sphere
units field battle-armored troops, such equipment remains rare
and is less powerful than the Clan equivalent. Clan infantrymen,
known as Elementals, are organized into 5-man Points. Their
individually powered suits of armor mount missiles, small lasers
and anti-personnel weapons. Because Elemental armor can sur-
vive direct hits from BattleMech-class weapons, a single Point of
battle armor can efficiently disable or destroy an enemy 'Mech.

When an OmniMech unit is carrying battle armor, the battle-
armor unit may not make attacks, but is vulnerable to damage.
Each battle-armor element is carried by the 'Mech element in a
corresponding position in the 'Mech unit, counting from the top of
the unit's record sheet down. The top battle armor element is car-
ried by the top 'Mech element, the second battle armor element
is carried by the second 'Mech element, and so on. )

When a 'Mech carrying a battle armor element takes dam-
age, the first point of that attack damages the battle armor ele-
ment. Any remaining damage is then applied to the 'Mech ele-
ment. If the 'Mech is destroyed, the battle armor is aiso destroyed.

COMBAT

Infantry units have no facing. They never suffer additional
damage from hits to the rear, and can attack in any direction.
Because infantry elements never suffer critical hits, the damage
boxes on their record sheets are all considered armor boxes.

MOVEMENT

The biggest drawback of infantry units is their slow move-
ment rate. However, their ability to move through most terrain
types, plus the fact that other, faster units can carry them to
their positions on the battlefield, lessen this disadvantage. For
specific rules on loading and unloading infantry in combat, see
the Transport ability (p. 36 of this section).

SPECIAL EQUIPMENT
AND ABILITIES

Certain elements have special equipment that gives them
certain additional abilities on the battlefield. These abilities are
indicated on the record sheet by an abbreviation underneath
the name of the element, and are also listed in the far right col-
umn of the BattleForce Roster, pp. 118-38. The various
equipment and abilities are described below.

Active Probe (prb)

Able to detect and identify even shutdown and camou-
flaged units at distances much greater than standard-issue
electronic warfare (EW) suites, the active probe makes a valu-
able addition to any recon unit.

In BattleForce, elements equipped with active probes can
help identify enemy units and aiso locate hidden ones. Rules
for such actions appear in Attack Declaration (p. 23) and
Concealed Units (p. 46).

Artillery (art)

Certain elements are armed with long-range artillery
weapons, which are further defined by the specific type of
artillery carried: L (Long Tom), S (Sniper), T (Thumper) or A
(Arrow V). In basic play, artillery elements can make indirect
attacks in the same way as elements with the indirect-fire ability
(see p. 36). Advanced rules for using artillery appear on p. 41 of
the Special Case Rules section.

C3 Computer Master (c3m)

These elements are equipped with a Command/Con-
trol/Communications (C3) master computer. Usually installed in
command or reconnaissance 'Mechs or vehicies, the C3 com-
puter system is designed to help unit commanders coordinate
activities at the lance and company levels.

Each element equipped with a C3 master can link with up to
three other elements that have C3 slave systems (c3s) in order to
form a network. The elements in the network can make attacks
using the range modifier of the element in the network closest to
the target. The attacking element must still have LLOS to the tar-
get, and its statistics still determine damage and other modifiers.

in BattleForce, members of a lance-sized network are nor-
mally in the same unit, and therefore are always at the same
range to any given target. However, a network can be expanded
with the addition of ancther C3 master computer. Up to three C8
master computers can be linked to a fourth C3 master to create a
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company-sized network. This larger network can contain no
more than twelve C3-equipped elements. All twelve of the linked
elements can fire using the range modifier of the unit closest to
the target. Elements with C3 masters need not also have C3
slaves in order to fink up in this way.

Destruction of an element carrying a C3 master shuts down
the portion of the network controlled by its computer. When the
C3controls a lance, destroying the C3 cuts the unit’'s remaining
lancemates out of the network. When a C2is coordinating a
company network, its destruction cuts the lances in the compa-
ny off from each other, but each individual lance can still use its
own C3 network (though in BattleForce play, this offers no
advantage). The diagram below shows a C? network in action.

The C3 master (but not the slaves) also duplicates the func-
tion of target acquisition gear (TAG). Units that are equipped
with C3 that are spotting targets for or launching indirect fire use
the indirect fire rules (see Indirect Fire, p. 36).

