1707

FTLETVECH
MASTER RULES




1707

FTLETVECH
MASTER RULES




FASA CORPORATION



TABLE OF CONTENTS

INTRODUCTION
BattleTech Master Rules
Level Two BattleTech
Reader Response
COMPONENTS
Units
BattleMechs
Vehicles
Infantry Units
Record Sheets
BattleMech Record Sheet
Vehicle Record Sheet
Infantry Record Sheet
Battle Armor Record Sheet
Infantry Record Sheet
Mapsheets
Clear
Light Woods
Heavy Woods
Rough
Water
Pavement
Counters
Light Buildings
Medium Buildings
Heavy Buildings
Hardened Buildings
Bridges
Rubble
Fire
Smoke
Dice
PLAYING THE GAME
Sequence of Play
Initiative Phase
Movement Phase
Weapon Attack Phase
Physical Attack Phase
Heat Phase
End Phase
Unequal Numbers of Units
Warriors
Skills
Skill Improvement
Damaging a MechWarrior
Consciousness Rolls
MOVEMENT
Movement Basics
Movement Direction
Facing
Facing Change
Movement Modes
Standing Still
Walking
Running
Jumping
Movement Actions
Facing Change
Dropping to the Ground
Standing Up
Stacking
Accidental Violation

R R R BB ERRRRRRRRRREREREEEEEE888vvvovw~noan

el

|

S888LEEEkEbES

Pavement Movement
Bridge Movement
Skidding

Piloting Skill Rolls
Making Piloting Skill Rolls
Falling

COMBAT

Attack Declaration
Torso Twist/Turret Rotation

Line of Sight
Elevation
Intervening Terrain
Partial Cover
Water Hexes

WEAPON ATTACKS
Ammunition Expenditure

Firing Arcs
Forward Arc
Left Side Arc
Right Side Arc
Rear Arc
Rotating the Firing Arcs

Firing Weapons
Base To-Hit Number
Modified To-Hit Number
To-Hit Modifiers
Prone BattleMechs
To-Hit Roll
Hit Location

Damage
Recording Damage
Damage Resolution
Transferring Damage

Critical Damage
BattleMech Critical Hits

BattleMech Critical Hit Effects

Destroying A Unit
BattleMechs
Vehicles
Infantry

PHYSICAL ATTACKS

Punch Attacks

Club Attacks
Finding A Club
Hatchets and Swords

Push Attacks

Kick Attacks

Charge Attacks
Damage
Location After Attack
Falls

Death from Above Attacks
Weapon Attack Phase
Base To-Hit Number
Damage to Target
Damage to Attacker
Location After Attack
Falls

Different Elevations

Prone BattieMechs

20
21
21
22
22
22
25
25
25
25
25
25
26
27
27
27
27
28
28
28
28
28
28
28
29
29
31
31
31
33
33
34
34
35

W w
wwoow

S8RAREEEES

(5]

35 R

Physical Attacks
by Prone BattleMechs
Physical Attacks

Against Prone BattleMechs

Unit Displacement
Accidental Falls from Above
Domino Effect

HEAT

Heat Points
Building Up Heat
Recording Heat Buildup

Effects of Heat
Movement Effects
Weapon Attack Effects
Shutdown Effects
Ammunition Effects
MechWarrior Effects

BUILDINGS

Building Types
Construction Factor
Building Elevation

Movement Effects
Entering Buildings

Combat Effects
Attacking Buildings

55856588 £

51

Attacking Units Inside Buildings51

Combat Within Buildings
Collapse
Basements
Gun Emplacements
Turrets
VEHICLES
Movement
VTOL Movement
Naval Movement
Combat
Naval Movement
VTOL Movement
INFANTRY
Movement
Infantry Carriers
Mechanized Battle Armor
Combat
Standard Infantry
Battle Armor
Clan Battle Armor Variants
Gnome Battle Armor
Salamander Battle Armor
Inner Sphere Battle Suits
Standard Inner Sphere
Battle Armor

Gray Death Light Scout Armor

Kage Light Battle Armor]

52

883P3F8LR5FRLLERBN

SVRR

63
63
64

Kanazuchi Assault Battle Armor64

Longinus Battle Armor

Achileus Light Battle Armor

Infiltrator Stealth Armor

Sloth Assault Armor
SPECIAL CASE RULES

Anti-BattleMech Infantry
Leg Attacks
Swarm Attacks

65
65
66
66
67
67
67
67

2

D g

e e T i

B ——

B e =

I

SESUE—_ - S

—



Artillery
Game Setup
Targeting
Damage
Smoke Rounds
Onboard Artillery Fire

Arrow IV Missile Artillery System

BattleMech Lifting Capabilities
Cargo Carriers
Clearing Woods
Dropping Troops
Failed Landing Damage
Failed Landing Location
Dumping Ammunition
Ejecting
Fire
Accidental Fires
Intentional Fires
Effects of Fire
Spreading Fires
Smoke
Flak
Artillery Flak
LB-X Cluster Flak
Four-Legged BattleMechs
Construction
Movement
Combat
Heat
Hidden Units
Pointblank Shots
from Hidden Units
Hostile Environments
Extreme Temperatures
Ice
High/Low Gravity
Swamp
Vacuum
Improved Positions
LRM Indirect Fire
Minefields
Conventional Minefields

77
78
78
78
78
79
79
80
80
80
80

Command-Detonated Minefields 80

Vibrabomb Minefields
Clearing Minefields
Night Combat
Searchlights
Reversing Arms
Scavenging and Repair
Technicians
Diagnosis

Obtaining Replacement Parts

Scavenging

Repairs and Replacements

Customizing and Retrofits
Underwater Operations

Movement

Line of Sight

Weapon Attacks

Physical Attacks

Hull Integrity

MINIATURES RULES

Preparing Miniatures
Preparing Terrain

81
81
81
81
81
82
82
82
83
84
85

R

89
20

91

Clear
Hills
Trees
Water
Roads/Bridges
Buildings
Rubble
Rough Ground
Swamp
Smoke

Rules Conversions
Scale
Movement
Stacking
Piloting Skill Rolls
Combat
Artillery

CREATING SCENARIOS

General Rules
Number of Players
Setup
Movement and Retreat
Ending the Game
Determining Victory
Types of Scenarios
Standup Fight
Hide and Seek
Hold the Line
Extraction
Breakthrough
The Chase
Selecting Mapsheets
Using the Mapsheet Tables
Unit Generation
Force Composition
Assigning 'Mechs
Experience Level and Skills
Finishing Touches

CONSTRUCTION

BattleMech Construction
Design the Chassis
Add Other Equipment

Vehicle Construction
Design the Chassis
Add Other Equipment

Outfitting an OmniMech
Using Add-on Pods

EQUIPMENT

Active Probe

Anti-Missile System
Anti-Personnel Pods

Artemis IV Fire-Control System
Artillery Weapons
Autocannon

c3 Computer

Cargo Space

Cellular Ammunition Storage
Equipment (CASE)

ECM Suite

Endo Steel Internal Structure
Ferro-Fibrous Armor

Flamers

Gauss Rifle

Hatchet

91
91
21
91
92
92
92
92
92
92
92
92
92
94
94
94

97
97
97
97
97
97
97
98
98
98
98
929
99
100
100
100
102
102
103
108
108
109
109

ABLE OF CONTENTS

Heat Sinks

Laser

Machine Gun

Missile Launchers

Missile Munitions

Narc Missile Beacon

Particle Projector Cannon (PPC)
Sword

Target Acquisition Gear (TAG)
Targeting Computer
Triple-Strength Myomer

XL Engines

COsTS

Clan Equipment
BattleMech Costs
Vehicle Costs
Infantry Costs

Calculating BattleMech BV
Step 1: Calculate
Defensive Battle Rating
Step 2: Calculate
Offensive Battle Rating
Step 3: Calculate Final BV
Calculating
Conventional Vehicle BV
Step 1: Calculate
Defensive Battle Rating
Step 2: Calculate
Offensive Battle Rating
Step 3: Calculate Final BV
Infantry
Weapon and
Equipment Battle Values

136
137
137

BATTLE VALUE SYSTEM 139

139

139

140

141
141
141
142
142

142

Skill/Experience Level Multipliers 144

RULES CHANGES

Playing the Game
Movement
Weapon Attacks
Physical Attacks
Heat

Buildings
Vehicles

Infantry

Special Case Rules
Construction
Equipment

146
146
146
146
146
147
147
147
147
147

148




CREDITS

BattleTech Original Design
Jordan K. Weisman
L. Ross Babcock Il
Sam Lewis

Project Development
Bryan Nystul

Development Assistance
Randall N. Bills

Project Editing
Robert Boyle
Sharon Turner Mulvihill

BattleTech Line Developer
Bryan Nystul

Editorial Staff

Editorial Director

Donna Ippolito
Managing Editor

Sharon Turner Mulvihill
Associate Editor

Diane Piron-Gelman
Assistant Editors

Robert Boyle

Tara Gallagher

Production Staff

Art Director
Jim Nelson

Cover lllustration
Les Dorshied

Cover Design
John Bridegroom

B&W lllustration
Earl Geier, Mike Jackson, Scott James, Jeff Laubenstein
John Paul Lona, Kevin Long, Dave Martin, Chris Moeller
Jim Nelson, Mike Nielsen, Allen Nunis, Matthew Plog
Loston Wallace, Matt Wilson

Layout
Jim Nelson and John Bridegroom

Color lllustration
Doug Andersen, Les Dorscheid, Clint Langley, Mark Zug

Miniature Painting:
Jorn Brom
Hartwig Nieder-Gassel

Terrain
Michael Immig (city block modules by Ground Zero
Games. Other buildings by Snapdragon. Terrain hex
bases by GHQ).

Photography
Michael Immig

Miniature section design
John Bridegroom
Color Section Design
Fred Hooper

Additional Design and Development

The following people have been involved in the creation and devel-
opment of BattleTech rules, either by writing material that was assimilat-
ed into the main body of the rules, serving as the BattleTech developer
in the past, or otherwise contributing to the game in a major way.

Samuel B. Baker

Forest G. Brown

Chuck Crain

Chris Hartford

Clare Hess

Scott Jenkins

J. Andrew Keith

James R. Kellar

Dale Kemper

L.R. “Butch” Leeper

Bryan LiBrandi

Jim Long

Jim Musser

Mike Nystul

Blaine Pardoe

Boy F. Petersen Jr.

Jerry Stenson

Wm. John Wheeler

PLAYTESTERS FOR
BATTLETECH MASTER RULES

L. Ross Babcock Ill, Randall N. Bills, Loren Coleman,
Dan “Flake” Grendell, Chris Hartford, Chris Hussey.
Austin Playtest Group: Frank Crull, Cody Hammock, Greg Hazel, Lewis
Helfer, Clint Hill and Robert Houser, Jeff Webb.
Group W: Andrew Bethke, James W. Moorman.
MechForce United Kingdom: Rodney Audley, Chris Bentley, Trevor Cock,
Jim Doherty, Dawn Jackson, Steve Jackson,
Phil Johansson, Paul “Poly” Meredith, Bob Nicholls, Stephen Pugh,
Julian Richards, Gareth Smith, Jos Williams.
The Singapore Longshoremen: John Kielman, Christoffer “Bones”
Trossen. Steel City MechWarriors: Rich Cencarik,
Rich Darr, Scott Jamison.

Playtesting of previous editions

Much as we appreciate and recognize the efforts of those who
have gone before us, the list is too extensive to reprint here. Thanks
again to all those who have worked to make this game what it is today.

Special Thanks To:

The members and staff of all the MechForce organizations world-
wide, for their unending support, and to all the people online who keep
us on our toes.

Mike Stackpole, because he didn't get any credit last
time (and boy, does he deserve it), for shaping the BattleTech universe
into its current, convoluted form.




INTRODUCTION

For almost a thousand years, humans have journeyed into
the far reaches of space, colonizing thousands of worlds and
forming star-spanning alliances. From these grew the five vast
star empires that make up the Inner Sphere.

But the Inner Sphere was divided. Its ruling dynasties
warred constantly over colony worlds with valuable resources.
These titanic struggles led to the development of BattleMechs:
gigantic, humanoid battle machines bristling with lethal
weapons. From the twenty-fifth century onward, these walking
tanks ruled the battlefields. BattleMechs and their skilled pilots
changed combat forever.

As the price of conflict grew, the Inner Sphere tired of war.
In 2571, the five ruling Houses joined together in the Star
League, a federation led by a First Lord and served by its own
army. For nearly two hundred years, the Star League brought the
Inner Sphere peace and prosperity.

In 2751, the sudden death of its First Lord left the Star
League in the care of a child. Young Richard Cameron ruled in
name, but the real power lay with the five Council Lords.
Ambitious and distrustful, they plotted against one another,
while an evil genius named Stefan Amaris wormed his way into
Richard's trusting heart. In 2766, Amaris assassinated Richard
and took control of the Star League in a bloody coup d'etat.

The Star League Defense Forces, commanded by the
brilliant General Aleksandr Kerensky, refused to accept Amaris’s
rule. For thirteen years, they fought him in a bitter civil war that
was the largest conflict ever fought by humanity, before or
since. Kerensky's forces won, but at a terrible price. In the
chaos that followed, the Council Lords were each determined to
step in as First Lord. Despite the efforts of Kerensky to hold it
together, the Star League dissolved in 2781.

Unable to halt the impending conflict, Kerensky appealed
to his soldiers to join him in leaving the Inner Sphere. Nearly 80
percent of the Star League army heeded Kerensky's call to
build a new Star League somewhere far beyond the explored
universe. In 2784, Kerensky and his followers abandoned their
homes and headed into uncharted space, presumably never to
return.

War followed war in the wake of Kerensky's dramatic
departure. For nearly three centuries, the Houses of the Inner
Sphere fought in vain for the right to rule the universe. These
Succession Wars brought new alliances and cost the Inner
Sphere precious, irreplaceable technology. Constantly maneu-
vering for position, the House Lords assumed that the greatest
enemy they would ever face was each other.

They were wrong.

While the Inner Sphere sank into barbarism, Kerensky's fol-
lowers built a new society in the harsh environs beyond known
space. They developed a rigid caste system, designed to pro-
duce the ultimate warriors. For nearly three hundred years, the
separate castes of Kerensky's Clans were unified by one burn-
ing ideal: that when the time was right, they would return home
and conquer the Inner Sphere. They would become the “saviors”

of humanity, rebuilding the Star League in their own image.

In 3048, the warlords of the Clans decided the time had come
to launch their invasion. With their powerful "Mechs and
MechWarriors, they drove straight toward Terra, the birthworld
of humanity.

Faced with a common enemy, the states of the Inner
Sphere united against the threat. But their trust is fragile, their
fledgling alliances fraught with risk. The Clans also vie with each
other for the honor of first reaching Terra. But these internal
clashes are nothing compared with the all-out war that rages
between the Clans and the Houses.

House against House, Clan against Clan, or House against
Clan, war is everywhere. As commander of a BattleMech force,
you must outshoot, outmaneuver, and outthink your enemy to
reign supreme on the battlefield. Your 'Mechs are ready to take
the field—are you ready to lead them?

BATTLETECH
MASTER RULES

The BattleTech Master Rules (BMR) is the single-source
rulebook for people who play BattleTech. It is not intended to
teach new players the game, but rather to serve as a reference
work for people who know the game. The introductory game in
the BattleTech line is the BattleTech, Fourth Edition boxed set.
New players should pick up that product before diving into this
one. In addition to presenting the game in a reference-work
format, the BMR introduces many special case rules to the
game that inexperienced players might find difficult to absorb
all at once.

The BattleTech Master Rules is not simply a rehash of the
old rules. The book has been carefully reworked from previous
editions to clarify confusing or contradictory information, and
certain key sections, such as damage resolution, have been
broken down into step-by-step procedures to make every rule as
clear and concise as possible. The BMR also includes additional
material to expand and enhance game play. In addition to the
rules of BattleTech, this book contains an easy-to-use scenario
creation system, the Battle Value system for rating units and
balancing forces, and rules for translating the hex-based game
of BattleTech into a tabletop miniatures game.

These rules supersede all previously published rules,
including the BattleTech Manual, the BattleTech Compendium,
the BattleTech Compendium: The Rules of Warfare (BTC:RoW),
and BattleTech, Fourth Edition. This book does contain a
number of rules changes from previous editions. Most of the
changes included in these rules are the direct result of player
letters and calls asking FASA to clarify and tidy up the rules of
BattleTech. In general, most changes made to the rules consist
of rephrasing to clear up any confusion or ambiguities. We at
FASA feel confident that these are the most complete, clear and
concise rules for BattleTech ever presented. For experienced
players who do not wish to reread all the rules in order to find
what has changed, there is an appendix starting on p. 146 that
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summarizes all of the significant changes to the rules since the
BattleTech Compendium: The Rules of Warfare.

To play BattleTech, players will need dice, maps, and coun-
ters or miniatures to represent the BattleMechs and/or vehicles
used by each side. For more information about the availability
and use of these items, see Components, p. 7 of this book.

LEVEL TWO BATTLETECH

All BattleTech rules now carry a Level One, Level Two, or
Level Three designation. Level One BattleTech rules represent
the basic level of play described in BattleTech, Fourth Edition,
and use the technology available in 3025, including all 'Mechs
and weapons described in Technical Readout 3025.

Level Two BattleTech expands on the Level One rules by
adding the advanced technology of the Clans and additional

rules for infantry, vehicles and so on. These rules are those
used in most BattleTech tournaments and MechForce-level
competition. Level Two BattleTech is defined by the rules
contained in this book and any rules designated as Level Two
in any future BattleTech publications.

Level Three BattleTech play may include any of the optional
rules presented in various BattleTech products such as
Maximum Tech, as well as in the various MechForce publica-
tions worldwide. These rules are always identified as Level
Three. Players may use Level Three rules as they see fit.
Generally, Level Three rules are not used in tournament play.
None of the rules in this book are Level Three.

READER RESPONSE
We hope this product will help you better enjoy your
BattleTech game. If you have questions or comments about
BattleTech or any other FASA product, please write to us at
1100 W. Cermak, Suite B305, Chicago, lllinois, 60608,
or send an e-mail to fasainfo@aol.com. While we do
respond to all mail,
we simply do not have
the time to indulge in
the luxury of
writing
detailed
answers
to general
questions. To
make it easier for us to
answer your questions
y quickly, provide us with
% JL / multiple-choice questions or
phrase your query so that we

/
z can answer either yes or no.
¢

Please include a self-addressed,
stamped envelope with your letter
{ for our reply.




COMPONENTS

The game of BattleTech simulates combat between
BattleMechs, vehicles, or infantry units on a variety of terrain.
This chapter describes the various combat units that compete
on the BattleTech battlefield and the various record sheets and
maps needed to play the game.

UNITS

In these rules, the term unit refers to any combat unit—
BattleMech, vehicle, unarmored infantry platoon, or battle
armor Point or squad. Each unit moves and attacks individually
on the map.

During game play, units are best represented by miniatures.
A complete line of BattleTech miniatures is available from Ral
Partha (see the color pages later in this book for photos of
some of these miniatures). If miniatures are unavailable, players
may use counters such as those found in BattleTech, Fourth
Edition or any other item to represent each unit, as long as it is
clear which way each unit is facing at all times.

BATTLEMECHS

BattleMechs—the most powerful ground-based war
machines ever built—dominate the battlefields of the thirty-first
century. These huge, humanoid vehicles stand ten to twelve
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meters tall and weigh as much as 100 tons. They are faster,
more maneuverable, better armored and more heavily armed
than any other combat unit. Equipped with particle projector can-
nons, lasers, rapid-fire autocannons and missiles, these behe-
moths 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, repre-
senting variations of and improvements on the original "Mech
technology, and the modular machines that gave the Clans their
initial edge, known as OmniMechs. 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
make them well-suited to efficiently avoid
heavy fighting while maneuvering to assess enemy troop forma-
tions. Despite their many assets, however, light 'Mechs rarely
manage to stand against heavier units, even with the advantage
of numerical superiority.




{

AL A_E_B__

Medium 'Mechs

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

Heavy 'Mechs
Heavy 'Mechs weigh from 60 to 75 tons.

Usually piloted by commanders and experi-

enced MechWarriors, they play a major role on

the battlefields of the Inner Sphere. Heavy

'Mechs can dish out and take immense
amounts of damage, and so only another heavy or an assault
'Mech usually can successfully take on a typical heavy
BattleMech.

Assault '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. The pilot
of a well-designed assault 'Mech fears no opponent in the field,
and the 'Mech’s physical attacks can cripple nearly any target.

VEHICLES

Most armies choose to use their BattleMech resources
sparingly when they can, and so maintain forces of conventional
vehicles to serve in low-intensity conflicts and as auxiliaries to
BattleMech units. Like BattleMechs, vehicles can also be
constructed as modular “OmniVehicles.” Vehicles are classified
by weight in the same manner as BattleMechs, and also by their
type of locomotion.

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

Medium Vehicles: Medium vehicles weigh from 40 to 55
tons. Used as skirmishers, medium vehicles are fielded 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 fails to exercise caution.

Ground Vehicles

The Inner Sphere armies of the thirty-first
century deploy three types of ground vehicles:
tracked, wheeled, and hovercraft.

Tracked: Because they move using contin-

uous caterpillar treads, these vehicles are nor-
mally referred to as tanks, though the original meaning of this
term has been lost in antiquity. Commonly armed with turret-
mounted heavy weapons, some of the heaviest vehicles of this
class can inflict a great deal of damage, even to a BattleMech.

Wheeled: Wheeled vehicles move faster than tracked
vehicles while still mounting effective weapons. These vehicles
suffer serious terrain restrictions, however, so commanders
usually assign wheeled vehicles to relatively open terrain and
cities to serve as convoy escorts or fire-support vehicles for
dismounted infantry.

Hovercraft: Hovercraft are designed for speed and rely on
that feature for protection rather than their weak armor and light
armament. Hovercraft also cost more and require a more
advanced technological base than tracked or wheeled vehicles.
Their ability to rapidly close with the enemy and just as rapidly
break contact, however, makes these units highly valued for
reconnaissance and screening missions.

Vertical Takeoff and Landing (VTOL)
Fast, deadly, and highly vulnerable to
damage, VTOLs and their pilots suffer the
highest mortality rate of any type of combat
vehicle. The term VTOL refers to a variety of

vertical takeoff 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 aircraft (the 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.

Naval Vessels

High-tonnage military naval vessels long
ago gave way to the superiority of convention-
al and aerospace fighters. However, small
vessels for performing counterinsurgency work

and defending underwater command posts
still serve a unique and useful purpose.

Surface Naval Vessels: As the name implies, this class of
vessel operates only on the surface of bodies of water. Surface
vessels come in two types: those with a displacement hull, and
hydrofoils. Vessels built with a displacement hull represent
the cheapest, best protected, and best armed of all the naval
vessels, but their conventional rounded hull prevents these
vessels from attaining the speed necessary to close quickly with
an elusive enemy. Hydrofoils offer speed and punching power
that displacement-hulled vessels lack. Featuring wings that lift
the vessel's hull out of the water, these naval assets usually
patrol coastlines and guerrilla-infested river deltas.




Submarines: Technological advances allowed manufactur-
ers to create ever-smaller submarines over the past several cen-
turies, and these underwater vessels still reign supreme in the
oceans of most worlds. In their home environment, these expen-
sive and specialized vessels can reasonably expect to defeat an
equivalent-weight BattleMech. Their commanders usually assign
them to protect underwater installations and command centers.

INFANTRY UNITS

The Inner Sphere and the Clans use two infantry unit
configurations. Unarmored infantry are usually organized into
28- or 21-man platoons. Battle-armored infantry form 5-man
Points (Clan) or 4-man squads (Inner Sphere). When these rules
refer to infantry, both unarmored infantry platoons and armored
infantry Points use those rules. In specific rules for one or the
other type of infantry unit, the terms unarmored infantry and
infantry platoon refer to non-battlesuited infantry; the terms
battle armor, armored infantry, and infantry Point describe units
wearing battle armor.

Foot

Twenty-eight-man foot infantry platoons
have no organic transportation, carry light
arms, and cannot hope to successfully
assault or defend against even the lightest
BattleMech. Foot infantry generally provide
population control, man city garrisons and mount counterinsur-
gency operations. Though the start-up cost for such units seems
relatively high, they cost very little to maintain. In an additional
advantage, most planets can call up and arm thousands of foot
infantry on short notice.

Motorized

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

Jump

The 21 men in a jump platoon are all
equipped with jump packs. In open, flat ter-
rain, 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 these
troops to close quickly with enemy units, but a close assault of
this type can devastate both the defender and the attacker.

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 survive direct hits from BattleMech-class weapons, a
single Point of battle armor can often disable or destroy a "Mech.

RECORD SHEETS

Players use the following record sheets to track various
types of information while playing BattleTech. Each type of unit
(BattleMech, vehicle, infantry, battle armor) uses a unique
record sheet. A description of each record sheet appears below,
and a blank copy of each appears at the end of this book.
Permission is given to reproduce these record sheets for
personal use.

BATTLEMECH
RECORD
SHEET

Players use the
BattleMech Record
Sheet to track damage
done to a BattleMech
during combat. The
same record sheet
represents both regular
'Mechs and
OmniMechs. A unique
record sheet is provided
for four-legged 'Mechs.
The following informa-
tion describes each sec-
tion of the record sheet.

Armor Diagram

The set of diagrams at the top of the record sheet is
referred to as the Armor Diagram, and shows the arrangement
of armor plating on the BattleMech. Each circle (referred to as a
box) represents a point of armor. Boxes in excess of a specific
BattleMech's armor plating are filled in prior to play. As weapon
hits destroy a '"Mech’s armor, the player checks off the boxes by
filling in the affected circles. The Armor Diagram shows the front
and rear armor of the BattleMech's torso, the Internal Structure
Diagram, and the Damage Transfer Diagram.

The Internal Structure Diagram shows the locations of the
BattleMech's internal structures and is used to track damage to
those locations. The Damage Transfer Diagram shows where
damage will be taken or transferred when a part of the
BattleMech already destroyed takes additional damage.

'Mech Data

Located in the upper right corner, this section of the record
sheet lists the BattleMech’s most important statistics, including
the BattleMech type, tonnage, movement, weapons inventory,
and heat sink boxes.




Warrior Data
This section lists the name, skills, and condition of the
MechWarrior piloting the BattleMech.

Critical Hit Table

The Critical Hit Table shows the physical location of the
BattleMech’s critical equipment, weapons, and ammunition.
Each part of the 'Mech's body, such as the Left Arm, Right Leg,
or Center Torso, is referred to as a location. Each line in a
location (there are six in the head and legs, twelve in other
locations) is referred to as a critical slot, or simply slot.
Each slot usually represents a particular weapon or other
piece of equipment susceptible to destruction. Some equipment
occupies so much space in the 'Mech that it requires multiple
slots on the table.

Heat Scale

The Heat Scale helps the player track the internal heat
buildup in each BattleMech. As heat builds up, the player
checks off these boxes from low to high. At certain levels of
heat buildup, information in the right column of the scale
describes the effect of the heat on the BattleMech's operation.
The blank space marked Heat Overflow is used to record heat
generated in excess of 30 points.

VEHICLE RECORD SHEET

The Vehicle Record Sheet allows players to track damage
done to individual vehicles during combat. Each type of vehicle
(ground, VTOL and naval) uses a different record sheet, but they
all share the features described below.

Armor Diagram

The Armor Diagram on the right-hand side of the record
sheet shows the arrangement of the vehicle’'s armor plating
and internal structure. As weapons hits destroy the armor, the
player fills in the circles (checks off the boxes). When all the
boxes in one section are filled in, damage transfers to the adja-
cent internal structure. The shaded areas of the Armor Diagram
show the locations of the vehicle’s internal structure.

Vehicle Data
The Vehicle
Data section lists
the vehicle's other
important statis-
tics, including its

tonnage, move-
ment, weapons
inventory and
other compo-
nents. The player also records the crew’s Driving and Gunnery
Skills here. Beneath the spaces for Driving Skill and Gunnery
Skill, VTOL and submarine record sheets include a Turn Column
and an Elevation Column, which the player uses to track the
VTOL's elevation or the submarine’s depth at the end of the
vehicle's movement. The current elevation of a VTOL cannot be

lower than the level of the terrain over which the VTOL is mov-
ing, nor can the current depth of a submarine be greater than
the water's depth or less than 0.

BATTLE ARMOR
RECORD SHEET

Each Battle Armor Record
Sheet can record the information
for ten Points or squads of battle
armor. The record sheet is
designed to accommodate any type
of battle armor for the Inner Sphere
or Clans. Simply fill in each Point or
squad’s appropriate weapons and
cross off any excess armor boxes
or troopers.

Each of the Point’s five

rows represents a single trooper.
As a trooper takes damage, the player checks off the boxes in
that trooper’s row. When all the boxes are checked off, that
trooper is out of the battle.

INFANTRY
RECORD SHEET
Infantry Record Sheets
come five to a page and are used
for all unarmored infantry platoons.
Each record sheet has four rows.
Use the top row to record the num-
ber of men in the unit. As the unit
takes damage, check off these
boxes to reflect
the platoon’s casualties. The
remaining three rows show the

damage that a specific unit can

do, depending on the number
of men in the platoon and the type of weapons the platoon is
using. For example, a full-strength rifle platoon inflicts 7 points of
damage each time it hits, while an 11-man laser platoon does 6.
The record sheet also provides an Infantry Range Modifier
Table for each of a platoon’s possible weapon types.

MAPSHEETS

The 22-by-17 inch mapsheets used in BattleTech are
divided into six-sided areas called hexes (short for hexagon).
The players use these hexes to regulate movement and combat
by moving units from hex to hex during a turn. Each hex on the
mapsheet represents an area of ground 30 meters across
(roughly 100 feet).

The forests, rivers, hills, buildings and rough areas on a
BattleTech 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, and the
accompanying text gives an overview of the terrain's effects.




Specific rules regarding the
effect of terrain on movement
and combat appear in the
Movement and Combat sections.

Elevation

The elevation of a hex is
the height to which it rises above
the prevailing terrain. All terrain
has an elevation; the elevation of
a hex is independent of the type
of terrain it contains, such as
woods or water. Hexes with ele-
vations higher than O are also referred to as hills. If it is not
marked on the map, assume a hex's elevation level is O.

Elevation is expressed in terms of elevation levels, or sim-
ply levels. Level 1 is 6 meters high (waist-high to a BattleMech):
a BattleMech standing behind a Level 1 hill may be partially
hidden, and a vehicle behind a Level 1 hill is completely hidden.
Elevation Level 2 terrain is 12 meters high (the same height as
a BattleMech): a BattleMech standing behind Level 2 terrain is
completely hidden. Level 3 terrain is 18 meters high, and so on.

If any part of a hex contains an elevation level, the level of
the entire hex is considered to be equal to the highest elevation
present in the hex.

Sublevels: Hexes with elevation levels lower than O are
referred to as sinkholes. These hexes are marked in Sublevels
that correspond to elevation levels in reverse; a Sublevel 1 hex
is 6 meters deep, while a Sublevel 2 hex is 12 meters deep and
SO on.

If any part of a hex contains a sublevel, the entire hex is
considered to be the deepest sublevel marked in the hex. The
exception to this rule is if there is also an elevation greater than
0 marked in the same hex, in which case the level of the hill
takes precedence in the hex as described above.

CLEAR

Clear terrain represents 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.

If a hex is not clearly marked as containing another terrain
type, assume it is clear.

LIGHT WOODS

Light woods terrain is covered with
sparse trees of up to 12 meters in height.
BattleMechs cannot cross this terrain as
easily as clear terrain. Unless the wood is
relatively large, units may have line of sight
through light woods. When light woods affect line of sight, they
do so for 2 elevation levels above the elevation of their hex.
(See Intervening Terrain in Combat, p. 25).

HEAVY WOODS

Heavily wooded terrain is covered thickly
with 12-meter-tall trees, making movement
through these areas very difficult. Light woods
often border heavy woods. It is very difficult to
see through heavy woods. As with light woods,
heavy woods affect line of sight for 2 levels above the elevation
of their hex. (See Intervening Terrain in Combat, p. 25).

ROUGH

Rough terrain represents broken, rocky and
jumbled ground. Though firm, the unevenness
of this type of terrain makes it more difficult to
cross than clear terrain. Commonly encountered
near cliffs and bluffs, rough ground may also be
formed as a result of the destruction of woods.

WATER

Water terrain hexes are covered by
streams, rivers, swamps, ponds or lakes.
A Water hex is defined by depth levels (see
Elevation, p. 11). Depth O water is very
shallow, only ankle-deep on a BattleMech, and
represents terrain such as streams, swamps or shallow ponds.
Depth 1 water is 6 meters deep, or 1 level below ground level
(about waist-high on a BattleMech). Depth 2 water is 12 meters
deep, deep enough to just cover a BattleMech. Depth 3 water is
18 meters deep, and so on.

Water hexes effectively have two elevations, the surface of
the water and the bed (or floor) of the body of water. The level of
the surface is equal to the level of the hex. The level of the bed
is equal to the level of the hex minus the depth of the water.
For example, for a Depth 2 river in a Level 3 hex, the surface is
at Level 3 while the riverbed is at Level 1.

Even when a shallow stream fills only part of a hex, that
entire hex is considered a Water hex, as described in Sublevels,
p. 11.

PAVEMENT

A Paved hex offers a fairly smooth and
very hard surface. Paved hexes typically
include roads, sidewalks, and landing fields
made of asphalt, cement, or even cobble-
stone. This terrain increases the speed of
ground vehicles, but running BattleMechs and vehicles moving
at flank speed may skid on Paved hexes (see Pavement
Movement, p. 20).

ROADS

Roads are narrow strips of pavement that
pass through other terrain. All the rules that
apply to pavement apply to roads, with the
exception that units must move from one hex
of a road to another hex of the same road to
be considered “on” the road. A unit not on the road in a hex is
considered to be moving on the underlying terrain type.




Bridges: When a road passes over water,
that road is considered a bridge. Units mov-
ing along a road may use a bridge and so
ignore the normal terrain restrictions and
movement penalties they otherwise would
suffer while moving in a Water hex. The
Construction Factor of a bridge represents the amount of weight
the bridge can bear. If a bridge is not strong enough to support
the weight of the crossing unit, it will collapse. (See Collapse, p.
52 in Buildings.)

COUNTERS

Certain features of terrain, such as buildings, rubble, fire
and smoke, can be represented on the map by counters made
of cardboard or paper. Such counters are available in other
FASA products, or you can make your own out of cardboard or
paper. Rather than printing these kinds of features directly on
the maps, using counters to represent them allows the players
to alter their locations before the game begins, based either on
the requirements of the scenario being played or on mutual
player agreement.

The following text is an overview of counters used in the
game and their effects. Specific rules regarding their effects on
movement and combat can be found in the appropriate sections
later in this book.

LIGHT BUILDINGS

Light buildings generally represent
small wooden or sheet-metal structures
through which most BattleMechs can
walk with little or no trouble.

MEDIUM BUILDINGS

Constructed from stone, heavy wood,
and metal, Medium buildings represent
light industrial structures that offer
more substance than Light buildings.
Their heavier construction materials
mean they can take more damage than Light buildings before
being reduced to rubble.

HEAVY BUILDINGS

Usually part of industrial complexes,
Heavy buildings are constructed of
reinforced concrete, built to bear very
heavy loads. All but the heaviest
BattleMechs can land on Heavy
buildings without collapsing the structure.

HARDENED BUILDINGS
The builders intentionally strengthen
Hardened buildings to withstand com-
bat. Of all types of buildings, hardened
structures can bear the most weight
and sustain the most damage before

being reduced to rubble.

BRIDGES

Bridges can be added to a map in
the form of counters, which function
just like other types of bridges (see
Roads, p. 11).

RUBBLE

Weapons fire, fire damage and physi-
cal damage inflicted by BattleMechs
can reduce a building to rubble. A
Rubble hex is difficult to move through.

FIRE

If fire is present on the map, each
hex in flames must be marked with
a Fire counter. These counters are
only used if the rules for Fire, p. 74,
are in effect.

SMOKE

Fire and special artillery rounds can
generate smoke, and these counters
represent hexes obscured by smoke.

DICE

BattleTech requires players to use two six-sided dice,
preferably of two different colors. If the situation requires the
player to roll one die, the rules indicate this in shorthand as
1D6. Unless otherwise noted, the abbreviation 2D6 means the
player rolls both dice and adds the results together.
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PLAYING THE GAME

This section provides the sequence of play for BattleTech
and presents the basic rules for playing MechWarriors in
BattleTech.

To begin a game, the players lay out the BattleTech
mapsheets on a table or on the floor in a way agreed to by all
players, or, if using a FASA scenario pack, according to the
Game Setup of the scenario to be played. This step may include
placing a number of buildings of varying height and type on the
mapsheets, or other types of counters. See Creating Scenarios
(p. 97) for guidelines for creating your own scenarios.

Next, the players fill out record sheets for each of their
units involved in the battle. The BattleMech and vehicle
descriptions required to fill out unit record sheets can be found
in any of the BattleTech Technical Readouts, or completed
record sheets can be copied from any of the BattleTech Record
Sheets books. If all players agree, units may be created using
the Construction rules, p. 109. If the players decide to use
OmniMechs or OmniVehicles, they may customize their weapons
and equipment load. (See Outfitting an OmniMech, p. 120).

SEQUENCE OF PLAY

A BattleTech game consists of a series of turns. Each turn
represents 10 seconds of game time. During each turn, all units
on the map have an opportunity to move and fire their weapons.
Each turn consists of several smaller segments of time, called
phases. During each phase, players will take one specific type
of action, such as movement or combat.

The players execute the phases of every turn in a specific
order. Specific actions, movement, effects of damage, and so
on are fully explained in separate sections later in this book.
Each turn includes the following phases, performed in the
following order:

Initiative Phase
Movement Phase
Weapon Attack Phase
Physical Attack Phase
Heat Phase

End Phase

INITIATIVE PHASE

1. One player from each side rolls 2D6 and adds the
results together to determine his team’s Initiative. The team
with the higher result has the Initiative throughout the turn.
Reroll a tied result.

MOVEMENT PHASE

2. The team that lost the Initiative chooses one unit and
moves it first. If this team has more units than the team that
won the Initiative, it may need to move more than one unit, as
described in Unequal Numbers of Units, p. 14.

3. The team that won the Initiative moves one unit. If this
team has more units than the team that lost the Initiative, it

may need to move more than one unit, as described in Unequal
Numbers of Units, p. 14.

Movement alternates between sides until all units have
been moved. Each time a player is required to move a unit, he
may designate a movement for any unit that has not been
destroyed, even if the move is to simply stand (or lie) immobile.

WEAPON ATTACK PHASE

4. The team that lost the Initiative chooses a unit to
declare fire first. If this team has more units than the team that
won the Initiative, it may need to declare attacks for more than
one unit as described in Unequal Numbers of Units, p. 14.

The player controlling that unit declares whether that unit will
twist its torso or turn its turret, and in which direction. He must
declare any attacks he plans to make using his unit's weapons,
specifying which weapons he will fire and at what target(s).

If a weapon uses special ammo loads, such as LB-X cluster
munitions, or can make special types of attacks or produce

any other unusual effects, those effects must also be declared
at this time.

5. The team that won the Initiative chooses a unit to
declare fire next. If this team has more units than the team that
lost the Initiative, it may be required to declare attacks for more
than one unit as described in Unequal Numbers of Units, p. 14.
The player controlling that unit declares any torso twist and
attacks he plans to make using that unit's weapons as
described above.

The act of declaring attacks alternates between players
until all fire has been declared. Each time a player is required to
declare attacks for a unit, he may declare an attack for any unit
that has not been destroyed, even if the declaration is to not
make any attacks.

6. Weapons fire is resolved one unit at a time. All weapons
attacks by one unit should be resolved before those of the next
unit in order for the players to more easily track which weapons
have fired.

Note that all declared attacks must be made, even if the
intended target is destroyed before all attacks against it have
been resolved; all declared weapons fire must be resolved for
the purpose of tracking ammunition and heat. In addition, all
declared attacks must be made because the Weapon Attack
Phase represents only a few seconds of time, during which the
general confusion of battle makes it impossible to change tar-
gets or realize that the target is destroyed in time to choose not
to fire.

7. Damage from weapons attacks takes effect. Players
record damage as attacks are resolved, but this damage does
not affect the unit's ability to attack in this phase. This means a
unit may make its declared attacks even if the unit or its
weapons are destroyed. At the end of the phase, all damage
takes effect immediately and players must make any Piloting
Skill Rolls required according to the effects of weapons attacks.
Note that damage taken by a unit during the Weapon Attack
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Phase takes effect before the start of the same turn’s Physical
Attack Phase.

PHYSICAL ATTACK PHASE

8-11. Repeat Steps 4 through 7 for physical attacks,
with all damage from these attacks taking effect before the
Heat Phase. Note that torso twists are not made during Steps
8 or 9. Torso twists are made during Weapon Attack declaration,
but the torso remains twisted in the same direction throughout
the remainder of the turn, affecting physical attack firing arcs
as well.

HEAT PHASE

12. Players adjust their BattleMechs' Heat Scale to reflect
any heat built up or lost during the turn. Resolve any temporary
or permanent damage caused by excessive internal heat at this
time. Note that vehicles and infantry do not keep track of heat.
See Heat, p. 46 for specific rules regarding this phase.

END PHASE

13. Players whose MechWarriors lost consciousness in
a previous turn now roll 2D6 to see if the pilot regained con-
sciousness during this turn.

14. Players execute any miscellaneous actions remaining in
the turn, such as determining if any fires now on the mapsheet
spread to other hexes and switching heat sinks on or off. The
specific rules for such actions will state whether or not they take
place during the End Phase. Torsos and turrets that have been
twisted or turned return to a forward-facing position at this time.

15. Repeat Steps 1 through 14 until one team meets its
victory conditions. Under normal circumstances, the team with
the last surviving unit left on the map wins the scenario. If the
last units from each team are destroyed simultaneously, the
game is a draw. The players may set other victory conditions by
mutual agreement before play begins or by using the Victory
Conditions given for each scenario in the FASA scenario pack
being played. See Creating Scenarios on page 97 for guidelines
on setting up unigue scenarios.

UNEQUAL NUMBERS OF UNITS

The Movement Phase, Weapon Attack Phase and Physical
Attack Phase require each player to alternate moving or
declaring attacks with their units. In a turn consisting of an
equal number of units on each side, each player simply takes a
turn moving or declaring a single unit's action, then the other
player declares movement or an action for one unit, and so on.
If the number of units on each side are not equal, however, this
procedure must be altered.

If, prior to any pair of movement or attack declarations, one
team has twice as many units left to declare for as the other
team, the team with twice as many units declares for two units
rather than one. If one team has three times as many units, it
declares for three each time, and so on.

For example, at the beginning of the Movement
Phase, Side A has 8 units and Side B has 5 units. Side

A wins the Initiative. Before the first pair of
movements, Side A does not have double or more the
number of units Side B has remaining to move, so Side
B moves one unit, then Side A moves one unit. Now,
Side A has 7 units left to move while Side B has 4
units left to move. Since Side A still does not have
twice as many units left to move, each side again
moves one unit. Before the third pair of movements,
Side A has 6 units left to move, twice as many as Side
B has left to move. This means Side A must now move !
two units for every one unit Side B moves. |
Here is a breakdown of how many units each
player would move in this example turn.

Move Side B Units Side A Units Side B Side A
No. Left to Move Left to Move Moves Moves
1 5 8 1 1
2 4 i 1 1
3 3 6 1 2
4 2 4 1 2 !
5 i 2 1 2
WARRIORS

The human soldiers who pilot BattleMechs are called
MechWarriors. Their skills play an important role in keeping a
BattleMech moving and fighting effectively in combat. A
BattleMech will be knocked out of action if its MechWarrior is
killed or seriously injured, even if the BattleMech suffers only !
minimal damage. The crews of vehicles and infantry troopers
also have skills that affect their abilities in combat.

SKILLS

Though warriors actually have many different skills, for the
purposes of the BattleTech game they use only two skills in
combat, Piloting and Gunnery. Skills are rated according to a
skill level, and the lower the skill level, the better the skill.

A MechWarrior's Piloting Skill represents his skill at control-
ling his machine’s movements, including keeping his
BattleMech from falling down, as discussed in Piloting Skill Rolls
(see Movement, p. 22). A MechWarrior's Gunnery Skill helps
determine how easy or difficult it is for the pilot to make a suc-
cessful shot using the BattleMech's weapons, as discussed in
Firing Weapons (see Combat, p. 28).

Vehicles: Vehicle crews have Driving Skill rather than
Piloting Skill, but it is used in the same way as Piloting Skill.

Infantry: Infantry units have Gunnery Skill but no Piloting
Skill. !

Default Skill Levels

Inner Sphere MechWarriors of average skill have a Piloting
Skill level of 5 and a Gunnery Skill level of 4. Clan MechWarriors
of average skill have a Piloting Skill level of 4 and a Gunnery
Skill level of 3. Though these skill levels can be different (see
Skill Improvement, p. 15), unless otherwise stated by the sce-
nario being played, assume all warriors have the average skills
as shown on the Average Skills Table. Rather than defaulting to
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these skill levels, players may use the Experience Level and
Skills rules on p. 108.

Making Piloting Skill Rolls

When a BattleMech or vehicle attempts a potentially
dangerous maneuver, or when the pilot might lose control of the
unit for some other reason, the pilot must make a Piloting Skill
Roll (see Piloting Skill Rolls, p. 22 in Movement).

Gunnery Skill Rating

A unit's base to-hit number is equal to its Gunnery Skill
level. When modified for range, terrain and other factors, this
number becomes the modified to-hit number (see Firing

Weapons, p. 28).