C3 Computer Slave (c3s)

An element equipped with a C3 slave can link into a C? net-
work as described above. Elements with C3 slaves but no mas-
ter cannot create a network, and so confer no special ability on
the element.

Cargo (car#)

An element marked as “cargo” can be carried by a trans-
port (see Transport, p. 36). The number indicates how many
tons of the transport’s cargo space the element takes up. The
tonnage can be split between multiple transports, so long as all
of the transports are in the same unit.

Coolant Truck (cool)

This type of vehicle carries large tanks of coolant that it can
use to cool down overheating 'Mechs. Coolant vehicles are also
useful for putting out fires.

A player can use a coolant truck

to cool down a friendly unit in an

®
® @
®

STANDARD CONFIGURATION

®
@

® ®

adjacent hex. A single coolant truck
@ can cool down all the BattleMech

« elements in a single unit. In order to

. @ X @ hook up to the coolant, both the
coolant truck’s unit and the unit being

@ Because they cannot move, both
units can be attacked using a Base

LANCE A

®
@ - ®
®

LANCE B

OJORO)
Q

LANCE A COMMAND

LANCE

COMMAND LANCE

ALTERNATE CONFIGURATION

cooled down must remain immocbile.
LANCE B

To-Hit Target Number of 0, rather
than using their MP ratings.
However, the elements in the unit
being cooled down can use their
Overheat Values without any
increase in their heat levels.

Coolant trucks can also put out
fires quickly and easily, but must get
dangerously close to the fire to do
so. During a turn’s Combat Phase, a
coolant truck can extinguish one fire
in its own or one adjacent hex in lieu

In the diagram, each circle represents an element
and each box encloses a unit. Each “S” represents a
C3slave. Each “M” represents a C? master. The arrows
show the network links radiating out from the master
elements. Destruction of slave elements has no effect
on the overall network. However, destruction of a mas-
ter element will eliminate all the links pointing away
from it.

Company-sized networks can be arranged in the
two ways shown. The first represents the most com-
mon arrangement, with a single element carrying two
master computers and coordinating its own lance as
well as the entire company. The second example
shows a separate element in the command lance car-
rying the computer that links the master units together
in the company network. Though in theory a single
element can carry three or four master computers, the
resulting increased vulnerability of the entire network
makes this useless in practice.

of making an attack.

Electronic Countermeasures (ecm)

An ECM suite is a broad-spectrum jamming and electronic-
countermeasure device designed to reduce the effectiveness of
enemy long-range scanning and surveillance equipment. Such a
system nullifies the effects of any enemy unit's active probes or
Cs3 computers whenever any of those systems is in the ECM suite's
area of effect. Friendly active probes or C3 computers are not
affected, nor does the ECM suite affect other scanning and tar-
geting devices, such as TAG. An ECM suite’s area of effect is a
1-hex radius from the unit carrying it, as described below.

ECM negates the effects of systems listed above whether or
not they are being used against the ECM-equipped element. An
ECM suite affects enemy units if an element in the target unit, in
a hex adjacent to the target unit, or in the same hex as or a hex
adjacent to the attacking/probing unit is equipped with ECM, or if
the LOS from the attacking/probing unit to the target passes
through the ECM-equipped unit’s hex or a hex adjacent to it.

An ECM suite interferes with a C3 network in the following
ways: if the C3 master that is coordinating a company network
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is in the area of effect of the ECM, the entire network stops
functioning. If a subordinate unit in the network is in the area of
effect of the ECM, the unit is isolated from the network, though
the rest of the network still functions. If the LOS from the C3
master coordinating the company to a subordinate unit passes
through the ECM-equipped unit's hex or a hex adjacent to it,
the subordinate unit is cut off from the network.

ECM has additional effects when using the Concealed Units
rules; for more information, see Special Case Rules, p. 46.

Engineering Vehicle (eng)

An engineering vehicle is equipped with bulidozer blades,
shovels and other equipment that allow it to clear a path through
rubble. A unit that contains at least one engineering vehicie does
not spend the standard MP to move through a Rubble hex, but
instead pays the MP cost of the underlying terrain.

Engineering vehicles can also be used to clear terrain (see
Clearing Woods, p. 46). Engineering vehicles also excel at
clearing minefields safely (see Minefields, p. 50).

Headquarters (hql

A headquarters element contains additional communica-
tions and control gear that increases command efficiency. Each
headquarters element on a side allows that side’s player to
move one additional command counter per turn (see
Commands, p. 27). Though the headquarters special ability
does not allow a player to draw an additional command
counter, it does allow him to both draw and move counters in
the same Command Phase.