SKILL IMPROVEMENT

Players may want to use the warriors they create in future
scenarios or in BattleTech campaign games—assuming, of
course, that the warrior survives the current battle. This is an
optional rule that should only be used if all players agree and
will all be keeping track of skill advancement for their forces.

In this case, players should keep track of Experience Points
for each warrior (MechWarrior, vehicle crew, or infantry unit) who
survives a scenario. Each warrior who survives earns 1
Experience Point. In addition, each player must award a bonus
Experience Point to one of the warriors on the enemy team who
survived the scenario (if there were any survivors), based on his
opinion of which warrior was the bravest, scored the most
damage, or any other desired criteria.

After each scenario, any warrior may spend accumulated
Experience Points on skill improvement. Improving Piloting Skill
costs 4 points, while improving Gunnery Skill costs 8 points.
Each improvement reduces the improved skill's rating by 1.

MechWarrior, the roleplaying game for the BattleTech uni-
verse, offers a more comprehensive character creation system
and skill advancement that can be used in place of these rules.

Maximum Skill Levels: No skill level can be improved
beyond a rating of O.

DAMAGING A MECHWARRIOR
Three types of damage to a BattleMech can also damage
the MechWarrior inside: head hits, falling, and internal ammuni-
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tion explosions. In addition, excessive heat buildup can result in
damage to the MechWarrior if the BattleMech's life support
system takes damage.

Note that vehicle crews and infantry troopers do not take
damage in the same way as MechWarriors. See the appropriate
rules for these types of units in Vehicles, p. 54 and Infantry,

p. 59.

A MechWarrior can take 5 points of damage before dying

from his injuries.

Head Hits

The MechWarrior takes 1 point of damage whenever the
BattleMech’s head is hit, even if the hit does not penetrate the
'Mech's armor.

Falling

If the BattleMech falls, the MechWarrior must make a
Piloting Skill Roll. If he fails the roll, the pilot takes 1 point
of damage.

Ammunition Explosions

An internal ammunition explosion causes 2 points of
damage to the MechWarrior as a result of the electric shock he
receives through his neurohelmet.

Excess Heat

When the life support systems have taken a critical hit, the
MechWarrior suffers 1 point of damage every turn that the
BattleMech'’s internal heat is 15 or higher on the Heat Scale at
the end of the Heat Phase. Every turn that the heat is 26 or
higher causes 2 points of damage to the MechWarrior.
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CONSCIOUSNESS ROLLS

A MechWarrior can survive with up to 5 points of damage,
but he may be knocked unconscious long before taking that
much damage. Every time the MechWarrior takes a point of
damage, the player must roll 2D6 at the end of that phase,
before making any Piloting Skill rolls, and consult the
MechWarrior Consciousness Table. This roll is made for every
point of damage taken, so in the case of an ammunition explo-
sion, the pilot will make two consecutive consciousness rolls.

If the die roll result is equal to or greater than the con-
sciousness number, the MechWarrior remains conscious. If the
result is less than the consciousness number, the MechWarrior
is knocked unconscious. The BattleMech becomes an immobile
target, unable to move, fire, or take any other action. No equip-
ment (except heat sinks) on the "Mech functions as long as the
pilot is unconscious.

Immobile Target: A "Mech with an unconscious pilot is an
immobile target, and therefore may be targeted by aimed shots
as described on page 31.

Piloting Rolls: Any Piloting Skill Rolls that the player must
make for the BattleMech while the pilot is unconscious
automatically fail.

Recovering Consciousness: During the End Phase of each

turn after the turn in which the MechWarrior lost consciousness,

the player rolls 2D6.
If the result is equal
to or greater than
the consciousness
number for the
MechWarrior's
current level of
damage, the
MechWarrior regains
consciousness. The
player need not roll
again to determine
consciousness until
the MechWarrior
takes new damage.
A MechWarrior who has taken 6 hits is dead and cannot regain
consciousness.

In Turn 3, a Grasshopper takes a hit to the head
from an attack with a medium laser. Though the laser
does not penetrate the head's protective armor, the
Grasshopper's pilot takes 1 point of damage. He took
2 points of damage in previous attacks, and so now
has a total of 3 points of damage. The player consults
the MechWarrior Consciousness Table and rolls a 6, 1
point less than his pilot needed to remain conscious.
The Grasshopper will not be able to move or fire during
Turn 4. In the End Phase of Turn 4, the player rolls
2D6 again. If he rolls a 7 or higher, the MechWarrior
regains consciousness, and his BattleMech will be
able to move and fire normally during Turn 5.
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MOVEMENT

BattleTech units change their position and location on
the mapsheet by performing any one of several movements or
movement actions. During the Movement Phase of each turn,
each player must choose one mode of movement (walking,
running, or jumping for BattleMechs; cruising or flank speed
for vehicles) that his unit will use during that turn.

When it is his turn to move a unit, the player must
announce what movement mode he is using. Within the limits
of the rules, the player always chooses how a unit moves.

MOVEMENT BASICS

A unit spends 1 Movement Point (MP) to move 1 hex.

If the unit is entering a hex containing anything other than
Clear terrain, this cost usually increases, as shown in the
Movement Cost Table, p. 18. (See also Mapsheets, p. 10,
for more information on terrain.)

Water: Water hexes have a depth that functions in the
same way as elevation (see p. 11), but in reverse. Units
entering Water hexes must pay the MP cost for entering water
plus the cost for the elevation change (if any).

Difficult Terrain: For some terrain, a player must make a
successful Piloting Skill Roll in order for a BattleMech to remain
standing once it enters that terrain. These types of terrain are
marked as such in the Movement Cost Table.

Prohibited Terrain: Certain kinds of units may not enter
certain types of terrain. These movement restrictions appear
on the Movement Cost Table.

Elevation Change

While moving forward, a BattleMech may change elevation
or depth by only 1 or 2 levels per hex. Ground vehicles and
infantry may only change 1 elevation level per hex. (This rule
does not apply to a jumping unit. See Jumping, p. 19). Elevation
changes greater than these are considered prohibited terrain.

Vehicles: VTOL vehicles and submarines must spend 1 MP
to change their elevation by 1 level. Ground vehicles must
spend 2 MP to change their elevation by 1 level.

Infantry: Infantry must spend 2 MP to change their
elevation by 1 level.

Minimum Movement

A unit must possess sufficient MP to pay the cost of
entering each new hex. However, a unit can always move into
the hex directly in front of it at the beginning of the Movement
Phase, regardless of the terrain cost, provided it is the only
expenditure of MP the unit makes in that turn. This kind of move
can only be made if the unit has at least 1 MP to spend (i.e., is
mobile) and the unit is not prohibited from entering that terrain.
A unit that enters a hex under these conditions is considered to
have used running movement.

A prone BattleMech with only 1 MP available can make a
single attempt to stand using the Minimum Movement rule.

Prone BattleMech Movement

A BattleMech that is prone at the beginning of its move-
ment may declare walking or running movement but may not
jump. The 'Mech can use its MP to attempt to stand (see
Standing Up, p. 20). Though a prone BattleMech cannot crawl
into another hex, it may change its facing in the hex it occupies
at the standard cost of 1 MP per hexside.

MOVEMENT
DIRECTION

A BattleMech or
vehicle can move forward
into the hex it is facing
or backward into the hex
directly to its rear. It cannot
move into any other hex
unless it first changes its
facing (see Facing, p. 17).
The diagram below shows
the two hexes that a
BattleMech or vehicle may enter
without changing its facing.

Infantry: Because infantry units have no facing, they may
enter any of the six hexes surrounding the hex they occupy,
subject to terrain restrictions.

Backward Movement

During the course of its movement, a BattleMech or vehicle
can move forward and backward and change direction in any
manner the player chooses, as long as the unit possesses the
required number of Movement Points. However, a BattleMech
may not run backward, nor may a vehicle move backward at
flank speed.

Elevation Change: Units moving backward may not change
elevation levels.

FACING

Every hex on the map has six edges, called hexsides. In
BattleTech, every BattleMech and vehicle must be oriented to
face one of those six hexsides. A BattleMech is considered to
be facing the way its feet are pointing. A vehicle is considered to
be facing in the direction of its front side. A unit’s facing affects
both movement (see below) and combat (see Combat, p. 25),
and can only be changed during the Movement Phase.

Infantry: Infantry units have no facing.

Violations: Units not clearly facing a hexside can be
realigned to one of the two closest hexsides by the opposing
player.

FACING CHANGE

Changing a unit’s facing costs 1 MP per hexside changed.
For example, a 180-degree turn would cost a BattleMech or
vehicle 3 MP.
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In the diagram
above, the
BattleMech in
Hex A has 4
MP (walking)
or 6 MP
(running).

The player
declares that
the BattleMech
will walk this turn.
It will cost all 4 of the
BattleMech's available MP to walk straight
ahead into Hex B (1 MP) and then forward
again into the Heavy Woods in Hex C (3
MP). It would cost all 4 MP for the
BattleMech to move into Hex B (1 MP),
then change its facing (1 MP) and move
into the Light Woods in Hex D (2 MP). The
BattleMech's walking MP of 4 is not
enough to get it to Hex E because it would
have to move forward into Hex B (1 MP),
then change its facing one hexside (1 MP),
then enter the Depth 1 Water hex (2 MP),
which would require an additional 1 MP for
the elevation level change (total 5 MP).
Finally, if the player wanted to move his
BattleMech from Hex A directly to Hex F,
he would first have to change facing (1
MP), and then, after climbing 2 elevation
levels (2 MP), enter the open terrain (1
MP).

MOVEMENT MODES

At the beginning of each unit’'s movement, a

A player wants to move the BattleMech in the dia-
gram from Hex A to Hex B. However, the BattleMech is
currently facing Hex C, and so cannot legally move to

Hex B. If the BattleMech changes its facing, as shown
in Figure 2, the BattleMech can now legally move into
Hex B. This facing change costs 1 MP.

If the player wanted to move the BattleMech into
Hex D (without moving backward), the BattleMech
would have to make a two-hexside facing change, at a
cost of 2 MP.

player must select one of the following movement
modes for his BattleMech or vehicle. A unit may not combine
movement modes during a turn.

Vehicles: Vehicles use cruising speed rather than walking
speed, and flank speed rather than running speed. The terms
walking and running are used in the rules for simplicity, but in
all ways these rules also equally apply to cruising and flank
speed movement, respectively.

Infantry: Infantry units have no movement modes.

STANDING STILL

If the player declares that the unit will stand still, the unit
stays in the hex in which it started the turn. It may expend no
MP during the turn. It does not move at all, not even to change
facing. Standing still generates no heat, gives no penalty to
weapons fire, and allows attackers to fire on the unit without
target movement penalties.

WALKING
If the player declares that the unit will walk (cruise), the
unit may expend a number of MP up to its walking MP rating. A
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walking unit suffers a small penalty to its to-hit number when
firing weapons. As a moving target, a walking unit may also be
harder to hit. These combat effects appear on the appropriate
To-Hit Modifier Tables in the Combat section, p. 25, and are
explained in that section.

Heat: Walking creates 1 point of heat for BattleMechs.

RUNNING

A unit can move further in a turn when running (or moving at
flank speed) than it can walking. The player may spend up to the
Running MP rating of the unit each turn. A unit that is running
suffers penalties to its to-hit number when firing weapons, but
its speed may make the unit a more difficult target to hit. These
effects are explained in the Combat section, p. 25. In addition,
a unit using running movement on a paved surface may skid
(see Skidding, p. 21).

Backward Movement: No unit can move backward while
running.

Water: No unit can enter Water hexes of Depth 1 or deeper
while running, though a running unit may leave a Water hex.

Heat: Running creates more heat for a BattleMech (2 Heat
Points per turn) than does walking.

MP Reduction: Certain damage to a unit may reduce its
Walking/Cruising MP rating. When such damage occurs, the
unit's running/flank speed must be recalculated. A unit's
Running/Flank MP rating is always equal to its Walking/Cruising
MP times 1.5, rounding up.

Critical Damage: Before they begin their movement,
BattleMechs that run with damaged hip actuators or a damaged
gyro must make a Piloting Skill Roll to avoid falling. (See Piloting
Skill Rolls, p. 22).

JUMPING

Not all units can jump. Only some BattleMechs and some
battlearmored troops are jump-capable, along with jump infantry.
A jump-capable unit will be listed as having Jumping MP or it will
be described as jump-capable in the rules specific to that unit.
Jumping allows the most flexibility in movement, but generates
a great deal of heat. Jumping also makes it harder to fire
weapons accurately, but a jumping BattleMech makes a more
difficult target than a running or walking BattleMech. These
effects are explained in the Combat section, p. 25.

BattleMechs must be standing at the start of the turn in
order to jump. When a unit jumps, it can move 1 hex for every
available Jump MP. It may jump in any direction, regardless of
its original facing. The player chooses a target hex for the unit to
jump into, then the unit travels to that hex along the shortest
possible route. A unit can jump over and into any hex, regard-
less of terrain type. If this path crosses an elevation higher than
the sum of the unit’'s Jump MP plus the elevation of the hex the
jump started in, then the unit cannot make the jump. If there is
more than one possible path between the unit and its goal hex,
the player may declare which path his unit takes.

Water: Jump jets cannot be fired while submerged in water,
and so a 'Mech standing in Depth 2 or deeper water cannot
jump. If a 'Mech is standing in Depth 1 water, it may not fire

jump jets located in its legs, but it may use any jets located in
the torso, each one providing 1 Jumping MP. For example, a
'"Mech with a Jumping MP of 5 that has one jump jet in each leg
and each torso location may only use 3 MP when jumping out of
Depth 1 water.

Critical Damage: BattleMechs that jump with destroyed
hip or leg actuators or a damaged gyro must make a Piloting
Skill Roll to avoid falling when they land. (See Piloting Skill Rolls,
p. 22).

Heat: Jumping generates a great deal of heat, 1 Heat Point
for every hex jumped with a minimum cost of 3 Heat Points.
Even if a BattleMech only jumps 1 hex, it builds up 3 Heat
Points for that jump.

The BattleMech in Hex A of the diagram above has
a Jumping MP of 6. The BattleMech jumps to Hex B, 4
hexes away. Because the BattleMech is using jump
movement, it spends only 1 MP for every hex that it
moves, ignoring all terrain costs for the hexes it passes
over and for the hex in which it lands. As it lands, the
player can face the BattleMech in any direction he
chooses, at no extra cost. To reach Hex B with the
facing shown by walking or running, the BattleMech
would have had to spend at least 13 MP.

The BattleMech could have jumped into Hex B by
at least three paths, as indicated on the diagram. Path 1
cannot be chosen because a hill in the intervening
terrain has an Elevation Level of 7, and the 'Mech has
a Jump MP rating of 6, but the player still could have
chosen Path 2 or 3. If the elevation level of Hex A was
1 or higher, then the 'Mech could have traveled to its
destination along Path 1, because the unit’s Jump MP
(6) plus the elevation of the starting hex (1) would equal
or exceed the level of the intervening hilly terrain.

MOVEMENT ACTIONS

Units may take several movement actions aside from sim-
ply moving forward and backward across terrain, as described
below.

FACING CHANGE
Every hexside by which a unit changes its facing costs 1
MP. See Facing, p. 17.
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DROPPING TO THE GROUND

A player may choose to have his BattleMech drop to the
ground during combat. Usually, he will do this at the end of
movement to hide or make attacks against the BattleMech
more difficult.

This action creates no additional heat, causes no falling
damage, and costs 1 MP. The BattleMech drops with the same
facing it had while standing and is automatically face down, as
in an unintentional fall (see Falling, p. 22). The 'Mech is there-
after considered prone, and to regain its feet it must attempt to
stand as described in Standing Up.

STANDING UP

The player may choose to have a BattleMech attempt to
regain its feet after falling or dropping to the ground. Each
attempt to stand costs 2 MP. A BattleMech may stand during
the same turn that it fell, as long as it still has sufficient MP to
make the attempt and was not jumping that turn. BattleMechs
may only attempt to stand during the Movement Phase. A
BattleMech may attempt to stand even if missing one leg or one
or both arms.

If a BattleMech begins the Movement Phase prone, it must
declare whether it will walk or run before it attempts to stand.

For a fallen BattleMech to stand up, the player must make
a successful Piloting Skill Roll (see p. 22). If the attempt is not
successful, the BattleMech falls again, taking falling damage.
The unit may make repeated attempts to stand as long as it has
Movement Points available.

Once the BattleMech successfully stands, it may face in
any direction (at no cost), regardless of its facing while on the
ground, and may either walk or run using any remaining
Movement Points.

Heat: Each attempt to stand creates 1 point of heat.

Minimum Movement: A prone BattleMech with only 1 MP
available at the beginning of its turn may make one attempt to
stand using the Minimum Movement exception noted in
Movement Basics, p. 17.

STACKING

There is a limit to the number and type of units that may
occupy a single hex. This limit is known as the stacking limit,
and is defined as follows: At the end of each unit's movement,
up to two units from each side may occupy a single hex. These
units can consist of any combination of vehicles and infantry,
but only one of the units in the hex can be a BattleMech. In
other words, a maximum of 4 units may occupy a hex at the end
of the Movement Phase (2 units from each force) by ending their
movement in that hex, but only one of the 4 units may be a
BattleMech.

During the Movement Phase, a unit may move through
hexes occupied by other friendly units, but a unit may not move
through a hex occupied by an enemy unit. Though it can enter a
hex occupied by an enemy unit, it may not then leave that hex in
the same phase of that turn. Regardless of these conditions, no
unit may end its movement in a hex if that movement would
violate the stacking limit.

It is important to note that while only one BattleMech
can occupy a hex, it does not actually take up the entire hex.

A 30-meter-wide hex offers plenty of room for a 12-meter-tall

'Mech to move around and avoid fire, and still allow up to three
non-"Mech units to share the hex. Simply put, a BattleMech tac-
tically controls the hex it occupies, but does not physically fill it.

Infantry: Infantry mounted on a vehicle and battlearmored
troops riding on a BattleMech do not count against this stacking
limit.

Buildings: These stacking rules do not apply to units in the
same building on different levels. Within a building, apply these
stacking limits to each level of the building.

VTOLs: These stacking limits do not apply to VTOL units
occupying different elevation levels in the air. (See VTOL
Movement, p. 54 in Vehicles.) Apply these stacking limits to
each level of altitude within a hex.

Submarines: These stacking limits do not apply to subma-
rine units occupying different depth levels in the water. Apply
these stacking limits to each level of depth within a Water hex.

ACCIDENTAL VIOLATION

If a unit inadvertently violates the stacking rules, the result
is a fall as described in the Domino Effect rule, p. 45. The most
common situation in which this will occur is when a unit moves
into a hex with a friendly unit that has terrain that requires a
Piloting Skill Roll, and the player fails the roll. If the unit that fell
cannot manage to stand up and move out of the hex, a Domino
Effect fall will result.

PAVEMENT MOVEMENT

Pavement movement is handled in the same way as move-
ment through Clear terrain, with a few important exceptions. Units
may skid when moving on pavement, and roads may allow pas-
sage through prohibited or difficult terrain. Ground vehicles mov-
ing on pavement may be entitled to extra movement.

Roads: A road is simply a narrow strip of pavement that
passes through terrain of some other type. All units traveling on
roads pay only 1 MP per hex regardless of the hex's underlying
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terrain. A unit is considered to be traveling on a road if it moves
from one hex to the next on that road. Units may move through
prohibited terrain while traveling on a road, but they must begin
and end their movement through such terrain on the road and
remain on that road while traveling through the terrain. A unit
traveling on a road must pay any elevation costs required for
moving across the underlying terrain.

Ground Vehicles: Ground vehicles may receive a movement
bonus of 1 additional MP for moving on pavement. To gain the
extra MP, the unit must begin its turn on a Paved hex and
continue to travel on pavement for the entire Movement Phase.

BRIDGE MOVEMENT

Roads that cross a Water hex are considered bridges.
Bridges are classified as Light, Medium, Heavy or Hardened
in the same manner as buildings, and have the same range of
Construction Factors (CF) as Light, Medium, Heavy and
Hardened buildings (see Buildings, p. 49).

Bridges can be attacked like buildings. When a bridge’s
CF is reduced to 0O, it has collapsed.

If the type of a bridge is not marked or defined by the sce-
nario being played, assume it is a Medium Bridge with CF 40.

Maximum Capacity: In the same way as buildings, each
hex of a bridge will only support units with a total tonnage equal
to or less than the bridge’'s current CF. If the total tonnage of
units in a Bridge hex exceeds the current CF of the bridge, the
bridge collapses, and units on the bridge must take normal
falling damage from the collapse of the bridge.

SKIDDING

When a BattleMech or a ground
vehicle is running (moving at flank speed)
on a Paved surface (including a road or
bridge), the unit may slip and lose con-
trol. There is a chance a unit will skid if it
is running, makes one or more facing
changes in a paved hex, and then intends
to continue moving in that phase. Before
the unit actually continues moving, the
player must make a Piloting Skill Roll to
see if the unit skids.

The player must make a Piloting Skill
Roll (p. 22) modified by a factor based on the total number of
hexes moved in the turn so far, using the Skid Modifier Table.
If the die roll result equals or exceeds the unit’s modified
Piloting Skill, the running turn succeeds without mishap. If the
result is less than the modified Piloting Skill target number, the
BattleMech falls, suffering normal falling damage, and goes
into a skid.

A unit skids for a number of hexes equal to the number of
hexes it has moved in the turn so far divided by 2 (round up),

continuing in the direction it was traveling before making the fac-

ing change that caused it to skid.

For every hex that a BattleMech skids, it suffers damage
equal to one-half its normal falling damage, rounded up (see
Falling, p. 22). Use the Front column of the BattleMech Hit

Location Table, p. 33 in Combat, to determine the location of
this damage.

After a skid, the skidding unit's movement ends, even if it
had MP remaining.

Combat: Add +2 to the to-hit number for all weapons fire
and physical attacks made against a skidding unit during the
turn in which it skids.

Vehicles: Vehicles that fail the Piloting Skill Roll do not fall
down, but they lose control and go into a skid as described
above. No damage occurs unless the vehicle hits something.

Collisions

If an obstacle (a unit, or terrain or building that is higher
than the terrain the skidding unit currently occupies) lies in the
path of the skid, the skidding unit crashes into it.

In the case of hill terrain, there is no resulting damage and
the skidding unit simply stops.

Units and buildings will take damage from a collision as if
the skidding unit had executed a successful charge attack (see
Charge Attacks, p. 41). The crash is resolved immediately, and,
unlike normal charge attacks, can affect a unit that has not yet
moved. Use the distance the unit moved before the skid to cal-
culate damage. After the charge is resolved, the skid continues
if the target unit or building was destroyed by the charge.
Otherwise, adjust both units’ positions on the map as for a suc-
cessful charge, and the skid ends.

Avoiding a Collision: A unit that has not yet moved during
the current Movement Phase can attempt to get out of the way
of an oncoming skidding unit. In order to
get out of the way, the unit must make a
successful Piloting Skill Roll immediately
before the skidding unit enters its hex.
Success indicates the unit may make its
entire movement immediately, before the
skidding unit stops. Failure does not
cause the unit to fall, but it remains in the
hex where it was. Units moved in this way
have expended their movement and may
not move again later in the Movement
Phase.

Infantry: Because they have no
Piloting Skill, infantry units that have not
yet moved can automatically move out of the way of a skidding
unit. If a unit skids into an infantry unit, the infantry unit
receives damage equal to the skidding unit’s tonnage divided by
5, and the unit continues its skid even if the infantry unit sur-
vives.

The BattleMech in Hex A wants to end its turn in Hex G. To
spend the required 8 MP, this BattleMech must run. It runs to Hex
C and makes a facing change toward Hex D. No Piloting Skill Roll
is required. However, when the BattleMech declares a move into
Hex D, still running, the player must make a Piloting Skill Roll
before entering the hex because the BattleMech will be running
after making a facing change. So far, the BattleMech has moved 2
hexes, and so the modifier for the Piloting Skill Roll is —1. The play-




er needs to roll a 4 or higher to avoid skidding. The piayer
rolls a 10, and the BattleMech continues to run toward
Hex G.

The BattleMech makes another facing
change in Hex E toward Hex F. In order to
move safely from Hex E to Hex F, the player
must make another Piloting Skill Roll, this time
modified by O because the BattleMech has moved 4
hexes. The modified Piloting Skill Target Number is 5
(5 + 0). The player rolls a 4, which means the pilot
failed to maintain control of the BattleMech, and his
BattleMech skids down the E-K hex row. Because no
obstructions block its path, the BattleMech will skid for
2 hexes (4 + 2 = 2). The BattleMech suffers 5 points
of falling damage (50 tons divided by 10 is 5) and 3
points of damage per hex of the skid (half the falling
damage of 5, rounded up) for a total of 11 (5 + 6).

PILOTING SKILL ROLLS

Players must make Piloting Skill Rolls for their
MechWarriors under a variety of treacherous circumstances,
usually to avoid falling. All of the events that require a Piloting
Skill Roll are listed on the Piloting Skill Roll Table on p. 23.

Vehicles: Vehicle crews make Piloting Skill Rolls only to avoid
skids and to avoid taking damage when entering buildings.

Infantry: Infantry units have no Piloting Skill and are never
required to make Piloting Skill Rolls.

MAKING PILOTING SKILL ROLLS

The Piloting Skill Roll Table lists the events that require a
player to make a Piloting Skill Roll for his BattleMech’s
MechWarrior. Each time one of these events occurs, the player
adds the following modifiers to his MechWarrior's Piloting Skill:
all indicated modifiers for the event, plus additional modifiers
from any other events taking place in the same phase, including
those listed under Preexisting Damage on the Piloting Skill Roll
Table. The resulting number is the Modified Piloting Skill.

To make the Piloting Skill Roll, the player rolls 2D6. If the
result is equal to or greater than the Modified Piloting Skill, the
BattleMech avoids falling. If the result is less than the Modified
Piloting Skill, the BattleMech falls.

Movement Phase: Piloting Skill Rolls required because of
movement (entering water, trying to stand up, entering rubble,
avoiding falling damage, and so on) must be made immediate-
ly following the action. Multiple rolls may be required during
the BattleMech’s movement for a turn. For example, if a
BattleMech is moving through 3 hexes of Depth 1 water, the
player must make a Piloting Skill Roll when the BattleMech enters
each of the three Water hexes.
If the BattleMech falls during the Movement Phase and
has at least 2 MP remaining, it may attempt to regain
its feet that turn.
Weapon Attack Phase: All Piloting
Skill Rolls required because of
weapons attacks must be made at
the end of the Weapon Attack Phase
of the turn. Note that a BattleMech
only makes one Piloting Skill Roll for
taking 20+ Damage Points in a single
phase, regardless of how many points
of damage over 20 it takes. All
weapons attacks are resolved before
the players make any required Piloting
Skill Rolls. BattleMechs that fall during the
Weapon Attack Phase begin the turn’s Physical
Attack Phase in a prone position.

Physical Attack Phase: All Piloting Skill Rolls required
because of physical attacks are made at the end of the Physical
Attack Phase. Resolve all physical attacks before making any
Piloting Skill Rolls.

During the Weapon Attack Phase, a BattleMech
whose MechWarrior has a Piloting Skill of 5 takes 40
points of damage and loses 2 leg actuators. The player
makes one Piloting Skill Roll for taking 20 or more
points of damage, and two more for losing 2 leg actua-
tors. The modified Piloting Skill Target Number for each
of the three rolls is 8 [5 (Piloting Skill) + 1 (20+ points
of damage) + 1 (damaged leg actuator) +1 (damaged
leg actuator)].

During the Physical Attack Phase, the same
BattleMech is kicked in the leg by two other
BattleMechs, in the process losing another actuator and
taking 23 more points of damage. The player must make
four more Piloting Skill Rolls: two for being kicked twice,
one for losing a leg actuator, and one for the 23 points
of damage. The modified Piloting Skill Target Number for
each of the four rolls is 9 [5 (Piloting Skill) + 2 (existing
actuator damage) + 1 (another damaged leg actuator) +
1 (20+ points of damage)].

FALLING

When a BattleMech falls, the machine will always suffer
damage and its pilot may suffer damage. The amount of dam-
age taken by the BattleMech depends on its weight and the dis-
tance it falls. Whether or not the MechWarrior suffers an injury
depends on a Piloting Skill Roll.
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~ BattleMech made death from above attack
- BattleMech entering Depth 1 Water hex
- BattleMech entering Depth 2 Water hex
BattleMech entering Depth 3+ Water hex
BattleMech attempting to stand
BattleMech entering Rubble hex

: ;ZMeMech makes a successful charging attack

Running unit moves after facing change while on pavement

Flanking VTOL moves after facing change

BattleMech jumping with damaged gyro or leg/foot/hip actuators

~ BattleMech jumping with destroyed leg

BattleMech running with damaged hip or gyro

Special Case

MechWarrior trying to avoid damage when his BattleMech is falling

Preexisting Damage
Per leg/foot actuator previously destroyed
Per hip actuator previously destroyed
Gyro previously hit
Leg previously destroyed

Skidding Movement
Hexes Moved in Turn
0-2
3-4
5-7
8-10
11+

Building Movement3
Unit entering/leaving Light Building hex
Unit entering/leaving Medium Building hex
Unit entering/leaving Heavy Building hex
Unit entering/leaving Hardened Building hex
Hexes Moved in Turmn
1-2
34
5-6
7-9
10+

- Modifier

+1
+31
+1
+2
+3

Automatic Fall
Automatic Fall

0
0
+2

0
+2
+42
=t
0
+1
0

0

See Skidding, below

See Sideslipping, p. 55

per Preexisting Damage, below
per Preexisting Damage, below
per Preexisting Damage, below

+1/level fallen

+1
+2
+3
+54

+1
+2
+4

+1
+2
+5

+1
+2
+3
+4

10nly during the turn that the reactor
shuts down. If the MechWarrior must
make a Piloting Skill Roll for a '"Mech
with a shut-down reactor, the BattleMech
automatically falls.

2Automatic fall if death from above
attack is unsuccessful.

3To avoid damage only. Does not
result in a fall if Piloting Skill Roll fails.
See Buildings, p. 49. Add an additional
modifier of 1 if unit is charging or being
charged (in addition to the +2 modifier
normally required in that situation).

4Do not add modifiers for other
damaged actuators in the leg.
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Determining Location After a Fall

To determine the location of a BattleMech after a fall, the
players must use their judgment and the following guidelines to
create a reasonable outcome. Location after a fall should be
determined by the action that created the fall.

In general, when a BattleMech falls while moving from one
elevation to another, the BattleMech will fall into the lower of
the two hexes. If the fall occurs during the Movement Phase on
level ground, the BattleMech falls in the hex it was entering. If a
fall occurs because of weapons fire, a physical attack, or any
other reason related to combat, the BattleMech falls in the hex
it currently occupies.

To find the number of levels the BattleMech fell, subtract
the elevation level of the hex into which the BattleMech fell from
the elevation level of the hex from which it fell.

Collisions: If a BattleMech falls into a hex occupied by
another BattleMech, the second BattleMech might also take
damage, depending on how the BattleMech falls. If the

BattleMech fell from a hex 2 or more elevation levels above the

landing hex, use the Accidental Falls from Above rules, p. 45. If
the BattleMech fell from a hex only 1 or O levels higher, use the
Domino Effect rules, p. 45. If a BattleMech falls in a hex occu-
pied by infantry and/or vehicles, the BattleMech misses any
non-BattleMech units.

Facing After a Fall

When a BattleMech falls, it takes damage and its facing
may change. This facing change determines the BattleMech Hit
Location Table used when assigning damage from the fall.

To determine the unit's facing after the fall and the area of
the BattleMech that takes damage from the fall, roll 1D6 and
consult the Facing After a Fall Table.

A fallen BattleMech lies prone and face down. BattleMechs
that fall on their sides or back automatically roll over to lie on
their fronts after taking damage.

The BattleMech in the diagram was entering a
Rubble hex and failed its Piloting Skill Roll. The player
rolls 1D6 with a result of 3 and consults the Facing
After a Fall Table. The BattleMech is now facing 2
hexsides to the right (clockwise) of its original facing
and takes the damage from the fall on its right side.
It is now prone and face down in the Rubble hex.

Falling Damage to a BattleMech

A BattleMech always takes damage from a fall equal to 1
point for every 10 tons that the BattleMech weighs (rounding up)
times the number of levels plus 1 that the BattleMech fell. If it
fell into a Water hex, treat the Water hex as a Level O hex and
apply only half the resulting damage (rounding up).

Divide the damage into clusters of 5 points each: in other
words, form as many 5-point groups as possible, assigning any
remaining points to one smaller group, and determine a hit loca-
tion for each cluster. For example, a BattleMech that suffers 33
points of falling damage takes six clusters of 5-point hits and
one 3-point hit. To determine the location of the damage, use
the appropriate column of the BattleMech Hit Location Table,

p. 33 in Combat, as specified by the Facing After a Fall Table.

If the fall occurs during the Movement Phase, resolve the

damage as it happens.

A Grasshopper in a Level 1 hex attempts to stand
during the Movement Phase. The MechWarrior fails his
Piloting Skill Roll, and the BattleMech falls again into
the same hex. The BattleMech fell from a Level 1 to a
Level 1 hex (the same one) and so fell O levels. The
player rolls a 1 on the Facing After a Fall Table and
finds that the BattleMech landed on its face. It takes
the falling damage on its front. The Grasshopper
suffers 7 points of damage (70 tons divided by 10 is 7;
the number of levels fallen plus 1 equals 1; 7 x1 = 7).
These 7 points are divided into one cluster of 5 and
one of 2. The player then uses the Front column of the
BattleMech Hit Location Table to determine the
location of the damage.

Falling Damage to the MechWarrior

To determine if the pilot took damage when the BattleMech
fell, the player makes a second Piloting Skill Roll after every fall.
First, apply all standard modifiers to the target number, then
add an additional +1 to the MechWarrior's Piloting Skill target
number for every level fallen. If the die roll result is equal to or
greater than this modified Piloting Skill target number, then the
MechWarrior avoided taking any damage. If the die roll result is
less, the MechWarrior takes 1 point of damage.
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COMBAT

After the players complete the Movement Phase of the
turn, units engage in combat. BattleTech units use two forms
of combat: weapon attacks and physical attacks. Units make
weapon attacks using armaments such as missiles, lasers and
autocannons. For physical attacks, the BattleMechs use their
own massive weight to inflict damage on targets.

In BattleTech, both weapon and physical attacks first inflict
damage on the outer armor that protects every BattleMech and
vehicle. When an attack or series of attacks destroys all of a
location's Armor Points, any remaining damage affects the
internal structure of the unit in that location. Every attack that
damages a unit's internal structure may result in a critical hit
that can knock out a weapon or movement system or even
destroy the unit completely.

Most infantry units have no armor, so successful attacks
against infantry reduce the number of troopers in the platoon
rather than destroying Armor Points. Battle armor units absorb
damage with Armor Points in the same way as vehicles, and an
attacker may need to make multiple hits to destroy them.

Special combat rules for vehicles and infantry appear on
pages 56 and 60, respectively. Unless specifically stated
otherwise by those rules, the following rules apply equally to
vehicles and infantry.

ATTACK DECLARATION

As described in Playing the Game (p. 13), all attacks are
declared before any are resolved. Only those weapon attacks
that were declared during weapon attack declaration are
resolved in the Weapon Attack Phase. Likewise, only those
physical attacks declared during physical attack declaration
are resolved in the Physical Attack Phase. All attacks that
are declared must be resolved, even if the intended target is
destroyed before all attacks against it have been made
(though an attack may be aborted if the Modified To-Hit Number
is greater than 12; see Modified To-Hit Number, p. 29).
Likewise, attacks that were not declared cannot be made, even
if the opportunity presents itself during the course of play.

TORSO TWIST/TURRET ROTATION

As part of each unit's weapon attack declaration, the
players can twist the torsos of their BattleMechs or rotate
the turrets of any turreted vehicles or buildings. This twist or
rotation lasts for the remainder of the turn, affecting firing arcs
for both the Weapon Attack and Physical Attack Phases. The
torso or turret returns to its forward position in the End Phase.

BattleMechs: A BattleMech can twist its torso one hexside
(60 degrees) to the left or right of the direction in which its feet
are pointing. This new alignment modifies a BattleMech's upper
body firing arc as described in Firing Arcs, p. 27, but for
movement and hit location purposes, the BattleMech is still
considered to be facing in its pre-twist direction.

Vehicles: Vehicles with turrets may align the turrets to any
hexside. Rotating its turret modifies a vehicle's firing arc as
described in Firing Arcs, p. 27.

LINE OF SIGHT

In order to make an attack against a target, there must be
a clear line of sight (LOS) between the attacker and the intend-
ed target. The LOS between two units is defined by a straight
line running from the center of the attacking unit’s hex to the
center of the target unit's hex. Any hexes that this line passes
through are along the LOS, even if the line barely crosses a hex.
If the LOS passes exactly between two hexes, it is up to the
player of the targeted unit to decide which of the two hexes the
LOS passes through.

The hexes containing the attacking and target units are not
considered in determining LOS, and they never intervene or
interfere with LOS in any way (however, see Water Hexes, p. 27
and Underwater Operations, p. 88 for an exception to this rule).

Adjacent Units: Units in adjacent hexes always have LOS to
each other. However, if a unit is underwater and a unit in an
adjacent hex is not, see Underwater Operations, p. 88 for an
exception to this rule.

ELEVATION

A hex's elevation is marked on the map. Hexes with
elevations higher than O are also referred to as hills. Hexes
with elevatiens lower than O are also referred to as sinkholes.
All affect LOS in the same way. Hexes whose elevation cannot
be determined should be assumed to be Level 0.

Woods: Woods rise 2 levels above the elevation of the hex
they are in. Units occupying Woods hexes are standing on the
underlying terrain, not on top of the trees (see VTOL Movement
for an exception, p. 54).

Buildings: Buildings rise above the hex they occupy for a
number of levels equal to the level listed for the building.

Water: Water hexes descend to a specific Depth level, but
the surface of the water is actually at Level 0. The Depth is the
level of the bottom of the body of water, not its surface. This
means that water intervenes for purposes of line of sight as if
it is at Level O, while a BattleMech in the water stands on the
bottom, at the Depth level of the hex.

Units: Standing BattleMechs rise 1 level above the eleva-
tion of the hex they are in for purposes of LOS. Prone
BattleMechs have the same elevation as the hex they are in, as
do other types of ground units. VTOLs add their altitude in levels
to the elevation, while submerged submarines subtract their
depth from the surface elevation of the water (normally Level 0).

INTERVENING TERRAIN

Terrain along the LOS between the attacker and the target
that is actually in the LOS (not including the hexes occupied by
the attacker and target) is called intervening terrain. The terrain
of the hexes along the LOS between the attacker and target may
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or may not intervene in LOS, depending on its elevation relative
to the attacker and target. Likewise, features of the terrain in
the hexes along the LOS between the attacker and target
(buildings, water, woods, and so on) may or may not actually
intervene in LOS, depending on their elevation relative to the
attacker and target. Only features of the terrain that have
elevations, such as trees and buildings, can actually intervene
in LOS. For example, rubble would not be intervening, though
the hex containing the rubble might be.

Use the following guidelines to determine if terrain is
intervening.

Terrain along the LOS between two units is intervening if:
* the terrain or terrain feature is higher than both units, or
* the terrain or terrain feature is adjacent to the attacker and
higher than the attacker, or
* the terrain or terrain feature is adjacent to the target and
higher than the target.

Effects of Intervening Terrain

Intervening terrain has the following effects on LOS.

Hills: Intervening elevation levels (hills) block LOS.

Buildings: Intervening buildings block LOS.

Light Woods: Three or more hexes of intervening Light
Woods block LOS. One hex of intervening Light Woods combined
with one or more hexes of intervening Heavy Woods will also
block LOS.

Heavy Woods: Two or more hexes of intervening Heavy
Woods block LOS. One hex of intervening Heavy Woods com-
bined with one or more hexes of intervening Light Woods will
also block LOS.

Water: Intervening water blocks LOS unless both the
attacker and target are completely submerged and no other
terrain intervenes. See also Water Hexes, p. 27, Underwater
Operations, p. 88 and Partial Cover, p. 26.

Units: Intervening units have no effect on LOS or attacks.

The diagram above illustrates some of the princi-
ples governing line of sight. The BattleMech in Hex A
wants to make an attack this turn. It is standing in a
Level O hex, therefore it is considered to be at Level 1

for purposes of LOS. Checking LOS for the BattleMech
in Hex A to the other '"Mechs shown, we find the
following conditions:

'‘Mech A has clear LOS to the 'Mech in Hex B,
because the Level 2 hill in the hex occupied by the
target does not apply when checking LOS. Line of sight
to the 'Mech in Hex C is blocked by that same Hhill,
however, because it is intervening and higher than
both the attacker and the target.

LOS to the 'Mech in Hex D passes directly
between a Clear hex and a Light Woods hex. The target
player chooses for the LOS to be affected by the light
woods. This choice does not block LOS, however,
because the heavy woods in the target hex are not
intervening, and therefore have no effect on LOS.

LOS to the 'Mech in Hex E passes through a Level
1 hill and one hex of light woods, so it is not blocked.

The 'Mech in Hex F is standing on a Level 1 hill,
making its total elevation Level 2. None of the woods
between the units in Hexes A and F are higher than
both units. The light woods adjacent to Hex A are
higher than the "Mech in Hex A, so those woods are
intervening. The heavy woods adjacent to Hex F are not
higher than the 'Mech in Hex F, so those woods are
not intervening. This means only one hex of Light
Woods intervenes, so there is a clear LOS between
the units.

The LOS to the 'Mech in Hex G is blocked because
there are three Light Woods hexes intervening.

You can use the diagram to practice finding LOS
with the other units. Try to determine how many targets
each unit can see, and compare your results to the
correct results that follow: Hex B has 6 targets, Hex
C has 5 targets, Hex D has 5 targets, Hex E has 6
targets, Hex F has 6 targets, and Hex G has 4 targets.

PARTIAL COVER

Only a standing BattleMech can receive partial cover from
terrain. To receive partial cover, a BattieMech must be adjacent
to a hex of equal elevation to itself, and that hex must lie
between it and the attacking unit. For example, a 'Mech stand-
ing on Level O terrain has an Elevation Level of 1 for determining
LOS. An adjacent hex of Level 1 terrain lying between the attack-
er and the target would provide partial cover. In addition, the
firing unit must also have an elevation level equal to or lower
than the defending unit in order for the target to receive partial
cover. In other words, an attacker firing downhill negates its
target’s partial cover.

The intervening elevation can be a hill, building, or combina-
tion of both. A BattleMech does not receive partial cover from
woods. Partial cover does not block LOS, but it adds a +3
modifier to the attacker’s to-hit number. Use the BattleMech
Punch Location Table (p. 39) to determine the location of
damage inflicted on a partially concealed target. (See To-Hit
Modifiers, p. 29, for further explanation.)
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WATER HEXES

A Depth 1 Water hex provides partial cover for a standing
BattleMech occupying that hex. Because the water surrounds
the 'Mech, the partial cover applies even if the attacker is at a
higher elevation than the target. Depth 2 or deeper water com-
pletely blocks LOS to and from the BattleMech standing in that
hex, while LOS is blocked to a prone 'Mech in Depth 1 or deeper
water.

Vehicles: Hovercraft moving over water and surface naval
vessels are at Level 0. Submarines can be at any level on or
under the water (see Underwater Operations, p. 88). Other types
of vehicles cannot enter Water hexes.

Underwater Attacks: There are special-case rules that
apply to attacks that travel through water. See Underwater
Operations, p. 88.

The diagram at right illustrates some examples
of partial cover. BattleMechs C and D have partial
cover from BattleMech A because each is
adjacent to a hex with elevation equal to
its own elevation along the LOS
from BattleMech A. BattleMech
A has no LOS to 'Mech
B because it is stand-
ing in Depth 1 water,
making the Level 1 hill
higher than its elevation.

No BattleMechs have partial
cover from 'Mech B, though LOS
is blocked to 'Mech A.

Only 'Mech B has partial cover from
‘Mech D. Though there is a Level 2 hill adjacent to
‘Mech C along the LOS, it doesn't provide partial
cover because 'Mech D has a higher elevation than
'‘Mech C. Since 'Mech B is in water, it has partial cover
against 'Mech D even though 'Mech D is uphill.

The 'Mechs in Hexes B and D have partial cover
from the 'Mech in Hex C. Even though 'Mech B is lower
than 'Mech C, the water still provides partial cover.

WEAPON ATTACKS

During the Weapon Attack Phase, players use their units’
armaments to attempt to inflict damage on targets. For one
unit to fire at another, the attacking unit must have a clear line
of sight to the target, and the target must be within the range
and firing arc of the weapons the attacking player wishes to use.
The attacking player then calculates the likelihood of a shot
hitting the target based on the range to the target, movement
of the target and attacker, intervening terrain, and other factors.
Players fire each weapon on a unit individually, and can
fire as many or as few of their unit's weapons at the target as
they wish, within the restrictions described below. Unless
otherwise stated in the rules, each weapon may be fired
only once per turn.

If the attack hits the target, the attacking player determines
the damage location, and the target player records the result on
the damaged unit's record sheet.

Note that the rules for weapon attacks provide general
rules for firing arcs, inflicting damage, and critical hits. These
rules also apply to physical attacks (p. 39).

AMMUNITION EXPENDITURE
BattleMechs carry a limited amount of ammunition for

missile launchers, machine guns, autocannons and other
ballistic and missile weapons. Weapons that require ammuni-
tion indicate the number of shots available for that weapon in
the Ammo column of the Weapons and Equipment Tables
(p. 115). Note that a “shot” in this case represents a single use
of the weapon, not a single missile or round of ammunition.
For example, an LRM-20 with one ton of ammo has six shots, so
the weapon can be fired six times, each shot launching twenty
missiles. A machine gun with a ton of ammo can be

fired 200 times. Every time one of these weapons is
fired, a shot of ammo is expended.