Neither side may have more than one headguarters ele-
ment active per battalion. Any additional HQs present have no
effect on game play. Note that the headquarters special ability
is different from the headquarters counter that each side plays
during the Obijectives part of scenario setup. The headquarters
counter does not provide the hq special ability unless the sce-
nario rules specifically confer that ability.

Indirect Fire (if)

"~ The indirect fire ability allows an element to attack without
having LOS to the target by arcing its attack over intervening
obstacles in a way similar to a mortar or artillery attack. In order
for a unit to attack indirectly, another friendly unit must have
LOS to the target. One element of this friendly unit acts as the
spotter. The spotting element may not make an attack of its
own, though it must be in position and able to make an attack in
order to spot. For example, a shutdown element or a unit under
the effects of an Evasive Action command may not spot.

The appropriate terrain modifiers in the LOS between the
spotter and the target, plus any other modifiers for both the
spotting and firing units (such as skill modifiers and command
counters), plus an additional +1 penalty, all apply to an indirect-
fire attack. If the attack hits, it inflicts long-range damage from
the firing.unit, regardless of the actual range to the target.

MASH (mash)

MASH elements are equipped as Mobile Army Surgical
Hospitals (MASH). Players can use them in campaign play to
repair damaged infantry units between battles (see
Campaigns, p. 106). In standard play, they have no effect.

Move or Fire (mof)

This restriction currently applies primarily to artillery units.
An element with this restriction may not attack in a turn in which
it also moved.

OmniMech (omni)

An OmniMech is modular in design, which means that it
can swap weapons quickly and efficiently between battles and
take on a different role. For example, a fire-support OmniMech
can be converted to a close-assault 'Mech for the next mission
in a matter of minutes. This ability is most useful in campaign
play, as changing weapon pods takes too long to be performed
feasibly during a regular game (see Campaigns, p. 106).

OmniMechs are also constructed so that they can transport
battle-armor units. Each OmniMech has handholds on its “skin”
that atiow it to carry a single Point (or squad) of battle armor. In
BattleForce, this means that each OmniMech element can
carry a single battle-armor element. Treat this ability in the
same way as other types of infantry transport (see Transport).
OmniMechs may only carry battle armor in this way.

Spheroid DropShip (sph)

This type of DropShip has special characteristics, such as
the ability to hover and land vertically, that distinguish it from
other types of DropShip units. For more information, see
Aerospace Support, p. 39 in Special Case Rules.

Target Acquisition Gear (tag)

Target acquisition gear (TAG) consists of a special laser
that is used to designate targets for Arrow IV artillery attacks.
This equipment can be used only in conjunction with the
advanced artillery rules (see Artillery, p. 41).

Transport (tran#)

A transport element can carry infantry and other cargo. The
number is the number of tons of cargo the element can carry.
Normally, transport elements carry infantry and other elements
designated as “cargo” into battle.

A transport unit carrying infantry can load or unload them
at the beginning or end of the transport's movement. Infantry
must be in a hex adjacent to the transport in order to be loaded,
and also must be unloaded in an adjacent hex.

A transport unit may not load and unload infantry in the
same turn. The unit being transported may not move in the
same turn that it is loaded or untoaded, nor may it make attacks
or be attacked while being transported. However, the transport-
ed unit may make attacks normaily in the same turn that it is
loaded or unloaded. ‘

If alt of the transport elements in the transporting unit are
destroyed, the unit being carried is also destroyed. If enough
elements of a transport unit have been destroyed at the begin-
ning of its controlling player's Movement Phase to reduce the
transport’s total tonnage capacity below the amount required to
carry the entire transported unit, the transported unit is immedi-
ately unloaded in an adjacent hex. The transported unit takes
no damage from this process (see Battle Armor, p. 34, for an
exception to this rule).
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SPECIAL
CASE RULES

This section offers detailed optional
rules for resolving specific, strategically
important situations that players may want
to play out as part of their game. Players
can use these rules to simulate the effects
of artillery, minefields, fire, hidden units
and other tactical advantages. This sec-
tion also provides simplified rules for incor-
porating air assets into BattleForce scenarios, based on
BattleSpace rules. The Offboard Units rules appear at the
beginning of this section in order to explain certain concepts
necessary for understanding how to use aerospace and artillery
support in BattleForce.