The record sheet for each unit
indicates the available number of shots
for each weapon in the Weapons
Inventory. The player should keep a tally

of shots fired using the Critical Hit Table,
making a hash mark (when the attack is
declared) next to the appropriate ammo slot every
time he fires the corresponding weapon. When the

carried in that slot, that bin is empty. If no other
bins in the BattleMech carry that type of ammo, the

weapon is out of ammunition and cannot be fired for the rest
of the game. Each weapon can draw ammo from any ammo bin
that carries the exact same type of ammunition. The ammo need
not be carried in the same location as the weapon. For example,
an LRM -15 in the left arm could use LRM 15 ammo carried in
any location, but could not use LRM 5, 10, or 20 ammo.

Infantry: Infantry units do not need to keep track of ammu-

nition, with the exception of certain battle armor missile attacks
(see Battle Armor Attacks, p. 61).

FIRING ARCS

If an attacking unit has LOS to its intended target, the
attacking player can then check the firing arcs of his unit's
weapons to see which weapons can hit the target. There are
four firing arcs: the forward arc, left side arc, right side arc, and
rear arc. The following diagrams illustrate the boundaries for
each arc. To determine the exact boundaries of the forward, left
side and right side firing arcs, draw straight lines from the firing
unit through Hexes A and B, as shown in the appropriate dia-
gram. The firing arc includes the hexes between the two lines,
as well as the hexes through which these lines pass.

(Note that the following firing arcs extend from the firing
unit to the edge of the playing area. The maximum ranges for
different weapons are described in the Weapons and Equipment
Tables, beginning on p. 115 in Construction).
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Infantry: Infantry do not have firing arc restrictions.

FORWARD ARC

Weapons mounted in
the three forward torso
locations, the legs, or the
head of a BattleMech may
fire only at targets in the
forward arc. Arm-mounted weapons
may fire into the forward arc plus the
appropriate side arc.

Leg-Mounted Weapons: Leg-mounted weapons may not fire
through a hex that provides the firing 'Mech with partial cover.

Vehicles: Weapons mounted on the front location of
vehicles may only fire into the front arc. Weapons mounted in
the turret can also fire into the forward arc, though this firing arc
can be rotated as described in Rotating the Firing Arcs, p. 28.

LEFT SIDE ARC
Weapons mounted
in the left arm may
fire at targets in the left
side arc and forward arc.
Vehicles: Weapons
mounted on the left side of
vehicles may only fire at targets in
the left side arc.

Left Side Arc

RIGHT
SIDE ARC
Weapons mounted in
the right arm may fire at tar-
gets in the right side arc and for-
ward arc.
Vehicles: Weapons mounted on the
right side of vehicles may only fire at targets in
the right side arc.

a1y apis WS

REAR ARC

Weapons mounted in any of the three rear torso locations
may only fire into the rear arc. Weapons may also be rear-mount-
ed on the head and legs. All rear-mounted weapons are indicat-
ed by an (R) on a "Mech'’s record sheet and may only fire at
targets in the rear firing arc. "

To determine the boundaries of a
'Mech’s rear arc, draw a straight line
starting in Hex A and passing through
Hex B, and another line starting in
Hex A and passing through
Hex C on the Rear Arc
Diagram. The rear firing arc
includes the hexes
between the two lines, as
well as the hexes through which
these lines pass.

Leg-Mounted Weapons: Leg-mounted weapons may not fire
through a hex that provides the firing 'Mech with partial cover.

Vehicles: Weapons mounted on the rear of vehicles may
only fire at targets in the rear arc.

Torso Twisted Right

Torso Twisted Left

Torso Forward

ROTATING THE FIRING ARCS

During weapon attack declaration, BattleMechs can rotate
their torso one hexside to the left or right while keeping their feet
pointed straight ahead. This means that a BattleMech can move
in one direction while firing in another. A BattleMech's upper-
body firing arcs are determined by the direction in which its torso
is turned, not by the 'Mech's facing; leg-mounted weapon firing
arcs, including kick attacks, are always aligned with the feet.

When the BattleMech's torso rotates, all upper-body firing
arcs rotate with it as shown on the diagram.

Prone 'Mechs: Prone 'Mechs may not twist their torsos.

Vehicles: Turret-mounted weapons in vehicles can be
positioned to fire through any hexside, per the Torso
Twist/Turret Rotation rules, p. 25. Treat turret arcs as the
forward arc, except that they are defined by the hexside at which
the turret is currently pointing, not the hexside toward which the
vehicle is facing.

FIRING WEAPONS

After a player has determined that a target is within LOS
and has determined the firing arc of his weapons, the unit may
make a weapon attack. The player counts the range in hexes to
the target to determine the base to-hit number for the attack.
For each weapon he will fire, the player determines if the shot is
more or less difficult than normal by factoring in terrain, move-
ment, and other conditions. These factors will add modifiers to
the base to-hit number to create a modified to-hit number. The
more difficult the shot is because of distance, concealment by
terrain, or movement, 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. If the fired weapon requires ammunition,
the player marks off one shot of ammunition.

Each weapon may be fired only once per turn.

A unit cannot make a weapon attack against another
unit occupying the same hex as the attacker. (See Infantry
for exceptions.)

BASE TO-HIT NUMBER
The base to-hit number for a weapon attack is equal to the
firing unit’s Gunnery Skill Level.

28




MODIFIED TO-HIT NUMBER

The modified to-hit number equals the base to-hit number
plus all modifiers for range, minimum range, movement, terrain,
and other factors discussed in To-Hit Modifiers, below. If the
modified to-hit number is greater than 12, the shot automatical-
ly misses. If a player determines that his unit's declared attack
will automatically miss, he can choose not to make the attack,
thereby avoiding wasting the ammunition and building up heat.
He may not switch his attack to another target.

TO-HIT MODIFIERS

The base to-hit number may be modified by a number of
factors, including range, terrain, movement, multiple targets,
heat and damage, and prone and immobile targets. All modifiers
are cumulative.

Range Modifier

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 attacking unit and its target. To determine range, find the
shortest path to the target and count the hexes between the
attacker and the target, starting with the hex adjacent to the
attacker's hex along the line of sight and including the target's
hex. This total number of hexes between attacker and target is
the range.

The ranges for all available weapons appear in the
Weapons and Equipment Tables, beginning on p. 115in
Construction. A weapon's maximum range is divided into three
distances: short, medium and long. Find the distance to the
target in the row for the appropriate weapon, and determine if
the unit's current range is short, medium, long, or out of range.
A shot at short range requires no to-hit modifier. A medium
range shot has a +2 to-hit modifier, while a shot at long range
has a +4 modifier.

Weapons cannot hit a target at a distance greater than the
weapon's long range, but units may fire at targets beyond long
range just to get rid of ammunition.

Minimum Range Modifier

Some weapons, such as particle projector cannons,
autocannons and long-range missiles (LRMs), are designed to
be fired at long-range targets. When fired at close-range targets,
they lose much of their effectiveness. The minimum effective
range of each available weapon, the range at which the weapon
becomes less effective than normal, appears in the Weapons
and Equipment Tables, p. 115.

If the target occupies the hex indicated as the minimum
effective range, modify the to-hit number by +1. For every hex
closer to the attacker, add an additional +1 to the to-hit number.
This represents the fact that it is harder to hit targets with some
weapons at very close ranges than at maximum range.

A particle projector cannon (PPC) has a minimum
effective range of 3 hexes. If a Banshee is firing a PPC
at a Dragon 3 hexes away, it adds a Minimum Range

Modifier of +1 to its to-hit number. If the Dragon is only
2 hexes away, the modifier is +2. If the target is 1 hex
away, the modifier is +3. The diagram below shows the
base to-hit numbers for a PPC as modified for range
and minimum range, assuming a Gunnery Skill of 4.

If the "Mech in the above example allows its target to move
to within 2 hexes of its position, the player must modify the
BattleMech's to-hit number because the target stands inside its
weapon's minimum effective range. The Base To-Hit Number is
4 because the MechWarrior's Gunnery Skill Level is 4, and the
Minimum Range Modifier is +2. This gives the attacking 'Mech a
Modified To-Hit Number of 6, the same as if the target were at
medium range.

Attacker Movement

A moving attacker must constantly adjust his aim to
compensate for his movement, so an attacking unit’s to hit
number is modified by its own movement using the values in
the Attack Modifiers Table. The attacker movement modifier is
based on the movement mode the attacking unit used in the
turn, regardless of the actual MP or distance moved.

Infantry: Infantry is not subject to a movement modifier
for attacking.

Target Movement

A moving target is harder to hit, and so an attacking unit's
to-hit number is also modified by its target’'s movement using
the values in the Attack Modifiers Table. The target movement
modifiers are based on the hexes traversed rather than the
number of Movement Points spent. If the target moved both
backward and forward in the turn, base the movement modifier
on the number of hexes moved from the hex in which the unit
last reversed its movement. For example, if the target moved
backward 3 hexes and then forward 2 hexes, the target move-
ment modifier would be based only on the final 2 hexes of
movement, resulting in a Target Movement Modifier of 0. Note
that if the target jumped in the current turn, the player must add
a jump modifier in addition to the modifier for the number of
hexes moved.

The diagram on the next page illustrates the
modifiers to the to-hit number that we have discussed
so far. The Jenner has used its Walking movement of 7
MP to move from Hex A to Hex B. Though it expended
7 MP in the move, it actually traveled 5 hexes as
shown. The JagerMech had to use running movement
to get from Hex C to Hex D facing the Jenner. It spent a
total of 5 MP but only traveled 2 hexes. Finally, the
Atlas did not move, and remained standing in Hex E.

All of the 'Mechs have standard Gunnery Skills of 4.
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The Jenner is firing four medium lasers at the
Atlas. The target is 4 hexes away, which is in the
medium range for the lasers, adding a Range Modifier
of +2. The Jenner used Walking movement this turn,
so the Attacker Movement Modifier is +1. The target
did not move. The Base To-Hit Number is 4, so the
Modified To-Hit Number is 7 (Base 4 + Range 2 +
Attacker Movement 1 = 7).

The JagerMech is attacking the Jenner with its
AC/5s. The JagerMech used Running movement this
turn, so it must add an Attacker Movement Modifier of
+2 to its to-hit number. The target traveled 5 hexes, so
there is a Target Movement Modifier of +2. The range
to the target is 2 hexes, which is in short range for the
AC/5s. However, the AC/5 has a minimum range of 3.
This means an attack at a range of 3 would be
modified by +1, while an attack made at 2 hexes
range—such as this attack—is modified by +2. The
Modified To-Hit Number for the JagerMech's AC/5s is
10 (Base 4 + Attacker Movement 2 + Target Movement
2 + Minimum Range 2 = 10).

The Atlas is launching its LRMs at the JagerMech.
The range to the target is 4 hexes, which is short range
for that weapon, but the LRMs have a minimum range
of 6. This means there is a Minimum Range Modifier of
+3 applied to the attack. The Atlas did not move, so no
attacker movement modifier is applied. The JagerMech
spent 5 MP running, but only traveled 2 hexes, so
there is also no target movement modifier applied. The
Modified To-Hit Number for the LRM attack is 7 (Base
4 + Minimum Range 3 = 7).

Terrain Modifiers

Terrain can affect the probability of a successful shot by
forcing the attacker to account for intervening land features and
partial cover. Specific terrain modifiers appear below.

Light Woods: Add a terrain modifier of +1 if the target occu-
pies a Light Woods hex. Additionally, modify the to-hit number by
+1 per hex of Light Woods intervening between the attacker and

the target. (The woods must be intervening as defined in Line of
Sight, p. 25. If the treetops lie below the LOS between the
units, do not apply this modifier.)

Heavy Woods: Add a terrain modifier of +2 if the target
occupies a Heavy Woods hex. Additionally, modify the to-hit
number by +2 per hex of Heavy Woods intervening between the
attacker and its target. (The woods must be intervening as
defined in Line of Sight, p. 25. If the treetops lie below the LOS
between the units, do not apply this modifier.) Note that if more
than 1 Heavy Woods hex intervenes between the attacker and
the target, LOS is blocked.

Water: Units in Water hexes find movement difficult, which
limits their ability to avoid incoming attacks and launch effective
attacks of their own. Add a terrain modifier of +1 to the to-hit
number if the attacker is in a Water hex of Depth 1 or deeper.
Modify the to-hit number by -1 if the target occupies a Water
hex of Depth 1 or deeper. Because a BattleMech also receives
a +3 partial cover modifier for standing in a Depth 1 Water hex,
it would have a total terrain modifier of +2.

Water of Depth O has no effect on the to-hit number.

A BattleMech standing in a Depth 2 (or deeper) Water hex,
or lying prone in a Depth 1 (or deeper) Water hex, cannot fire on
or be fired on by other units. See Underwater Operations, p. 88,
for exceptions.

Hovercraft moving over water are considered to be at Depth
0 regardless of the actual depth of the Water hex they occupy.

Partial Cover: Partial cover only applies to standing
BattleMechs. Add a terrain modifier of +3 to the to-hit number if
the target BattleMech is partially concealed (see Line of Sight,
p. 25). When a BattleMech receives the partial cover modifier,
resolve damage from those attacks on the BattleMech Punch
Location Table, p. 39.

Multiple Targets Modifier

A player may declare that his BattleMech or vehicle will
engage more than one target in a turn and allocate different
weapon systems to fire at different targets.

The player designates one of the targets as the primary
target. If any of the declared targets are in the attacker's
forward arc, one of those targets must be the primary target. If
the attacker is declaring attacks only against targets in the side
and rear arcs, any target may be chosen as the primary target.
The remaining targets are considered secondary targets, and
the player must add a multiple targets modifier to the to-hit
numbers for those attacks. Against secondary targets in the
forward arc, the modifier is +1; against secondary targets in the
side and rear arcs, the modifier is +2. This modifier is not
cumulative—the modifier for the third and each subsequent
target is still only +1 (or +2).

Physical Attacks: This multiple targets modifier does not
apply to physical attacks in any way.

Infantry: Infantry may only engage one target per turn.

Heat and Damage Modifiers
The attacking BattleMech may be forced to modify its base
to-hit number for current combat damage and heat buildup.
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Modifiers for these conditions are discussed in BattleMech
Critical Hits, p. 35, and Building Up Heat, p. 46. The Heat Scale
section of the record sheets summarizes the modifiers for the
effects of heat buildup.

Lower Arm Actuator: Certain 'Mechs are designed without
lower arm actuators in one or both arms. Such "Mechs do not
suffer the modifier to weapon attacks because they do not
include that actuator, though the missing actuator still affects
physical attacks.

Firing at Immobile Targets

If a unit chooses to fire at an immobile target such as a
building, a wooded hex, or a unit that is shut down or whose
crew is unconscious, add a —4 modifier to the to-hit number.
Note that this modifier does not apply to attacks against active
units that are simply remaining stationary, nor does it apply to
prone BattleMechs or '"Mechs with destroyed gyros or two
destroyed hip actuators. Such units are still assumed to be
moving within their hex and must be fired upon as for a
normal target.

Aimed Shots: Attacks against immobile targets may be
aimed at specific hit locations. For rules regarding this kind of
attack, see p. 33.

PRONE BATTLEMECHS

Prone BattleMechs may still make weapons attacks,
and, because they are largely stationary, they often make
better targets.

Firing When Down

A BattleMech that has fallen or dropped to the ground
may fire some of its weapons as long as neither of its arms
has been destroyed. The pilot uses one arm to support the
BattleMech as it fires, so the weapons on that arm cannot fire.
The pilot may fire all the weapons mounted on the other arm,
and the BattleMech may fire any weapons mounted in its head
or torso. A prone BattleMech may not fire its leg-mounted
weapons. Add a +2 to-hit modifier for firing when down.

Attacking Prone Targets

A BattleMech that has fallen or is prone makes an easier
target for an opponent in an adjacent hex and a more difficult
target at longer ranges. Apply a -2 modifier to the to-hit number
of any physical or weapon attack made against a prone
BattleMech from an adjacent hex. Add a +1 to-hit modifier for
all other attacks made against a prone 'Mech.

TO-HIT ROLL

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

Missile Hits

When a player launches a missile attack, the damage
inflicted by a hit (a successful attack) depends on how many of
the fired missiles actually reached the target.

To make a missile attack, the player calculates the
modified to-hit number and makes the to-hit roll, just as for
other weapons. On a successful attack, the player must also
determine how many of the missiles hit the target by rolling 2D6
and consulting the Missile Hits Table.

First, find the number of missiles fired on the top row of the
table. Cross-refer this number to the die-roll result in the left
column. The result is the number of missiles that actually hit
the target. Note that some advanced weapon systems modify
this roll to reflect their greater accuracy. Also, the target's
anti-missile systems may reduce the number of missiles that
actually hit. See Equipment, p. 122, for details.

An Atlas fires its 20-pack long-range missile
launcher and hits its target. The attack is successful,
and the attacking player must now determine how
many of his 20 missiles actually hit the target. He rolls
2D6 with a result of 8. He finds that number in the
left-hand column of the Missile Hits Table, then reads
across the row to the 20 missiles column, which
shows that 12 of his missiles reached their target.

HIT LOCATION

When an attack hits its target, the firing player must
determine precisely where the attack hit the target. Hit location
is determined by the direction of the attack and the facing of
the target.

Attack Direction

When an attack hits a BattleMech or vehicle, it hits
from either the front, rear, left, or right side of the target.

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 on page 33 to find the side
of the unit hit by the fire.

If the straightedge crosses exactly at the intersection of two
sides, the target chooses which side is hit by the attack.




Moved 0-2 hexes
Moved 3-4 hexes
Moved 5-6 hexes
Moved 7-9 hexes
Moved 10+ hexes
Jumped

Is battle armor unit

Is stuck in Swamp hex

: Attacks On
Weapon ly

BattleMech Damage
Sensor Hit
Shoulder Hit
Upper or Lower Arm Actuator (each)
Heat
0-7
8-12.
13-16
17-23
24+
Making indirect LRM attack
Range and Terrain
Range
Short
Medium
Long
Minimum Range
Attacker and target on different levels
of same building (concealment)

Secondary target in forward arc
Secondary target in side or rear arc

Physical Attacks Only

Attacker
BattleMech Damage
Shoulder Hit

Upper or Lower Arm Actuator Hit (each)

Hand Actuator Hit
Hip Actuator Hit

Upper or Lower Leg Actuator Hit (each)

Foot Actuator Hit

Charging attack
Death from Above attack

None
+1
+2
+3
+2

+1 per intervening hex; +1 if target in Light Woods
+2 per intervening hex; +2 if target in Heavy Woods

-1 to hit a BattleMech in Water hex; Partial Cover also applies
+1 to hit for BattleMech firing from Water hex

BattieMechs cannot fire into or out of Depth 2+ water

+3 (use BattleMech Punch Location Table)

=2 from adjacent hex; +1 from all others
-4
+2

0]

+1

+2

+3

+4

+1 additional
+1

2

+2
+4 for weapons in arm, disregard other damaged actuators in arm
+1 for weapons in arm

None

+2

+4

+1 at minimum range, additional +1 per hex less than minimum range

+3

+1
+2

No punching or hatchet/sword attack with arm; no clubbing attacks; +2 to pushing attack (each)

+2 to punching and hatchet/sword attack with arm; half damage for punching attack with arm;
+2 to clubbing attacks

+1 to punching attack with arm; no clubbing attacks; no hatchet/sword attacks with arm

No kicking attacks

+2 and half damage to kicking attack with leg

+1 to kicking attack with leg

+3 to kicking and death from above attacks

* Does not apply to infantry units.
** See Underwater Operations, p. 88
for exceptions.

Modify for relative Piloting Skills (p. 41)
Modify for relative Piloting Skills (p. 42)
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To determine which side
of a BattleMech is hit, use
the facing of a standing
BattleMech's feet to deter-
mine its front side, regardless
of torso twist. If the target
BattleMech is prone, use the
hexside toward which its head
is pointing as its facing.

Vehicles: The side on which a Rear

vehicle is hit is based on the alignment of its front side.

Infantry and Buildings: Hits on infantry and buildings do not
rely on the direction of the attack. Players who make a success-
ful attack against these targets need not determine attack direc-
tion or hit location. Detailed explanations for assigning damage
to infantry and buildings appear in their respective sections.

inflict a critical hit. Apply damage to

section in the normal manner, but the
al Is once on the Determining

Determining Hit Location

To determine the exact location of a hit, the attacker rolls
2D6 and consults the appropriate column of the BattleMech Hit
Location Table.

SRMs: The attacker rolls a separate hit location for each
short-range missile (SRM) that hits.

LRMs and MRMs: The attacker makes one hit location roll
for every 5 long-range missiles (LRM) or medium-range missiles
(MRM) that hit the target. Group the missiles that hit into clus-
ters of 5; in other words, form as many 5-point groups as
possible, assigning any remaining points to one smaller group,
and determine a hit location for each cluster.

Vehicles: Vehicle Hit Location Tables appear in Vehicles,
p. 54.

The Atlas from the previous example hits its target
with an LRM 20 and inflicts 12 points of damage. The
straightedge shows that the attack strikes the target's
left side. Because the attack is an LRM attack, the
damage is divided into 5-point groups. In this case, the
attack hits in two groups of 5 points of damage, plus
one group of 2 points of damage. The attacking player
rolls to determine hit location for each of the three
groups, with results of 8, 4, and 11. Consulting the
column for left-side hits, he finds that the 5-point
groups of damage hit the target’s center torso and left
arm. The remaining 2-point group strikes the target’s
right leg.

Aimed Shots

Players may make aimed shots against BattleMechs that
are shut down or whose pilots are unconscious, using any
weapons other than missile launchers and LB-X autocannon
firing cluster munitions. When firing on an immobile BattieMech
(see Firing at Immobile Targets, p. 31), the attacking player can
make an aimed shot by naming a target location. Against any hit
location except the head, the player makes the to-hit roll using
the standard —4 to-hit modifier for firing at an immobile target.
If the attack is successful, the player rolls again: on a result of
8, 7, or 8, his shot hits the designated location. For any other
result, the player rolls normally on the BattleMech Hit Location
Table. (This roll may still result in the attack striking the
desired location.)

If the attacker is taking an aimed shot at the target
BattleMech's head, modify the to-hit number by +3 rather than
the normal —4. If the shot hits, the player rolls 2D6. On a result
of 6, 7, or 8, the shot hits the head. For any other result, roll
normally on the BattleMech Hit Location Table.

DAMAGE

Each attack that successfully hits the target does damage
to the target. Every weapon does a specific amount of damage,
which appears on the appropriate Weapons and Equipment
Table, beginning on p. 115.

Each missile type does the same amount of damage at any
range, but the number of missiles that hit determines how much
damage a missile attack inflicts. Long-range and medium-range
missiles have a Damage Value of 1, and short-range missiles
have a Damage Value of 2 for each missile that hits its target.

RECORDING DAMAGE

Follow the step-by-step procedure outlined in Damage
Resolution (p. 34) to determine the effects of damage.

Vehicles: Hits against vehicles follow the same general pro-
cedure as hits against BattleMechs, though they cannot survive
the destruction of a location and damage does not transfer. See
Vehicles, p. 54.

Infantry and Buildings: Hits against infantry and buildings
are recorded differently from hits on BattleMechs and vehicles.
See Infantry, p. 60, and Buildings, p. 52, for details.
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Torso Destruction

If a BattleMech's right or left torso has all of its internal
structure destroyed, the corresponding arm is blown off immedi-
ately and can sustain no further damage (see BattleMech
Critical Hit Effects, p. 36). The corresponding leg is not dam-
aged. If the center torso is destroyed, the entire unit is
destroyed (see Destroying a Unit, p. 38).

Leg Destruction

When a BattleMech loses one leg, either through a critical
hit or the destruction of the leg's internal structure, the
BattieMech automatically falls. In subsequent turns, the
BattleMech may attempt to stand on its remaining leg, but the
pilot must add a +5 maodifier to the Piloting Skill Roll plus any
modifiers for other damage. If the BattleMech manages to
stand, it has a Walking MP of 1 and cannot run. To take into
account the missing leg, add +5 to any Piloting Skill Roll made
thereafter. The BattleMech may still jump (minus the power of
the jump jets on the missing leg), but the pilot must make a
Piloting Skill Roll each time the "Mech lands.

DAMAGE RESOLUTION

To apply damage from an attack, begin with the amount of
damage the attack inflicts and the hit location of the attack, and
start at Step 1. Answer each question with yes or no, and follow
the instructions.

1. Is there armor in the location?

Yes: Check off one armor box on the Armor Diagram in the
appropriate location for every point of damage taken, until all
damage is applied or all armor in the location is destroyed. Go
to Step 2.

No: Proceed to Step 3.

2. Is there damage remaining?
Yes: Go to Step 3 to allocate remaining damage.
No: Attack is finished.

3. Is there internal structure in the location?

Yes: Check off one internal structure box on the Internal
Structure Diagram in the appropriate location for every point of
damage taken, until all damage is applied or all internal struc-
ture in location is destroyed. Go to Step 4.

No: Proceed to Step 6.

4. At the beginning of the current phase, were there any
components in the location that could sustain a critical hit?

Yes: Roll once on the Determining Critical Hits Table. Apply
the effects of any critical hits to the location. Excess critical hits
that cannot be applied are not transferred. Go to Step 5.

No: Roll once on the Determining Critical Hits Table. Any
critical hits are applied to the next location inward (see Damage
Transfer Diagram). Go to Step 5.

5. Is there internal structure remaining in the location?
Yes: Attack is finished.

No: The location and all components contained in it are
destroyed. The destruction of components in this fashion will
not cause ammunition (or other component) explosions, but
otherwise all components in the location are affected as though
they were critically hit. Go to Step 6.

6. Is there damage remaining?
Yes: Go to Step 7 to allocate remaining damage.
No: Attack is finished.

7. Was the damage resulting from an ammunition (or other
internal component) explosion?

Yes: Go to Step 8.

No: Damage transfers to the armor of the next location
inward (see Damage Transfer Diagram). Go to Step 1.

8. Is the location protected by CASE?

Yes: The remaining damage is lost. The attack is then
finished.

No: The remaining damage transfers to the next location
inward (see Damage Transfer Diagram), directly to the internal
structure. Go to Step 3.

TRANSFERRING
DAMAGE
BattleMechs can survive
the destruction of any body
section except the head or
center torso. If a section is
destroyed and the same
location takes another hit,
or excess damage remains
from the shot that destroyed the
location, that damage transfers
to (affects) the outer armor of
the next location inward. Excess

Damage ammunition explosion damage
Tpnsfer is transferred directly to the
Diagram internal structure of the next

location inward. This principle
is illustrated on the Damage Transfer Diagram at left.

Damage to a missing arm or leg transfers to the torso on
the same side (left leg or arm damage is transferred to the left
torso, right arm or leg damage is transferred to the right torso).
Additional damage to a destroyed side torso location transfers
to the center torso. Damage from a destroyed head or center
torso does not transfer.

Damage from the rear firing arc that hits a missing limb is
transferred to the appropriate rear torso location. For example,
damage from the rear that hits a missing left leg would be trans-
ferred into the left rear torso.

A Grasshopper's left arm is hit by an attack from a
PPC (Damage Value 10), a large laser (Damage Value
8), and two 5-point groups of long-range missiles
(Damage Value of 1 per missile hit or 5 points per




group). Before this turn, the BattleMech still had its full
Armor Value of 22 in that arm.

The PPC hit reduces the Armor Value by 10, so
10 boxes are filled in. The laser hit does 8 points of
damage, and so 8 more boxes are filled in, leaving 4
boxes. The first cluster of missiles reduces the Armor
Value by another 5 points, but since the Grasshopper's
remaining Armor Value is 4, that leaves 1 point of
damage that the hit location cannot absorb.

The remaining 1 point of damage from the first
cluster of missiles transfers to the 'Mech's internal
structure, and so 1 box is filled in on the Internal
Structure Diagram, leaving only 10 boxes out of the
original 11. The last group of missiles reduces the
internal structure by another 5 points. Five more boxes
are filled in on the Internal Structure Diagram, leaving
5. If the Grasshopper's left arm takes a hit from a
weapon that inflicts 5 or more points of damage, it will
be completely destroyed.

CRITICAL DAMAGE

Every time the internal structure of a BattleMech or
vehicle takes damage, either from a weapon attack, a physical
attack or an ammo explosion, an internal component may take
critical damage.

To determine whether a unit takes critical damage from an
attack that damages the internal structure, the attacking player
rolls 2D6 and consults the Determining Critical Hits Table. On a
result of 8 or higher, the target unit takes critical damage. The
higher the result, the more serious the damage. If the unit takes
critical damage, the target player rolls 2D6 and consults the
unit’s Critical Hit Table to determine the precise location of the
damage, as described in BattleMech Critical Hits, p. 35.

Each successful attack that damages internal structure cre-
ates only one opportunity for the attacker to inflict a critical hit,
regardless of the number of internal structure boxes that a sin-
gle weapon (or other attack) destroyed (see Hit Location Critical
Hits for an exception). The attacking player rolls 2D6 only once
for each potential critical hit.

The location of the damage determines the exact nature of
the critical hit. Each part of a BattleMech's body can be affected
by several types of critical hits. Further, every type of
BattleMech can suffer different critical hits, depending on the
array of weapons and other equipment it carries. The Critical Hit
Table for each type of BattleMech appears on the record sheet
for that type. A partially blank Critical Hit Table that can be cus-
tomized for all BattleMechs is provided on all blank BattleMech
Record Sheets.

Vehicles: Unlike BattleMechs, which have a unique Critical
Hit Table for every design, all vehicles use a standard set of
Critical Hit Tables. The Critical Hit Tables for the various types of
vehicles appear in Vehicles, p. 54.

Hit Location Critical Hits: Certain results on the hit
location tables provide the chance for a critical hit, even if the
internal structure was not damaged by the attack. These are
resolved by rolling on the Determining Critical Hits Table just as

for other checks for critical hits. This chance is in addition to the
normal roll for a critical hit provided by damaging the internal
structure. For example, a hit location result of 2 against a
BattleMech with no torso armor left would provide two rolls on
the Determining Critical Hits Table. If the '"Mech had armor in
the location hit, there would still be one chance for a critical hit.

- No Critical Hit
Roll 1 Critical Hit Location
~ Roll 2 Critical Hit Locations
Head/Limb Blown Off/Roll 3
~ Critical Hit Locations*

* Roll 3 critical hit locations if the attack strikes the torso.
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BATTLEMECH CRITICAL HITS

When an attacker inflicts a critical hit on a target, the target
player finds the damaged location on the Critical Hit Table on
his BattleMech's record sheet, then rolls dice for each critical
hit and marks off the damage inflicted on the Critical Hit Table.

Head or Leg Hits: If the critical hit is inflicted on the
BattleMech's head or legs, roll 1D86, find the result on the
Critical Hit Table, and mark off the damaged location. If the
critical location rolled cannot take a critical hit or has already
been destroyed by a critical hit, roll the die again.

Torso or Arm Hits: If the critical hit strikes the torso or
arms of the BattleMech, the player rolls both dice. The result of
the first die tells which half of the Critical Hit Table for that
location is affected, and the result of the second die identifies
the location hit. The Critical Hit Table for these locations is
divided into two sets of 6 critical slots, labeled 1-3 and 4-6.

The result of the first die identifies which set of slots takes
the hit. On a result of 1, 2, or 3, the shot hits a location in the
first set of critical slots. On a result of 4, 5, or 6, the attack hits
a location in the second set of critical slots. The result of the
second die roll identifies the critical slot that takes the hit.

A Grasshopper takes a critical hit to the left arm.
The defending player rolls the first die with a result of
3. This means the critical hit will affect a slot in the
first half of the Critical Hit Table for the left arm
(labeled 1-3). The player rolls the second die with
a result of 2, inflicting a critical hit on the 'Mech’s
upper arm actuator.

Each weapon and other piece of equipment fills at least
one slot on the Critical Hit Table. If the player rolls damage for a
slot for which there is no component; a slot that cannot take
critical damage such as endo steel, CASE, or ferro-fibrous: or a
slot that has already taken a critical hit, he rolls both dice again.
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Note that some weapons, double heat sinks and other
equipment take up multiple slots on the Critical Hit Table. A sin-
gle critical hit disables any weapon or equipment except the
engine, gyro, and sensors. (However, a heat sink critical hit
destroys only the specific heat sink hit.) Critical hits on addition-
al slots occupied by the

Value times the shots remaining. Missile ammo explodes with

a force equal to the number of missiles remaining times their

Damage Value. For example, 1 full ton of machine gun ammo

explodes with a force of 400 points of damage (2 x 200), while

1 full ton of SRM-2 ammo explodes with a force of 200 points
of damage (2 x 2 x 50).

weapon, double heat sink,
and so on only increase the
difficulty of repairing the
damaged equipment (see
Repairs and Replacements,
p. 85).

Transferring Criticals: 0
If all of the possible slots in
the damaged area took criti- \
cal hits in previous phases,
or if there were no items
that could be affected by
critical hits in the location
in the first place, the critical
hit transfers to the next
location per the Damage
Transfer Diagram. Critical
hits to the center torso and . o
head do not transfer. ,

BATTLEMECH
CRITICAL HIT 2

EFFECTS e s \

Each type of critical 74
hit affects a "Mech's 4" = B
performance in a specific i )
way, as described below. %
The critical hit locations are  f/ ,'ff%
arranged alphabetically by ' f,

item on the ‘Mech (head,
leg, torso, arm) is noted in
parentheses.

item; the location of the / :. | _-... .g ‘.[[{I\\R\h o\ \

Ammunition

If a critical hit destroys a slot carrying ammunition, the
ammo there explodes. The MechWarrior automatically takes 2
Damage Points as a result of the feedback received through his
neurohelmet. In addition, the BattleMech takes damage to its
internal structure.

Calculate the total Damage Value of all ammo carried in
the slot and apply that total to the Internal Structure Diagram
(ammunition explosion damage starts the Damage Resolution
process at Step 3, as described on page 34). If the location is
not protected by CASE, any excess damage transfers to the
internal structure of the next location. For locations protected
by CASE, vent any remaining damage without further harm.

See Equipment, p. 126, for details.

A critical hit to an ammo slot only explodes the ammo in

that slot. It explodes with a force equal to the ammo's Damage

Arm Blown Off (Arm)

This critical hit occurs when
the player rolls a result of 12
on the Determining Critical
Hits Table, when the location
hit is an arm. It blows off the
arm, and the weapons
mounted in that arm are no
longer available to the
‘Mech. The arm may be
picked up and used as a
club per the rules for Club
Attacks, p. 40.

Salvage: If the blown-off
arm is recovered, the equip-
ment mounted in it, including
armor and internal structure,

Ik is in the same condition it
yep was in at the time the limb
was blown off.

Cockpit (Head)
A critical hit to the cockpit
destroys that slot, kills the
N MechWarrior, and puts the
Y  BattleMech out of commis-
sion for the game.

Engine (Torso)

BattleMech engines have
3 points of shielding. Each
critical hit to an engine slot
destroys 1 point of shielding.
As points of shielding are destroyed, the amount of heat escap-
ing from the BattleMech’s fusion drive increases.

The first hit increases the 'Mech's heat buildup by 5 points
per turn. The second hit results in 10 (total) points of added
heat buildup per turn, and the third critical hit to an engine slot
shuts down the engine and puts the BattleMech out of commis-
sion for the rest of the game. Though XL engines (see p. 134)
take up additional slots (in the side torsos), critical hits to any 3
engine slots also shut down an XL engine. Note this means an
Inner Sphere 'Mech with an XL engine is destroyed if its center
torso or either of its side torso locations are destroyed.

Foot Actuator (Leg)

This critical hit destroys the muscle (actuator) in the foot.
For each foot actuator damaged, reduce the BattleMech's
Walking MP by 1 and add a +1 modifier to any subsequent




Piloting Skill Roll. A Piloting Skill Roll is required whenever the
BattleMech jumps. Kick attacks made with the affected leg have
a +1 to-hit modifier.

These effects are cumulative with other leg and foot actua-
tor damage.

Gyro (Torso)

The gyroscope is a BattleMech’'s most sensitive piece of
machinery. It keeps the BattleMech upright and able to move.
The gyro can survive only 1 critical hit; the second destroys it.

After the first critical hit to the gyro, the player must make a
Piloting Skill Roll every time the damaged BattleMech runs or
jumps, with a modifier of +3. Make this roll at the end of each
such move.

When a BattleMech's gyro is destroyed (after a second
critical hit), the '"Mech automatically falls and cannot stand up
again. BattleMechs with a destroyed gyro may make weapons
attacks per Firing When Down, p. 31, and may change their
facing by one hexside per turn provided they have at least 1
MP available.

Hand Actuator (Arm)

A critical hit to the hand actuator destroys the muscles
controlling the BattleMech's wrist and hand. Add a +1 to-hit
modifier to all punches made with this arm. In addition, the
'Mech can no longer make clubbing attacks and hatchet/sword
attacks with this arm. This effect is cumulative with the effects
of destroyed arm actuators.

Head Blown Off (Head)

A hit blows off a BattleMech's head when the player rolls a
result of 12 on the Determining Critical Hits Table when the
location hit is the head. This critical hit destroys the
BattleMech's head location, kills the MechWarrior and puts the
BattleMech out of commission for the rest of the game.

Salvage: Unlike other Limb Blown Off results, this critical
hit destroys all slots in the head, leaving nothing for salvage.

Heat Sink

One critical hit to a heat sink destroys the heat sink and
reduces the BattleMech's ability to dissipate heat. For example,
if a BattleMech is designed to dissipate 16 points of heat per
turn and 3 of its heat sinks have been destroyed, it can now
only dissipate 13 points of heat per turn.

A double heat sink takes up more than one slot on the
Critical Hit Table but is destroyed by a single critical hit.
Additional critical hits to a multi-slot heat sink produce no fur-
ther effects. Each double heat sink destroyed reduces the
‘Mech's ability to eliminate heat by 2 points.

Hip (Leg)
A hip critical hit freezes the affected leg in a straight posi-

tion. The BattleMech's Walking MP is cut in half (round up). Add
a +2 modifier to any Piloting Skill Rolls required, and make a
Piloting Skill Roll every turn that the damaged BattleMech runs
or jumps. The "Mech cannot make kick attacks.

After a hip critical hit, ignore all modifiers from previous crit-
ical hits on that leg. Note that this means it is possible for a
'Mech's performance to actually improve after a hip critical hit if
it had suffered previous critical damage to the same leg. Since
the leg becomes locked in a straight position, it serves as a sort
of crutch, making movement easier in some cases than moving
on a number of free-flexing damaged actuators.

A critical hit to the second hip reduces the BattleMech's
Movement Points to O and adds another +2 modifier to its
Piloting Skill Roll target number.

Jump Jet (Leg/Torso)

When a jump jet exhaust port takes a critical hit, that jump
jet can no longer deliver thrust. This decreases the distance the
BattleMech can jump. For each exhaust port hit, reduce the
BattleMech's Jumping MP by 1.

Leg Blown Off (Leg)

This critical hit occurs when the player rolls a result of 12
on the Determining Critical Hits Table when the location hit is
a leg. When a BattleMech's leg is blown off, the 'Mech
automatically falls and takes normal falling damage, though it
might be able to stand up again. See Leg Destruction, p. 34.
The leg may be picked up and used as a club per the rules for
Club Attacks, p. 40.

Salvage: If the blown-off leg is recovered, the equipment
mounted in it, including armor and internal structure, is in the
same condition it was in at the time the limb was blown off.

Life Support (Head)

A BattleMech's life-support system protects its pilot from
the machine’s internal heat and keeps him alive on airless
worlds and in hostile environments. In BattleTech, the
life-support system’'s main function is to protect the pilot
from the heat generated by the '"Mech's fusion reactor,
movement and weapons systems.

Any critical hit knocks this system out permanently and
leaves the pilot vulnerable to increased heat. The MechWarrior
takes 1 point of damage every Heat Phase that the
BattleMech's internal heat ranges from 15-25, and 2 points of
damage for every turn that its internal heat is above 25 on the
Heat Scale.

A life-support critical hit also eliminates the 'Mech’s
internal air supply. If the '"Mech is submerged (in Depth 2 or
deeper water or prone in Depth 1 or deeper water) oris in a
vacuum (see Hostile Environments, p. 78) in the End Phase of
any turn, the pilot will take 1 point of damage.

Lower Arm Actuator (Arm) \

This critical hit destroys the actuator in the BattleMech's
lower arm. Add a +1 modifier to the to-hit number for weapons
firing from that arm and a +2 modifier for all clubbing attacks
and any punches or hatchet/sword attacks with this arm.
Damage from punches with this arm is halved (round down).

These effects are cumulative with other arm and hand
actuator damage.
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Missing Actuators: Some BattleMechs are designed with-
out one or both lower arm actuators. These 'Mechs do not suf-
fer the weapon attack modifier for the missing actuators, though
the modifiers for physical attacks still apply.

Lower Leg Actuator (Leg)

This critical hit destroys the muscle (actuator) in the lower
leg. For each leg actuator damaged, reduce the BattleMech's
Walking MP by 1 and add a +1 modifier to any subsequent
Piloting Skill Roll. The player must make a Piloting Skill Roll
whenever the BattleMech jumps. Kick attacks made with the
affected leg have a +2 to-hit modifier and inflict half damage
(round down).

These effects are cumulative with other leg and foot
actuator damage.

Sensors (Head)

When a BattleMech takes a critical hit to the sensors, add
a +2 modifier to the to-hit number every time the '"Mech fires its
weapons. A second sensor hit makes it impossible for the
BattleMech to fire any of its weapons. Critical hits to sensors
do not affect physical attacks.

Shoulder (Arm)

A critical hit to this location freezes the shoulder joint. The
"Mech may not punch or make hatchet/sword attacks with that
arm. It may not make clubbing attacks, and adds a +2 modifier
to pushing attack to-hit numbers for each damaged shoulder.
Add a +4 modifier to the to-hit number for all weapon attacks
made with weapons mounted on that arm. After a shoulder
critical hit, ignore all other weapons fire modifiers from critical
hits to that arm.

Upper Arm Actuator (Arm)

This critical hit destroys the actuator in the BattleMech's
upper arm. Add a +1 modifier to the to-hit number for weapons
firing from that arm and a +2 modifier for all clubbing attacks as
well as any punches or hatchet/sword attacks with this arm.
Damage from punches with this arm is halved (round down).

These effects are cumulative with other arm and hand
actuator damage.

Upper Leg Actuator (Leg)

This critical hit destroys the muscle (actuator) in the upper
leg. For each leg actuator damaged, reduce the BattleMech's
Walking MP by 1 and add a +1 modifier to any subsequent
Piloting Skill Roll. The player must make a Piloting Skill Roll
whenever the BattleMech jumps. Kick attacks made with the
affected leg have a +2 to-hit modifier and inflict half damage
(round down).

These effects are cumulative with other leg and foot actua-
tor damage.

Weapons and Equipment

Weapon systems are surprisingly delicate, and so a single
critical hit disables a weapon or other internal component.
Though some weapon systems occupy more than one slot on
the Critical Hit Table, the first critical hit knocks out the weapon.
Additional critical hits to a multislot weapon have no further
effect, other than to make the equipment more difficult to
repair. For example, a particle projector cannon fills 3 critical
slots. However, the PPC is disabled as soon as one of its three
critical slots takes a hit.

Explosive Components: Certain non-ammo components
such as Gauss rifles can explode when they suffer critical hits.
The specific rules for the equipment will state if this is the case,
and how much damage is inflicted (see Equipment, p. 122).
These explosions are handled in exactly the same way as
ammunition explosions.

DESTROYING A UNIT

Under the specific conditions described below, a unit must
be considered destroyed. Note that a “destroyed” unit may not
be actually physically destroyed. It simply is rendered tactically
useless and is referred to as a “mission kill.” Such units are out
of the game, but they may be repaired later if the rules for
Scavenging and Repair, p. 82, are being used. Destroyed units
are removed from the map in the end of the phase in which they
were destroyed, and have no further effect on game play.

BATTLEMECHS

A BattleMech is considered destroyed and out of the game
if its MechWarrior dies or the BattleMech suffers 3 engine hits.
Note that the destruction of the head, cockpit, or center torso
has the same effects and renders a BattleMech destroyed. In
addition, an Inner Sphere '"Mech with an XL engine is destroyed
if the internal structure of the right or left torso is destroyed.

MechWarrior Survival: The MechWarrior dies when the
'Mech’s head, cockpit or center torso is destroyed by an ammu-
nition explosion or area saturation artillery attack, unless he is
able to eject (see Ejecting, p. 73).

VEHICLES

A vehicle is considered destroyed and out of the game
when all of its internal structure boxes in one section are
marked off, or when its Critical Hit Table indicates that it
is destroyed.

Crew Survival: With no ejection system to save them,
a vehicle’s crew is killed when the vehicle is destroyed.

INFANTRY

Unarmored infantry platoons are considered destroyed
when all boxes in the unit row have been marked off. Battle-
armored units are destroyed when all boxes in each unit
member’s row have been marked off.

Trooper Survival: Each trooper checked off as damage
is not necessarily killed, but is wounded enough to be out
of action.
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PHYSICAL ATTACKS

BattleMechs can make six different types of physical
attacks: punching, clubbing, pushing, kicking, charging and
death from above. In order to make a physical attack, the unit
must be adjacent to its target and the target must be within the
attacking '"Mech's forward firing arc (see Punch Attacks, Charge
Attacks, and Death from Above Attacks for exceptions).