All players should review the optional special-case rules
and agree on which ones to include in their game before begin-

ning play.
OFF-BOARD UNITS

In larger games, not every unit will be on the mapsheet.
Some units can be behind friendly lines as reinforcements,
while artillery and aerospace units are most often deployed far
from the battiefield. Using the following rules, units can begin
play off the mapsheet or move off the mapsheet during play.

THE SUPPORT MAP

The BattleForce 2 set includes a special 8 1/2” x 11" map
called the support map. This map is used to track the movement
and location of off-board units. The support map should be placed
to one side of the playing area, within easy reach of both players.
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Facing each player on the support map is two rows of
boxes numbered 1 to 8. Each of these boxes represents an
additional BattleForce mapsheet that players can use to indi-
cate the placement or location of offboard units such as
artillery assets and other reinforcements. All eight boxes
should be considered a single continuous row, with Box 1 rep-
resenting the mapsheet lying closest to the player's home map
edge and Box 8 representing the mapsheet lying farthest
away. Players place their off-board units in these boxes (on a
designated mapsheet) as directed by the scenario set-up rules
or by mutual player consent.
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The above diagram should help you visualize
what the boxes on the support map represent. The
mapsheets in black printing are the actual mapsheets
laid out to represent the playing area. The gray map-
sheets on either side are where support map boxes 1
and 2 would be if they were part of the playing area.

SUPPORT MOVEMENT

Units on the support map move during their controlhng
player's Movement Phase. They can move from box to adjacent
box as described below.

A unit does not use its normal MP while moving on the
support map. Instead, the MP used by each unit on the support
map is based on the unit's normal MP rating as shown on the
table below.

SUPPORT MP TABLE

Normal MP Support MP
1-4 1
5-8 2
9-11 3
12-15 4
16+ 5

Each box on the support map represents an entire map-
sheet. In the same way that it usually takes multiple turns for a
unit to cross a mapsheet, it also usually takes several turns to
move from box to box on the support map.

Each box is separated from the adjacent numbered boxes
by four rectangular spaces. These spaces are used to track
movement from one box to another. For the purpose of calcu-
lating distance moved, each box is also considered a space.

To travel from one box to the next adjacent box, a unit may
move a number of spaces up to its support MP rating in either
direction. To move a unit, simply move the unit's counter for-
ward a number of spaces equal to the unit's support MP. As
long as any part of a unit’s counter remains in a box, it is con-
sidered to be in that box for purposes of combat. Once the
counter reaches the next box, move the entire counter into that
box before continuing to move the counter in that direction.

It takes a total of 5 MP to move from one box to the next.
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Turn 1: in box 3

2
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A heavy BattleMech unit with 5 MP starts play in
Box 3 on its side of the support map. This means it is
three mapsheets away from the battlefield. Checking
the Support MP Table, the player notes that 5 MP
means that the unit has 2 MP on the support map. The
player wants the unit to immediately head for the fight
in the playing area, so he moves the unit 2 spaces to
the right in his first Movement Phase (see Fig. A).
Because part of the unit’s counter still overlaps Box 3,
the unit is considered to be in that box.

In the next turn, the unit moves another 2 spaces
to the right (see Fig. B). It is still considered to be in
Box 3. In the third turn, the unit moves yet another 2
spaces to the right. This time, its first MP moves it into
Box 2 and its second MP moves it into the first space
to the right of Box 2. The unit is now considered to be
in Box 2 (see Fig. C).

This process is repeated in the following turns. it
will take 5 more turns (moving 2 MP per turn) for the
unit to reach the battlefield. Hopefully, the player's side
can last that long without reinforcements.

Stacking
Stacking limits do not apply on the support map. Any num-
ber of units from both sides may occupy each box.

Leaving the Support Map

Units can leave the support map one of two ways, By mov-
ing to the left from Box 8, the unit immediately leaves play. It
may not re-enter, and for purposes of determining victory it is
considered withdrawn from battle. By moving to the right of Box
1, a unit moves toward its home map edge. The unit does not
actually reach the mapsheet until it leaves Box 1 completely
and enters Box 0. Once it reaches Box 0, it emerges on the
mapsheet and its movement is over for the turn, The unit is
placed on the player's home map edge, in any desired hex.

Entering the Support Map

A unit can enter its side of the support map by moving off
its home map edge. By moving off the opponent’s home map
edge, a unit can enter the opponent’s side of the support map.
In both cases, the unit is placed directly on Box 0 on the appro-
priate side of the support map, and its movement ends. In the
controlling player’'s next Movement Phase, the unit can begin
moving toward Box 1.