Each type of physical attack has a unique base to-hit
number (not based on Gunnery or Piloting Skill), but is otherwise
resolved in the same way as a weapon attack unless specifically
stated otherwise in the rules for each type of attack. To-hit
modifiers for physical attacks are shown on the Attack
Modifiers Table on page 32.

The rules for physical attacks assume both the attacker
and target are BattleMechs standing at the same elevation
level. Special rules regarding other types of units, different
elevations, and prone 'Mechs appear at the end of this section.

A BattleMech may make only one form of physical attack
per turn. For example, BattleMechs may not punch and kick in
the same turn.

Vehicles: The only kind of physical attack a vehicle can
make is a charge (ram).

Infantry: Infantry units cannot make physical attacks.

PUNCH ATTACKS

In a single turn, a BattleMech may punch with one or both
arms. It can either deliver a punch using its arm or fire the
weapons on that arm, but it may not do both. Weapons mount-
ed in the torso, legs, or head may be fired in the same turn
as a punch attack is made without affecting the punch.

All punch attacks must be made against targets in the
attacking BattleMech's forward or side firing arcs. If the target is

in the right or left arc, then only the right or left arm, respective-
ly, may punch. If the target is in the forward arc, then both arms
may be used in the punch attack.

A BattleMech cannot make a punch attack using a shoulder
suffering from critical damage, and any arm actuator damage on
the punching arm makes success more difficult and will reduce
the damage inflicted.

The Base To-Hit Number for a punch is 4, plus modifiers
(p. 29). The player makes separate to-hit rolls and inflicts
separate damage for each arm making a punching attack.

The punch from each arm has a Damage Value of 1 for
every 10 tons (or fraction of 10 tons) that the attacker weighs.
Reduce the damage by half for each arm actuator (upper or
lower arm, not hand) damaged or not present, with these effects
being cumulative. In other words, if both arm actuators are
missing, reduce the damage to one-quarter of its original value
(round fractions down).

Determine the hit location by rolling 1D6 and consulting the
BattleMech Punch Location Table.

Missing Actuators: A BattleMech does not need hands (or
hand actuators) to punch. Note, however, that BattleMechs not
equipped with a hand on the punching arm must add the +1
modifier as for a hand actuator critical hit. Likewise,
BattleMechs that do not come equipped with a lower arm
actuator on the punching arm must add a +2 modifier to the
to-hit number and they inflict only half damage (round down)
with the punch.

A Grasshopper with a damaged upper arm
actuator punches a JagerMech on the right side with
one fist. Because the Grasshopper has a damaged
arm actuator, the player adds a to-hit modifier of +2
and reduces the normal damage by half (rounding
.down). Neither unit moved and there is no terrain that
affects the attack, so the Modified To-Hit Number is a
6 (4 + 2); the player rolls an 8 and hits the target.
The Grasshopper weighs 70 tons, so its punch has a
normal Damage Value of 7 (70 divided by 10), but this
is reduced to 3 because of the damaged actuator.
The attacking player rolls a 3 on the BattleMech
Punch Location Table, which means the attack hits
the target's center torso.




CLUB ATTACKS

To attack another unit with a club, all the BattleMech's
shoulders and hand actuators must be undamaged, and no
arm-mounted weapons can have been fired in that same turn,
though weapons mounted in the torso, legs and head may be
fired. The target must be in the forward firing arc.

The unit making the attack with a club makes a two-handed
swing using a Base To-Hit Number of 4, plus modifiers (p. 29).
A successful attack with a club does 1 point of damage for
every 5 tons that the attacking BattleMech weighs. Roll
normally on the BattleMech Hit Location Table.

Missing Actuators: A BattleMech must have hands (or
hand actuators) to use a club. Likewise, BattleMechs that do
not come equipped with lower arm actuators or whose lower or
upper arm actuators are damaged must add a +2 modifier to
the to-hit number for each missing/damaged actuator.

FINDING A CLUB

Whenever an attack blows off one of a BattleMech's legs
or arms, the limb remains lying in the hex where the BattleMech
took the damage. BattleMechs that later occupy that hex may
pick up the arm or leg and use it as a giant club. A BattleMech
may not fire weapons or make physical attacks during the turn
that it picks up a club.

Other objects may also be used as clubs. If the BattleMech
is in a wooded hex, it may uproot a tree and use it as a club.
Uprooted trees may be used for only 1 successful club attack.
Girders from rubbled Medium, Heavy, or Hardened Buildings
may also be used as clubs. To search the rubble in the hex it
occupies for a suitable girder, the player must roll 2D6 during
the Weapon Attack Phase of a turn. A result of 7+ is needed to
find a girder in a rubbled Medium Building, a 6+ is needed for
a rubbled Heavy Building, and a 5+ is needed for a rubbled
Hardened Building.

HATCHETS AND SWORDS

Some BattleMechs come equipped with hatchets. Like
other weapons, hatchets have weight and take up one or more
slots on the Arm section of the Critical Hit Table. To use the
hatchet, a BattleMech must have a functioning hand actuator
and shoulder in the arm in which the hatchet is mounted.

A BattleMech uses a hatchet to make physical attacks
per the standard club attack rules, but need use only one arm
for the attack, rather than two. This means the target can be in
the front firing arc or in the side arc corresponding to the arm
in which the hatchet is mounted. Though a BattleMech may
mount two hatchets, one in each arm, the pilot can make only
one hatchet attack per turn. The pilot may fire weapons
mounted in the arm not carrying the attacking hatchet in
the Weapon Attack Phase.

Hits on a hatchet critical slot represent damage to the shaft
of the weapon. If a hatchet critical slot takes a hit, the weapon
is no longer functional.

Swords: BattleMech swords are used in the same way as
hatchets, but they have slightly different characteristics, as
shown on page 133.

PUSH ATTACKS

A BattleMech uses both arms to make a pushing attack
against its target, which must be another BattleMech.

A BattleMech may make no arm-mounted weapon attacks in
the turn that it makes a pushing attack. All torso-, leg-, and
head-mounted weapons may be fired normally. Pushing attacks
can be made against a target in the hex directly in front of the
attacker (based on the orientation of its feet, not its upper
body, as in the case of a torso twist).

The Base To-Hit Number for a push is 4, plus modifiers
(p. 29). A successful push attack does not damage the target.
Instead, it moves the defending BattleMech into the adjacent
hex in the direction that it is being pushed by the attacker. If the
push is successful, the attacking BattleMech advances into the
hex formerly occupied by its target. At the same time, the
defender must make a successful Piloting Skill Roll or fall.

See also Unit Displacement, p. 44.

Multiple Pushes: Only one push attack may be declared
against a single target per turn. If two 'Mechs are pushing each
other, resolve both attempts and apply the net effect. If both
attacks fail, nothing happens. If both attacks succeed, neither
'Mech moves, and both must make Piloting Skill Rolls or fall. If
only one of the push attacks succeeds, resolve it as usual.

Shoulder Actuators: Each damaged shoulder actuator adds
+2 to the pushing 'Mech’s target number.

If the 'Mech in Hex A is
successfully pushed by
the BattleMech in Hex
B, it moves into Hex
C. If the 'Mech in Hex
A is successfully pushed
by a BattleMech in
Hex D, it will be
forced into Hex E. In
both cases, the pilot of
the target 'Mech must make a
Piloting Skill Roll to remain stand-
ing, and its attacker will advance into Hex A. Note that
the 'Mech in Hex A cannot push either of its opponents
because neither of them lies directly in front of it.

KICK ATTACKS

A BattleMech may only make a kicking attack with one leg
per turn. No weapons mounted on that leg can fire in the turn in
which the "Mech kicks. To make a kicking attack, both hips
must be undamaged, and the BattleMech’s target must be in
one of the 3 forward-arc hexes, based on the facing of the feet
(not the upper body, as in the case of a torso twist).

A player who declares that his BattleMech will make a
kicking attack uses a Base To-Hit Number of 3, plus modifiers
(p. 29). Kicks have a Damage Value of 1 point for every 5 tons
of the attacking BattleMech's weight. For example, a 70-ton
Grasshopper's kick would inflict 14 Damage Points.

Determine the location of the damage by rolling 1D6 and
consulting the BattleMech Kick Location Table.
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A BattleMech that has been successfully kicked must make
a Piloting Skill Roll. If the attacking BattleMech misses its kick,
it must make a Piloting Skill Roll.

Critical Damage: Reduce this damage by half for each
upper and lower leg actuator damaged on the kicking leg, with
these effects being cumulative. For example, if two leg
actuators are missing, reduce the damage to one-quarter its
original value, rounding fractions down.

Vehicles: A BattleMech can kick a vehicle in its forward arc
or kick (stomp) a vehicle in the hex it occupies. The side on
which a vehicle takes damage is determined randomly if the
BattleMech is attacking from the same hex.

Infantry: A BattleMech may kick (stomp) an infantry unit in
the hex it occupies, but apply a +3 to-hit modifier for such an
attack—infantry troopers tend to scurry out of the way when
BattleMechs get too close, making them harder to hit.

CHARGE ATTACKS

In order for a unit to charge, it may not have moved back-
ward in the Movement Phase of the turn. The target must be in
the hex directly in front of the charging unit (disregarding torso
twists) at the beginning of the Physical Attack Phase. The charg-
ing unit may not make any weapon attacks in the same turn.

Charging attacks must be declared during the Movement
Phase, but like all other physical attacks, they are resolved dur-
ing the Physical Attack Phase. This means that the charging unit
can only attack units that have finished their movement. It also
means a unit that is charging cannot be the target of a charge
or death from above attack, because its movement will not be
finished until the end of the Physical Attack Phase.

The charging unit must spend Movement Points to enter the
target hex, whether or not the charge is successful. If a unit
does not have enough Movement Points left over from its
Movement Phase to enter the target hex, it may not make a
charging attack. In addition, if the target occupies terrain that
the attacking unit is restricted from entering, the unit may not
charge.

The Base To-Hit Number for a charge is 5, and along with
the usual modifiers, there is a special modifier applied to
charge attacks. Whenever one unit charges another, compare
their Piloting Skills and use the difference between the two skill
levels as a modifier to the to-hit number. If the target's skill
level is lower, add the modifier to the to-hit number. If the
attacker’s Piloting Skill level is lower, subtract the modifier from
the to-hit number.

Multiple Attacks: A unit may only be the target of one
charging or death from above attack in a given turn.

Vehicles: All vehicles, with the exception of VTOLs, may
make charging attacks. Vehicles may charge other vehicles
but may not be charged by BattleMechs.

Infantry: Infantry units may not be the target of charging
attacks.

Unusual Targets: A vehicle or BattleMech unit may charge
a building and may be forced to accidentally charge a building
or hill under certain circumstances.

A Black Hawk with a Piloting Skill level of 4 is
charging a Grasshopper with a Piloting Skill level of 5.
Because the attacking MechWarrior's skill level is
lower, the difference between the two is subtracted
from the to-hit number, providing a -1 to-hit modifier. If
the skill levels of the pilots were reversed, the attack
would suffer a +1 to-hit modifier.

DAMAGE

If the attack succeeds, both units take damage from the
collision. The defender takes 1 point of damage for every 10
tons that the charging unit weighs, multiplied by the number of
hexes moved by the attacker in the Movement Phase (note that
this is hexes moved, not counting the hex containing the target,
and not MP expended). The charging unit takes 1 point of dam-
age for every 10 tons the target weighs (round fractions up).

Group the damage resulting from charging attacks into 5-
point clusters. The attacking player rolls once on the appropriate
Hit Location Table for each cluster, in the same manner as for
LRM damage.

If a unit charges a target that is in a building, the building
absorbs damage as normal (see Combat Effects in Buildings,

p. 51). The charging pilot also must make a Piloting Skill Roll
modified by +3 in addition to the building modifier to avoid tak-
ing damage from entering the building (see Movement Effects in
Buildings, p. 50). If the target unit must pass through walls as
a result of a successful charge (the unit is pushed out of its
position), the target pilot must make a Piloting Skill Roll
modified by +3 to avoid taking damage.

Vehicles: When a vehicle charges a standing BattleMech,
allocate damage according to the BattleMech Kick Location
Table. Against another vehicle or a prone "Mech, the normal
hit location rules apply.

Unusual Targets: If a charge attack is made against a
target with no tonnage, such as a building or hill (for example,
as the result of a skid), the damage to the attacker is calculated
using the attacker’s tonnage rather than the target’s.

A 65-ton JagerMech moves 5 hexes and declares
a charging attack against another BattleMech. If the
charging attack is successful, the target takes 33
points of damage (6.5 for the JagerMech'’s tonnage
multiplied by 5 for the number of hexes it moved,
rounded up).
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LOCATION AFTER ATTACK

If the charging attack succeeds, the defending unit is
forced to move just as if it had been pushed, and the attacker
advances into the defender’'s hex. (See Unit Displacement,
p. 44). If the attacker misses the target, the attacking player
places the attacking unit in the hex to the right or left of its
forward arc.

FALLS

After any successful charging attack, both the attacking and
defending BattleMechs must make Piloting Skill Rolls modified
by +2, plus all other applicable modifiers, or fall in the hex they
currently occupy.

DEATH FROM
ABOVE ATTACKS

A desperate MechWarrior piloting a jump-capable '"Mech
can literally leap onto his target, with the aim of bringing the
full weight of his machine crashing down on the victim's head.
This type of attack, known among MechWarriors as “death
from above,” is extremely difficult and always results in some
damage to the attacker ('Mech legs were not designed to take
this kind of stress), so it is rarely attempted except as a
last-ditch measure.

The death from above attack (DFA) may actually cause
less damage than a standard charging attack, but the damage
is concentrated on the upper part of the target BattleMech,
with a good chance of hitting the head. Though not particularly
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effective, this kind of attack can also be made against vehicle
and infantry targets.

In order to execute a DFA, the attacker must have enough
MP and be able to jump into the hex containing the target. The
attacker then literally jumps into the hex containing the target,
though it stops just short of that hex until the Physical Attack
Phase (see Weapon Attack Phase, p. 43).

DFA attacks must be declared during the Movement Phase,
but like all other physical attacks, they are resolved during the
Physical Attack Phase. This means that the attacking unit can
only attack units that have finished their movement. It also
means a unit that is making a DFA cannot be the target of a
charge or DFA, since its movement will not be finished until the
end of the Physical Attack Phase.

A BattleMech making a DFA cannot be the target of physical
attacks, but may be the target of weapon attacks.

Multiple Attacks: A unit may only be the target of one
charging or DFA attack in a given turn.

Stacking: A BattleMech does not count as stacked in a hex
while executing a death from above attack until it completes its
attack. As soon as it lands, normal stacking limits apply (see
Stacking, p. 20).

WEAPON ATTACK PHASE

The attacking unit cannot make any weapon attacks during
a turn in which it is executing a DFA.

During the Weapon Attack Phase, the attacking unit is
considered to be adjacent to the target hex along the path that
the attacking unit will travel during the jump, and facing the
target hex. If the path of the jump passes exactly between two
hexes adjacent to the target, the attacker must choose which
one he will occupy. For the purpose of determining LOS, the
attacking unit is considered to be in the air above the hex,
standing on an elevation 1 level higher than the target hex or
the elevation of the hex the attacker is in, whichever is higher.

Falls: If the attacking BattleMech takes damage during the
Weapon Attack Phase that forces the pilot to make a Piloting
Skill Roll, the player should roll as normal. A failed roll means
that the attack automatically miss-
es. Resolve the attacker’s fall
and ending location per
the rules below.

A Jenner is making
a death from above
attack from Hex A on an

Atlas. The Jenner's path during
the jump is as shown in the illustration.
During the Weapon Attack Phase, the

Jenner is considered to be in Hex B, as though it
were standing on a Level 2 hill (the target hex’s level
+1). The Atlas may fire against the Jenner's front side
with any weapons that it can bring to bear at a Range
of 1. Other units on the map can check for LOS and
fire as though the Jenner were in Hex B at Level 3.

BASE TO-HIT NUMBER

The Base To-Hit Number for a death from above attack is 5,
with all the normal attack modifiers including the jumping move-
ment of the attacker, but not modified for terrain. In addition,
whenever one unit makes a death from above attack on another,
compare their Piloting Skills and use the difference between the
two skill levels as a modifier to the to-hit number in the same
way as for a charging attack. If the target’s skill level is lower,
add the modifier to the to-hit number. If the attacker’s Piloting
Skill level is lower, subtract the modifier from the to-hit number.

If the attack is successful, both BattleMechs take damage
as determined below. If the attack misses, the jumping 'Mech
crashes to the ground and takes damage (see Falls, below).

Infantry: For death from above attacks against infantry
targets, add an additional +3 to-hit modifier. Also, because
infantry units have no Piloting Skill, neither player needs to
add a modifier for relative Piloting Skills.

DAMAGE TO TARGET

To determine damage to the target from a death from
above attack, divide the weight of the attacking BattleMech by
10 and multiply the result by 3, rounding up. For example, a
Jenner with a weight of 35 tons inflicts 11 points of damage.

Group the damage into 5-point clusters in the same way as
for LRM damage. Determine the attack direction as though the
attack had come from the attacking BattleMech's starting hex,
then determine the hit location of each cluster of damage by
rolling 1D6 and consulting the BattleMech Punch Location
Table, p. 39.

Vehicles: Resolve successful death from above attacks
against a vehicle on the Front column of that vehicle’s Hit
Location Table.

DAMAGE TO ATTACKER

The attacker takes damage as if from a successful attack
on its legs. To determine the amount of damage, divide the
attacker's weight by 5. Divide the result into 5-point clusters as
for LRM damage, then roll 1D6 for each cluster of damage and
consult the Front column of the BattleMech Kick Location Table
to find the location hit.

LOCATION AFTER ATTACK

At the end of a death from above attack, the attacker lands
in the target's hex. If the DFA is successful, the target is pushed
1 hex in the direction opposite the attack. If the attack fails, the
target chooses an adjacent hex and moves to it, even if immo-
bile or prone. This motion might result in Accidental Falls from
Above or a Domino Effect; see Unit Displacement, p. 44.

It may be impossible for the target unit to be displaced if
all the surrounding hexes contain impassable terrain. For exam-
ple, the target "Mech may be on Level O terrain surrounded by
Level 3 or higher hills. In this case, if the attack succeeds, the
target is destroyed. If the attack fails, the attacker is destroyed.
In both cases, the destruction is recorded as a Head Blown Off
critical hit for purposes of salvage. In the case of vehicles, it is
considered an ammo/power plant hit.
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FALLS

A successful death from above attack may cause both
BattleMechs to fall. Both MechWarriors must make Piloting Skill
Rolls, the target adding a +2 modifier and the attacker adding a
+4 modifier. If either unit fails this roll, the unit takes damage
as from a O-level fall.

On an unsuccessful attack, the attacker automatically
falls, taking damage as though the 'Mech had fallen 2 elevation
levels onto its back side (see Falling, p. 22).

DIFFERENT ELEVATIONS

The rules for punching, clubbing, kicking and charging
attacks assume that the opposing BattleMechs are at the same
elevation. Most physical attacks against vehicles occur only if
the vehicle is being attacked by a unit at the same elevation.
See Physical Attacks Against VTOLs, p. 58, for exceptions.

A BattleMech may make a physical attack against another
BattleMech only if both '"Mechs are within 1 elevation level of
each other. The Different Elevations Table shows which types of
physical attacks can be made in various situations. Note that
players must use different Hit Location Tables to determine the
location of damage from punching, clubbing, or kicking attacks
against an opponent on various levels.

BattleMechs cannot make punch attacks against ground
vehicles or infantry unless the BattleMech is 1 elevation level
lower than normal because it is prone, on lower terrain, or
standing in Depth 1 water.

PRONE BATTLEMECHS

The following special rules apply to prone 'Mechs for physi-
cal attacks.

PHYSICAL ATTACKS
BY PRONE BATTLEMECHS

Prone BattleMechs can make only two types of physical
attacks; punches against ground vehicles in the same hex and
thrashing attacks against infantry.

Punching While Prone

In order to punch while prone, a '"Mech may not be suffering
from a destroyed arm. Like Firing When Down (p. 31), the 'Mech
props itself up on one arm and may punch once with the other
arm. Vehicles take punch damage from prone attacks against
the side facing the attacker.

Thrashing Attack

When a prone BattleMech and an infantry unit (armored or
unarmored) occupy the same hex, the BattleMech may make a
thrashing attack by wildly waving its arms and legs in hopes of
making contact with the infantry. The attack can only be made
in clear or paved terrain and is automatically successful. This
attack inflicts damage on the infantry equal to the BattleMech's
tonnage divided by 3 (round up at .5 or greater). Against battle
armor, divide this damage into 5-point groups and determine
hit location for each group (see Attacks Against Battle Armor,
p. 61). If a BattleMech makes a thrashing attack, it cannot
make any other attack in that turn, and the MechWarrior must
make a Piloting Skill Roll to prevent damage to his BattleMech.
If the pilot fails this roll, the BattleMech suffers normal falling
damage as though it had failed an attempt to stand.

Anti-'Mech Infantry: Thrashing attacks cannot be made
against infantry that are successfully swarming. Swarming
infantry must be dislodged according to the Anti-BattleMech
Infantry rules on p. 67.

PHYSICAL ATTACKS
AGAINST PRONE BATTLEMECHS

The only physical attacks that can be made against a prone
BattleMech are kicks and death from above, plus charge attacks
made by vehicles. BattleMechs cannot charge prone
BattleMechs. Determine the location of successful attacks of
these types using the appropriate column of the BattleMech Hit
Location Table, p. 33. Note that damage from death from above
attacks against prone 'Mechs is determined using the Rear col-
umn of the table, regardless of the attack direction.

Different Elevations: A prone BattleMech that is 1 level
higher than the attacking '"Mech can also be hit by punch and
club attacks. These attacks also use the BattleMech Hit
Location Table.

UNIT DISPLACEMENT

Units that are moved from their hexes as a result of their
opponent’s actions are said to be displaced. Displacement can
result from charging, pushing and death from above attacks. It
can also result from a so-called domino effect as a string of
units are displaced into one another.

A unit cannot be displaced into a hex that is impassable to
it (see Movement Cost Table, p. 18). This includes hexes that
are more elevations upward than the displaced unit can cross
using Walking/Cruising movement. Of course, units can be dis-
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placed downward any number of levels, though this results in
an accidental fall (see below).

If the rules call for a unit to be displaced into an illegal
hex, the displacement cannot occur. Unless the specific rules
of the attack or action state otherwise, in these cases neither
the target unit nor the attacking unit is moved. All other usual
effects of the displacing action take place, including damage
and any required Piloting Skill Rolls.

Vehicles: A vehicle unit can be displaced into water.

If the water is impassable to the vehicle type, then the vehicle
is destroyed.

ACCIDENTAL FALLS FROM ABOVE

An accidental fall from above results when a unit is
displaced by a charge, push, or death from above attack,
or as a result of another accidental fall from above or the
Domino Effect (p. 45) into a hex containing another unit,
and the elevation of the hex it is entering is 2 levels or
more lower than the hex it was displaced
from. If the elevation is 1 or O less,
or greater than, the level of the hex it
was displaced from, a domino effect
occurs instead.