SUPPORT COMBAT

Combat can occur on the support map if enemy forces
occupy the same box (except for artillery; see Artillery, p. 41).
in each Combat Phase, players may launch attacks against
enemy units in the same way as on the mapsheet, except that
terrain considerations do not apply on the support map and
range is always considered medium when resolving attacks.

SETUP ‘
When using the Off-Board Units rules, each player may
place his artillery and aerospace units on his side of the support
map in any desired boxes. The specific scenario rules being used
may also call for a certain portion of each player’s forces to be
off-board as reinforcements (see Creating Scenarios, p. 52).

AEROSPACE SUPPORT

The following rules allow players to use aerospace units in
conjunction with ground forces, including strafing and bombing
attacks made by fighters and rules for using grounded
DropShips. These rules are a simplified version of the
BattleSpace rules. Players who own BattleSpace can use its
rules to resolve fighter-to-fighter dogfighting in space, as well as
JumpShip and WarShip combat.

Unlike slower air units such as VTOLs, which are treated
like ground vehictes that can fly over terrain, fast aircraft such
as aerospace fighters and DropShips need special treatment in
BattleForce. To clearly distinguish between these types of fly-
ing units, only the faster units are classified as aerospace units.
Aerospace units include DropShips, aerospace fighters and
conventional aircraft. Other flying craft follow the rules for
ground vehicles unless otherwise specified.

Aerospace units move in terms of mapsheets rather than
hexes, but are placed on the map while the game is played
along with other types of units. Most of the time, aerospace
units will be off-board on the support map (see Off-Board
Units, p. 37). However, they will be placed in mapsheet hexes
while attacking ground targets on the map or dogfighting in-
atmosphere with other fighters. They will move through given
hexes, make bombing and strafing runs, and may be targets of
counterattacks.

GAME SETUP

The number and type of fighters available to each side is
normally assigned by the scenario being played, in much the
same way as artillery support and minefields. Players may also
purchase aerospace units with points, just as they may pur-
chase other types of units. We recommend that both players
set aside a separate, equal amount of points for aerospace
forces, as opposed to drawing them from the same force lists
as ground troops. This strategy ensures that both players
forces will be more closely balanced against each other.
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BattleForce assumes that aerospace units begin play in
the air uniess otherwise specified. Aerospace units on the
ground must take off using the Launching rules (p. 40) before
they can move.

Carrying Bombs

Players must assign bombs to any fighters that will carry
such munitions before play begins. Each fighter element can
carry a number of bombs based on its weight class: Light fight-
ers can carry 1 bomb, medium fighters can carry up to 2
bombs, and heavy fighters can carry up to 4 bombs. Carrying 1
or more bombs slows a fighter down, reducing the element’s
MP to half of its full value (round down) until all of its bombs are
dropped. This MP reduction makes fighters carrying bombs
easier for the opposing player to hit.

For rules on using bombs, see Bombing, p. 41.

MOVEMENT

The movement of aerospace units is expressed in terms of
mapsheets rather than hexes. The unit's MP is the number of
mapsheets or boxes on the support map that it can move per
turn. A unit can move across mapsheets, support map boxes or
both in a single Movement Phase.

Aerospace units on the support map move directly from
one box to the next. They do not use the spaces between
boxes to move, nor do they convert their MP to support MP as
other units do when on the support map. Like other units, if an
aerospace unit moves off the left side of support map Box 8, it
leaves the playing area and may not return. Box 0 does not
count for aerospace units; they move from Box 1 to the first
mapsheet on the same side.

If an aerospace unit ends its move on a mapsheet, place
the fighter in any desired hex on the map where its movement
ended, with any desired facing. Choose the hex depending on
the kind of attack the player wants his aerospace unit to make,
if any (see Attacks, p. 40).

Normal stacking limits apply separately to aerospace units
while in flight. Each hex may contain one ground unit and one
aerospace unit from each side at the same time. All airborne
aerospace units are assumed to be flying at a low enough alti-
tude that they can attack ground units or be attacked by them.
in the interests of simplicity, BattleForce does not allow for air-
craft moving to various altitudes.
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An aerospace unit in Box A on the support map
would need to spend 3 MP to move to Hex B on
Mapsheet 2 to strafe the 'Mech unit in Hex D. The unit
would move from Box 2 to Box 1, then from Box 1 to
Mapsheet 1, and then from Mapsheet 1 to Mapsheet
2. The unit could end its 3 MP move in any hex on
Mapsheet 2, not just Hex B.

An aerospace unit in Box C would need to spend
6 MP to reach Hex B. The unit would need to spend 9
MP to move from Box A directly to Box C.

Stalling

All aerospace units, with the exception of spheroid
DropShips, must continuously move forward to keep from
stalling and crashing. They also have a limited turning radius,
which means they have to make a wide “U-turn” before they
can attack the same point a second time.

in game terms, this means such units cannot stay on the
same mapsheet or support map box two turns in a row. They
must move at least one mapsheet during the Movement Phase
as long as they are airborne. :

Spheroid DropShips can hover, and so they need not move
every turn. Record sheets for spheroid DropShips are marked
“sph” under special abilities.

Landing

An aerospace unit can land in any off-board box that does
not contain enemy units. The unit lands instead of moving dur-
ing the controlling player's Movement Phase, and cannot make
any attacks during that turn.

On the main mapsheet, spheroid DropShips can land in
any hex except Water and Heavy Woods hexes. As with land-
ing on the support map, the DropShip lands instead of moving
during the controlling player's Movement Phase, and it cannot
make any attacks during that turn. If a spheroid DropShip lands
in a Light Woods hex, the hex automatically becomes Rough
terrain, per the Clearing Woods rules (p. 46).

Other aerospace units landing on the main map must land
on a runway. Because the battlefield rarely offers ideal run-
ways, these craft can also land on Clear and Paved terrain. The
amount of runway space a unit needs is based on its weight
class. For example, lighter craft can stop sooner and so can
land on a shorter runway. The number of runway hexes needed
for each class of aerospace unit to land safely is given on the
Runway Table. These hexes must lie in an uninterrupted
straight row and must consist of Road, Paved and/or Clear ter-
rain, with no elevation changes. All runway hexes must also be
clear of units and buildings.

When an aerospace unit lands, it lands on a runway at the
end of its move. The unit ends its movement in the first hex of
the runway, then moves along the ground and ultimately ends
its landing in the last hex of the runway, facing in the direction
in which it had been traveling.

Once landed, a spheroid DropShip cannot move until it
launches. Other aerospace units can taxi along the ground at a
rate of 1 MP, but can only enter Clear, Road and Paved hexes.
DropShips are so large that no unit may enter or occupy the
same hex as a grounded DropShip. Other aerospace units fol-
low standard stacking rules when grounded (see p. 21).
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RUNWAY TABLE

Unit Class Minimum Runway Length
Spheroid DropShip 0
Light Fighter 4
Medium Fighter 6
Heavy Fighter 8

Aerodyne DropShip 10

Launching

Grounded aerospace units cannot simply spring into the air in
a single turn. In order to get its engines up to speed for a launch,
an aerospace unit must spend one Movement Phase revving
them up. In subsequent Movement Phases, the unit may either
launch as described below or continue to rev its engines.

On the support map, an aerospace unit launches in place
of its normal Movement, and cannot attack during the turn in
which it launches. After launching, a spheroid DropShip stays in
the box in which it started; other aerospace units move immedi-
ately after launching. In subsequent turns, the airborne unit
moves normally. '

On the main map, launching is simple for spheroid
DropShips. The ship stays in the same hex while launching,
cannot attack in that turn, and moves normally in subsequent
turns. Other aerospace units need a runway in order to launch,
with the same length and terrain restrictions as the runway
required to land (see Landing, above). The runway must
extend in the direction the unit is facing; the unit cannot make
facing changes or taxi in the same phase in which it launches.
The launching unit moves down the runway and becomes air-
borne when it reaches the runway's end. It may also move nor-
mally in that same turn.

ATTACKS

In BattleForce, aerospace units may make five types of
attacks: striking, strafing, bombing, air-to air and ground-to-
ground. Each type of attack is described below in detail, but all
share the following common rules.

Some fighters have Overheat Values, which work in exact-
ly the same way as for BattleMechs. If a fighter element shuts
down from overheating, it is immediately destroyed. DropShips
cannot overheat.

Spheroid DropShips cannot attack unless they are on the
ground, and may only make ground-to-ground and ground-to-
air attacks. Each spheroid DropShip has two sets of Damage

Values—one for weapons on the right side and one for
weapons on the left side—and can make two attacks each turn.
The firing arcs into which the right-side and left-side weapons
can fire are shown in the left column on this page.

Aerodyne DropShips have one set of Damage Values, but
can attack twice into the firing arc shown below using those
Damage Values. Aerodyne DropShips may not make bombing
attacks. All other aerospace units have a single set of Damage
Values, and can attack into the firing arc shown below whether
in the air or grounded.

Striking

The striking attack is an elementary and extremely accu-
rate air-to-ground attack in which each craft fires all its weapons
at a single target. A unit making a striking attack chooses one
target unit; then each element of the attacking unit makes a sin-
gle attack against a chosen target element, following the same
rules as ground units regarding range, to-hit numbers, damage
and so on. Aerospace units have a more limited firing arc than
BattleMechs, as shown in the diagram above. However, a
BattieMech’s line-of-sight limitations do not apply to aerospace
units. No kind of terrain will block LOS from an aircraft, though
the terrain in the target hex still modifies the to-hit number per
standard rules.

Strafing

The most common type of aerospace attack is the strafing
run, in which the craft fires its weapons repeatedly at the
ground to saturate a line of hexes. This kind of attack is most
useful against masses of infantry, as it infiicts littte damage but
can hit many units. The line of hexes hit by the strafing run can
be any length the attacking player desires, from a single hex to
a number of hexes equal to the attacking unit's medium-range
Damage Value. The player must announce the length of the
strafe at the beginning of the attack, which he does by moving
the strafing unit through the hexes to be attacked.

The strafing run starts in the hex occupied by the attacking
unit at the start of the Combat Phase, and continues in the
direction the unit is facing until it reaches the hex to which the
unit was just moved. The attack strikes every unit in the hexes
strafed, whether friend or foe. Every element of every unit in the
strafed hexes is attacked separately as if at medium range from
the attacker. The to-hit number for each attack is calculated
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normally, except that the attacker's skill modifier is not applied.
Each target hit by the strafe takes a single point of damage.

Bombing

The least common type of air-to-ground attack, bombing is
also the most deadly. A good pilot can deliver several tons of
ordnance into a relatively small area and cause extreme dam-
age.

Fighters may carry the following types of bombs, and may
carry several types at once.

High Explosive (HE): Each HE bomb inflicts 2 points of
damage on ali elements of all units in the target hex.

Cluster: Each cluster bomb inflicts 1 point of damage on
all elements of all units in the hex of impact and in the sur-
rounding 6 hexes.

inferno: One inferno bomb creates fires in the hex of
impact and in the surrounding 6 hexes (even in Clear or Water
hexes). Use the Fire rules on p. 48 to determine the effects of
the fire.

Mines: Similar to Thunder submunitions, a mine-type

bomb lays a minefield in the hex of impact. For more informa-
tion, see Mines, p. 49.

Fighter units can deliver bombs in the hex they are in or
can spread bombs along a strip of ground, much like a strafing
run. If a player intends his fighters to drop bombs along a fine of
hexes, he must move the attacking unit in the same way as for
a strafing attack. The unit must drop at least one bomb in every
hex along the attack line. Because a fighter cannot skip hexes
in the line, the maximum possible length of the bombing line is
equal to the total number of bombs carried by both fighters in
the bombing unit. The attacking player must declare the num-
ber and type of bombs to be delivered to each target hex before
making any to-hit rolls.

Make a to-hit roll with a Base To-Hit Number of 8 for each
hex into which bombs are dropped. Terrain modifiers do not
apply; the attacking unit's skill modifier, however, does. If the
to-hit roll is successful, all bombs dropped into the designated
target hex explode in that hex. If the roll fails, the bombs scatter
before exploding. To determine the direction of scatter, roll 1D6
for each bomb dropped and consuit the Bombing Scatter
Diagram below. Then make a second 1D6 roll and divide the
result by two, rounding up, to determine the distance in hexes
that the bombs rolled from the target hex. A result of 1-2 indi-

RIPPLE BOMBING SCATTER DIAGRAM

A

Direction
of Hight

cates a one-hex scatter, 3—4 indicates two hexes and 5-6 indi-
cates three hexes. The hex to which the bombs scatter
becomes the impact hex, and the exploding bomb does dam-
age to any units in that hex.

Air-to-Air

Air-to-air attacks are made in the same way as other types
of attacks. Use the firing arc shown on p. 40 and normal rules
for determining to-hit numbers. All aerospace units always have
LOS to all other aerospace units on the map, regardless of ter-
rain. Also, terrain modifiers do not affect to-hit numbers.

Ground-to-Ground

Grounded aerospace units can make attacks, though they
are limited by their lack of maneuverability. A grounded
DropShip can nonetheless be a significant force on the battle-
field, simply because its big guns can do considerable damage.

Grounded aerospace units use the same rules as ground
units for making attacks. However, because no unit can occupy
the same hex as a DropShip, the pointblank range for
DropShips extends 1 hex away from the hex the vessel occu-
pies. Medium and long ranges remain the same.

Attacks against grounded aerospace elements follow stan-
dard LOS rules and use a Base Target Number of 0, regardless
of the target element's MP. All other standard modifiers apply.

Ground-to-Air

Ground units and grounded aerospace units can attack
aerospace units in the air. Standard rules for resolving attacks
apply, except that grounded units cannot make pointblank
attacks against airborne targets. Even if the target is in the
same hex as the attacker, the attack is considered to be at
medium range. VTOL units are considered ground units for this
purpose.

ARTILLERY

Artillery elements (indicated on the record sheet by the
abbreviation “art”) can make artillery attacks. In basic
BattieForce play, these attacks work just like indirect fire
attacks. However, artillery can hit targets much farther away
than eight hexes.

The Off-Board Units rules (p. 37) must be used in conjunc-
tion with these artillery rules.

Artillery attacks are directed against hexes, as opposed to
against units and the elements in them. The target of an artillery
attack is either a single hex on the BattleForce map or a single
ground unit in a box on the support map. Artillery attacks can-
not be directed against units in the air.

SETUP

Artillery units are deployed in the same way as other units.
Before setup, each player may secretly choose a certain number
of hexes on the map as “designated targets.” Support map boxes
or specific units may not be designated targets. Each player may
choose a number of designated targets equal to the number of
artillery elements he possesses. The players designate their
artillery target hexes after each player has chosen his home map
edge but before any objectives are placed on the map.
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Any artillery attacks aimed at a designated target hex auto-
matically hit that hex, with no to-hit roll or scatter. This rule does
not apply to Arrow IV attacks guided by TAG because those
attacks are directed at individual elements rather than hexes.

RANGE

The first step in making an artillery attack is to determine
the range to the desired target. Range for artillery attacks is
always expressed in mapsheets rather than hexes.

If the target hex is O to 16 hexes from the artillery unit, the
range is zero mapsheets. If the target is 17 or more hexes
away, the range in mapsheets will be 1 or more. For purposes
of making attacks, the range is the number of mapsheets to the
target, including the mapsheet the target occupies but not the
mapsheet the attacker occupies. Units on the unnumbered
hexes between two mapsheets are considered to be on the
mapsheet furthest from the attacker. .

The Artillery Range Table shows the maximum range of
each artillery type. An artillery unit cannot make an attack
beyond its maximum range. The type of artillery carried by an
element will be indicated on the record sheet, either in its name
or as a special ability. If no type is given for an artillery element,
assume it is Arrow V.

ARTILLERY RANGE TABLE
Maximum
Artillery Type Range
Arrow IV 2
Long Tom 7
Sniper 4
Thumper 5

Attacker or Target on Support Map

If the attacker or target is on the support map, the attacking
player must add support map boxes when determining the
range to the target. In this case, the range is equal to the box
number the attacker or target occupies plus the appropriate
mapsheets in the play area.

Attacker and Target on Support Map

If the target is on the same side of the support map as the
attacker, count the range in boxes to the target (not including
the box occupied by the attacker) to determine range. If the tar-
get and attacker are on opposite sides of the support map, the
range is equal to the number of the box the attacker occupies
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plus the number of the box occupied by the target, plus 1 for
every mapsheet that the play area is wide, minus 1.

Looking at the play area mapsheets and support
map makes it simple to count artillery ranges. Just
count the total number of boxes and mapsheets from
the attacker to the target. The diagram above shows
some examples of artillery range. Each letter indicates
an artillery unit. The ranges from each unit to each
other unit are shown below. The range from Hex B to
Hex E is counted as 1 mapsheet, because the two
units are more than 16 hexes apart.

Target

Attacker A B C D E F
A 0 3 9 3 2 5
B 3 0 6 0 1 8
C 9 6 0 6 7 14
D 3 0 6 0 1 8
E 2 1 7 1 0 7
F 5 8 14 8 7 0

TARGETING

An artillery unit may fire if it has a t