When a BattleMech accidentally
falls 2 levels or more into a hex occupied
by another BattleMech, make a to-hit
roll with a Base To-Hit Number of 7,
modified by target movement and
terrain only.

A BattleMech may not intentionally
"accidentally” fall from above.

Infantry: Accidental falls automatically
miss infantry.

Vehicles: Accidental falls automatically hit vehicles.

Falling BattleMech Hits Target

If the to-hit roll is successful (or if the target unit is a vehi-
cle), treat the accidental fall as a successful death from above
attack, with the following exceptions. If the “target” unit is a
BattleMech, the falling 'Mech takes damage to its upper body.
If there is more than one non infantry unit in the target hex
(friend or foe), determine randomly which will be the target unit.

Determine the amount of damage inflicted on the target
unit by dividing the weight of the falling BattleMech by 10.
Divide the damage into 5-point clusters, then roll 1D6 for each
cluster of damage and consult the BattleMech Punch Location
Table. Determine damage to the falling (“attacking”) BattleMech
as normal for a fall, with the BattieMech falling on its back.

Falling BattleMech Misses Target

If the to-hit roll is not successful, the falling BattleMech
lands in an adjacent hex, as close to the hex that it fell from as
possible, and takes the standard damage from falling. No other
units take damage.

If there are multiple adjacent hexes equally close to the hex
the unit fell from, randomly determine which hex is entered.

DOMINO EFFECT

A domino effect results when a unit is displaced by a
charge, push, or death from above attack, or as a result of
another domino effect or Accidental Falls from Above (p. 45),
into a hex containing another unit, and the elevation of the hex
it is entering is 1 or O levels lower than the hex it was displaced
from, or higher than the hex it was displaced from. Furthermore,
the domino effect only results if the stacking limit of the hex
would be exceeded by the new unit entering the hex.

If a BattleMech accidentally falls 1 level or less, or is
forced into a hex occupied by another BattleMech, the second
BattleMech is normally forced out of the hex in the direction of

the push. The second BattleMech can avoid this by moving out
of the hex, as long as it is neither facing the first BattleMech
nor facing directly away from it.
The pilots of both BattleMechs must make
Piloting Skill Rolls to avoid falling. When the
domino effect push originates from one of
a BattleMech'’s four side hexes,
however, the BattleMech can
avoid the domino effect
by moving 1 hex directly
forward or back, if it has
sufficient MP remaining from
the Movement Phase, if it is
both mobile and standing,
and if the player made a
successful Piloting Skill
Roll for that BattleMech.
If the Piloting Skill Roll was
not successful, the BattieMech
would have fallen and missed this
chance to step out of the way.
The domino effect continues as long as
BattleMechs remain in hexes adjacent to
one another in the direction of the effect, and none of them
manages to step out of the way.

The BattleMech in Hex A has fallen 1 level into
Hex B. The BattleMech standing in Hex B will be forced
into Hex C and must make a Piloting Skill Roll to avoid
falling. The BattleMech in Hex C, however, can try to
avoid the domino effect by moving. First, the player
must make a Piloting Skill Roll. If the roll fails, the
"Mech will fall into Hex D, and if another '"Mech
occupied that hex, the domino effect would continue.,
However, if the roll is successful and the 'Mech has
at least 1 MP left from the previous Movement Phase,
it may move one hex directly backward, into Hex E,
ending the domino effect. If the BattleMech had 3 or
more MP left, it could choose to move forward into
the heavy woods in Hex F.
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One of the most severe problems facing any BattleMech in
combat is internal heat buildup. Though every BattleMech can
dissipate heat through its heat sinks (devices designed to draw
heat away from thermal systems) or by standing in water, the
BattleMech builds up heat whenever it moves or fires its weapons.

Even when using both of those methods to cool its
systems, a high rate of activity commonly produces more heat
than a BattleMech can dissipate. It is possible for a BattleMech
to overheat and continue to function, but a pilot who pushes his
BattleMech past its limits eventually must pay the price. As a
BattleMech's internal heat increases, it moves more slowly and
its weapons fire becomes less accurate. If its internal heat
reaches a certain level, the ammunition that it carries may
explode. The BattleMech's fusion reactor may even shut down,
causing the BattleMech to become inactive and immobile until
the heat drops below a certain point.

Vehicles: Vehicles do not generate heat in the same man-
ner as BattleMechs. A vehicle only needs to be designed with
enough heat sinks to fire all of its energy weapons at once.
Because of its more open (and flimsier) structure, a vehicle can
automatically shed heat built up from movement or from firing
non-energy weapons.

HEAT POINTS

Players track the internal heat of a BattleMech by the num-
ber of Heat Points (HP) it builds up. The greater the number of
Heat Points, the greater the '"Mech’s internal heat. The player

keeps track of his BattleMech's Heat Points using the column of
boxes on the 'Mech record sheet labeled Heat Scale. The Heat
Scale records heat levels from O to 30 Heat Points. The Heat
Overflow box is used to track heat levels above 30. As the
BattleMech's internal heat reaches various levels on the Heat
Scale, the BattleMech will suffer the adverse effects listed at
those levels on the scale.

BUILDING UP HEAT

Different activities build up heat at different rates. A good
MechWarrior balances the tactical value of an activity against the
heat it will add to his BattleMech. The Heat Point Table indicates
the number of Heat Points generated by various activities and
damage. It also shows the number of Heat Points that a
BattleMech can dissipate through its heat sinks and by standing
in a Water hex. Note that there are two types of heat sinks avail-
able: standard heat sinks that dissipate 1 point of heat per turn,
and double heat sinks that dissipate 2 points of heat per tumn.

Jumping: Note that jumping generates more heat than walk-
ing or running, even if the BattleMech moves only 1 hex,
because firing the jump jets adds a minimum of 3 Heat Points.
The Heat Point cost for jumping depends on the length of the
jump. The farther the jump, the longer the jump jets are used
and the more heat they generate. To determine the number of
Heat Points generated by jumping, count the hexes moved. If
the "Mech jumps 3 or fewer hexes, the Heat Point cost is 3
points. If the number of hexes moved is 4 or more, the Heat
Points generated equals the number of hexes jumped.
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Water: Heat sinks dissipate twice as much heat when they
are underwater in the Heat Phase. When a BattleMech is stand-
ing in Depth 1 water, only those heat sinks mounted in the legs
are underwater. A 'Mech standing in Depth 2 or deeper water or
prone in Depth 1 or deeper water is completely submerged, so
all of its heat sinks are considered underwater. Regardless of
how many heat sinks are underwater, however, the "Mech can
shed no more than an additional 6 points of heat per turn by
being underwater.

Shutting Off Heat Sinks: A MechWarrior may actually
wish to build up heat in some situations, particularly if his
BattleMech is equipped with triple-strength myomer (p. 134).
Building up heat is most easily accomplished by shutting off
as many heat sinks as desired during the End Phase of any
turn. Heat sinks shut off in such a way dissipate no heat in the
following Heat Phase and may only be switched back on during
a subsequent End Phase.

RECORDING HEAT BUILDUP

During the Heat Phase of every turn, each player adds up
the Heat Points built up by his BattleMech. He subtracts the
heat dissipated by his BattleMech’s heat sinks and any addi-
tional dissipation if his BattleMech occupies a Water hex. The
result may be positive or negative. Add this number to the cur-
rent level of heat shown on the Heat Scale on the BattleMech’s
record sheet. If the number is negative, adjust the Heat Scale
downward; if the result is positive, adjust the Heat Scale
upward. The level of heat shown on the Heat Scale cannot drop
below 0.

We suggest that players mark the Heat Scale with a pencil,
because the heat will rise and fall many times during the game.

More than 30 Heat Points: It is possible for a '"Mech’s heat
level to rise above 30. Heat in excess of 30 has no additional

effect on the "Mech beyond the power plant shutdown at 30
points of heat, but the excess heat makes it take longer to
restart the "Mech, because the heat level must drop below 30
before the 'Mech's reactor can be started. Mark any heat
generated beyond 30 in the Heat Overflow box on the record
sheet. If there is no Heat Overflow box on the record sheet
being used, simply write the extra heat at the top of the Heat
Scale. When dissipating heat, the Heat Overflow must be
dissipated before the Heat Scale can be reduced below 30.

EFFECTS OF HEAT

The effects of excessive heat cause the BattleMech to func-
tion less efficiently. It will move more slowly, fire less accurately
and possibly shut down or even explode. Some of these effects
are permanent, but others are negated when the "Mech cools.

The BattleMech suffers the effects listed below after the
heat level for the turn has been adjusted as described in
Recording Heat Buildup.

MOVEMENT EFFECTS

At 5, 10, 15, 20 and 25 Heat Points, subtract the number
indicated from the BattleMech’s Walking MP. For example, at 5
Heat Points, subtract 1 from the BattieMech's Walking MP as
long as the heat is at or above 5. Remember that Running MP
are 1.5 times the current Walking MP; if the Walking MP are
reduced, the BattleMech's Running MP must also be recalculat-
ed, rounding fractions up.

This effect is not cumulative with any previous heat-caused
loss of Movement Points. When a BattleMech's heat buildup
reaches 5 on the Heat Scale, its Walking MP are reduced by 1.
When the buildup reaches 10 on the Heat Scale, its Walking MP
are reduced by 2 total, not 2 more.

When the heat buildup is reduced below the point at which
the effect occurs, the BattleMech regains 1 Walking MP, though
previous losses remain in force. Thus, if the heat falls below 10
on the Heat Scale, the -2 MP effect is removed, but the -1 MP
effect is still in force until the heat drops below 5.

Jumping: Note that a BattleMech’s Jumping MP are not
affected by the reduction in Walking MP due to heat buildup.

WEAPON ATTACK EFFECTS

At 8, 13, 17 and 24 Heat Points, add the number
indicated to the BattleMech's base to-hit number for weapon
attacks. For example, at 8 Heat Points, add 1 to all base to-hit
numbers while the heat is at or above 8. Treat these effects like
movement effects: they are not cumulative and may be negated
by reducing the heat buildup.

SHUTDOWN EFFECTS

At 14, 18, 22, 26 and 30 Heat Points, a BattleMech
attempts to shut down its fusion reactor automatically as a
safety procedure. Until the MechWarrior restarts the reactor, the
BattleMech is affected by shutdown as described in Shutdown
BattleMechs, below.

This effect may be avoided if the MechWarrior is able to
override the fusion reactor's safety shutdown procedure, as
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indicated by the Avoid number listed with the effect (shutdown
cannot be avoided at 30+ Heat Points). The player rolls 2D6
once during the Heat Phase if the 'Mech'’s heat is at or above
14. If the result is equal to or greater than the highest Avoid
number corresponding to his '"Mech's heat level, the pilot avoids
shutdown for that turn. If heat accumulation reaches 2 or more
trigger levels in one turn, roll 2D6 only once, against the highest
Avoid number.

Shutdown BattleMechs

When a BattleMech shuts down, it can take no actions,
and all of its equipment ceases to function. (See also Piloting
Skill Table, p. 23). It cannot make attacks or move, and
cannot build up heat by its own actions. Even engine critical
hits will not generate extra heat while the 'Mech is shut down.
Outside influences such as fire and flamers can create heat
buildup, however.

A shutdown BattleMech's heat sinks will still work and so
will continue to dissipate the excess heat. For every turn that
the 'Mech is shut down, the heat level will drop as usual, and
the player may attempt to restart the reactor during each Heat
Phase. To do this, the player rolls 2D6. If the result is equal to
or greater than the highest current Avoid number, he can restart
the reactor. A BattleMech may move and fire in the turn follow-
ing the turn in which the reactor was restarted. When the heat
drops below 14 on the Heat Scale, the reactor restarts automat-
ically, even if the pilot is out of action.

Aimed Shots: A shutdown BattleMech may be targeted by
aimed shots (p. 33).

AMMUNITION EFFECTS

If the heat level reaches or exceeds an Ammo Explosion
threshold of 19, 23, or 28 Heat Points, the ammunition carried
in the BattleMech might explode. The explosion may be avoided
by pure luck, as indicated by the Avoid number. To see if the
'Mech avoids an explosion when the heat level reaches an
Ammo Explosion threshold, the player rolls 2D6 once during
the Heat Phase if the '"Mech's heat is at or above 19. If the
result is equal to or greater than the highest Avoid number
corresponding to his '"Mech's heat level, the pilot avoids an
ammunition explosion for that turn. If heat accumulation
reaches 2 or more trigger levels in one turn, roll 2D6 only
once, against the highest Avoid number.

When a BattleMech’s ammo explodes due to overheating,
the ammunition critical slot with the most destructive ammo
rack explodes first. An ammo rack is defined as the damage
that one turn's worth of shots will do. Thus, a rack of machine
gun ammo has a Damage Value of 2, an AC/10's Damage
Value is 10, an LRM-15 has a Damage Value of 15, and an
SRM-6 has a Damage Value of 12. When the 'Mech carries two
racks with equivalent Damage Values, the BattleMech's pilot
chooses which ammo explodes. All of the appropriate ammo
type in a single critical hit slot explodes. If there is more than
one critical hit slot with the appropriate ammo type, the one with
the most shots remaining will explode. If there are two or more
locations with an equal number of shots remaining, randomly
determine the one that explodes.

Resolve the explosion following the rules in BattleMech
Critical Hit Effects, p. 36.

MECHWARRIOR EFFECTS

If the life-support systems suffer a critical hit, the
MechWarrior suffers 1 point of damage for every turn that the
BattleMech's internal heat reaches 15 or more. For every turn
that the heat rises or remains higher than 25, the MechWarrior
suffers 2 points of damage.

A Hatamoto-chi begins a turn with a Heat Scale
reading of 4. During the turn, it fires both its PPCs
and walks (generating a total of 21 Heat Points). The
BattleMech only has 16 standard heat sinks working.
They dissipate 16 of the 21 Heat Points, leaving 5 to
build up. During the Heat Phase, these 5 points are
added to the 4 already on the Heat Scale, bringing the
total to 9. In the next turn, the BattleMech must
reduce its Walking MP by 1 and add +1 to its to-hit
number for weapons attacks.

If the BattleMech repeats these actions in the next
turn, the player must add 5 more Heat Points to the
Heat Scale, bringing the total to 14. The player must roll
a 4 or higher on 2D6 to avoid having his BattleMech’s
fusion reactor shut down. Even if he avoids the shut-
down, he must reduce the Hatamoto-chi's Walking MP
by 1 more, for a total of 2, until its heat falls below 10
on the Heat Scale. At the same time, the ‘Mech fires its
weapons with a +2 to-hit modifier.
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In 2571, humanity united under the Star League, usherinﬁ in a golden age
of achievement and prosperity unsurpassed in history.
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[Hlustration by: Doug Andersen

Following the collapse of the Star League in 278

1, brave soldiers followed

their liege lords into savage wars that would last for centuries.
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In 3050, the militaristic descendants of the once-proud Star League army struck
like o hammer blow against the Houses of the Inner Sphere.
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The Star League re-formed in 3058 to fight a common foe, heralding the beginning of a bright new future.
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The rampant destruction caused during the early
Succession Wars shocked and appalled even the most hard-
ened soldiers. In recent years, it has become common practice
to avoid combat in populated areas, especially among the war-
rior Clans, who consider the collateral damage caused by such
battles unacceptable. Despite this unwritten law, combat still
has a tendency to drift from the intended battlefield into urban
areas. There is also no shortage of less than noble comman-
ders who set ambushes in cities, counting on the unspoken
truce in those areas to offer an extra measure of surprise.

Historically, the buildings
and irregular terrain in urban areas
made it difficult for armored vehi-
cles to successfully achieve their
objectives. Though BattleMechs
have superior flexibility, cities still
complicate warfare in the thirty-
first century. Battles fought in
. long, narrow streets filled with
buildings that block line of sight,
provide enemy hiding places, and
offer limited protection from
weapons fire require a change in
tactics and operations. In urban
combat, even unarmored infantry
may substantially damage a
BattleMech.

The rules in this section
are a simplified system for
integrating basic buildings into
BattleTech play. A more compre-
hensive system for other kinds
. of structures can be found in
Maximum Tech on p. 49.

BUILDING
TYPES

BattleTech divides buildings
into four types: Light, Medium,
Heavy, and Hardened. Each type is
rated to describe the damage it
can withstand, the protection it
provide, and the weight it can
bear. Two numbers describe
buildings in BattleTech: the
Construction Factor (CF) and
Elevation.
| Default Values: If the scenario
A does not specify a building's type,
assume it is Medium, Level 2.
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CONSTRUCTION
FACTOR

The Construction Factor
(CF) is used to determine how the physical structure of the build-
ing affects the play of the game. The CF is the number of points
of damage that a building can take before being reduced to rub-
ble. It is also the number of tons of additional weight each level
of a building can support without collapsing. The range of possi-
ble CF values for each building type is shown on the Building
Modifiers Table, p. 50. Regardless of a building's current
Construction Factor, its type never changes. A damaged Heavy
Building with a current CF of 15 is still a Heavy Building.




Building counters are used to represent buildings on the
mapsheet. Counters provided by FASA show a picture of the
intact building on one side, labeled according to its type and
elevation. The other side represents rubble. Whatever players
choose to use as counters, those pieces should contain the
same information as is provided on FASA counters.

Multiple-Hex Buildings: In the case of building counters
that cover more than a single hex, the CF of the building repre-
sents the whole counter, not its individual hexes. Each hex of
the building can support tonnage equal to the building’s current
CF.

Default Values: If the scenario does not specify a building's
CF, assume that a Light Building has CF 15, a Medium Building
has CF 40, a Heavy Building has CF 90, and a Hardened
Building has CF 120.

BUILDING ELEVATION

Treat building elevation exactly like other terrain elevation
for both line of sight and movement, with each level of a build-
ing being about 6 meters high. See Building Levels, p. 51.

MOVEMENT EFFECTS

Units can move into or onto buildings. Building elevation
levels affect movement in the same way as all other terrain
elevation, though units may also enter a building rather than
climbing on top (see Entering Buildings, p. 50).

If the total tonnage of 'Mechs and vehicles on any level of a
building (except the ground floor, Level 0) exceeds the current
CF of the building, the building will immediately collapse (see
Collapse, p. 52).

The Building Modifiers Table summarizes movement costs
and modifiers for each type of building.

Vehicles: Ground vehicles cannot move onto the top of a
building.

ENTERING BUILDINGS

Every time a BattleMech or vehicle moves into a building
(by entering a Building hex), it passes through a wall, and the
MechWarrior or driver must make a Piloting Skill Roll, adding all
appropriate modifiers from the Piloting Skill Roll Table, p. 23.

In addition, modify the Piloting Skill Roll for the unit's movement
per the Building Movement Modifiers Table. If the Piloting Skill
Roll is successful, the unit takes no damage. If the roll is
unsuccessful, the BattleMech or vehicle takes damage equal

to the building's current CF divided by 10 (round up). The attack
direction for this damage is the front. Note that the BattleMech
does not fall. The player must also make Piloting Skill Roll to
avoid such damage when the 'Mech leaves a building and when
moving from hex to hex inside a single building.

In addition, whenever a BattleMech or vehicle moves
through a building wall (by moving from or into a Building hex),
the building suffers damage equal to the unit's tonnage divided
by 10 (rounded up), whether the Piloting Skill Roll is successful
or not.

A MechWarrior with a Piloting Skill level of 5
piloting a 65-ton JagerMech wants to move through a
Medium Building (CF 40) to fire at units on the other
side. The JagerMech runs 1 hex to reach the hex adja-
cent to the building, then spends 3 MP to enter the hex
containing the building. As the 'Mech passes through
one wall, the player must make a Piloting Skill Roll,
modified by +1 because this is a Medium Building (5 +
1 = 6). As shown on the Building Movement Modifiers
Table, the player need not add a modifier for its unit's
movement because the JagerMech only moved 2 hexes
so far. The JagerMech's player rolls 2D6 with a result
of 10, which is a success. The BattleMech suffers no
damage, but the building takes 7 points of damage
(the JagerMech's 65 tons divided by 10 and rounded
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up). The JagerMech must make a second Piloting Skill
Roll in order to leave the Building hex. The player must
add a Building Movement Modifier of +1 this time,
because this is the 'Mech's third hex of movement (5
+1 + 1 = 7). The die roll result is 3, less than the 7
needed to pass through the wall without taking dam-
age. The JagerMech suffers 4 points of damage (the
current CF of 33, divided by 10, rounded up), and the
building suffers a further 7 points of damage, reducing
the current CF to 26. The JagerMech spends its
remaining 1 MP to move to Hex C.

Building Levels

Like terrain elevation, building elevation levels are 6 meters
high. These levels do not represent a specific number of floors,
but rather are used for game purposes as an abstraction of the
actual contents of the building. For example, even though a
BattleMech stands two levels tall, when inside a building, it only
occupies a single level at a time.

All units can enter buildings at Level 0, or ground level. A
BattleMech or infantry unit may enter a building at an elevation
higher than ground level only if entering the building from an
adjacent hex with an elevation equivalent to the building level
being entered. Once inside a building, a BattleMech may not
change elevations within the building.

Vehicles: Ground vehicles can only enter or exit the ground
level (Level 0) of a building. They cannot change levels within a
building.

Infantry: It costs infantry 1 MP to enter a building and 1 MP
to change levels within a building.

Stacking: Normal stacking limitations are in effect at each
level in a building. Interior floors of a building also can support
the building’s CF in tonnage.

A Dragonfly is adjacent to the Level 4 building in
Hex A. The Dragonfly may attempt to enter the building
at ground level, or it may jump up to the roof. The
Jenner on the roof of the adjacent Level 2 building may
i Jjump or climb to the roof of the building in Hex A, or it
may enter the building on its second level,

COMBAT EFFECTS

Combat in and around buildings may cause damage to the
buildings and to the units inside.

ATTACKING BUILDINGS

Units firing directly at a building add a —4 to-hit modifier
for firing at an immobile target. Shots aimed at buildings from
adjacent hexes always hit, as do all physical attacks. All
missiles launched at a building from an adjacent hex will strike
the building; the player need not roll on the Missile Hits Table.

When a building suffers damage, simply subtract the points
of damage from the building’s current CF and write the resulting
number in pencil on the back side of the counter or on a piece
of scratch paper. When the cumulative damage equals or
exceeds the building’s CF, flip the counter over to the rubble
side. The building is now rubble for the rest of the game.

ATTACKING UNITS INSIDE BUILDINGS

A unit firing at a BattleMech or vehicle that is inside a
building does not modify the to-hit number to represent this
situation, but the building provides some protection against
damage to those 'Mech and vehicle units inside. (Infantry are
a special case; see Infantry Inside Buildings, p. 51) The building
absorbs an amount of damage equal to its current Construction
Factor divided by 10 (round up) from each attack that hits a unit
inside the building. For this purpose, an attack is each individual
group of damage for which the attacker would make a hit loca-
tion roll, including clusters of LRM and artillery damage and LB-X
autocannon “pellets.” The building absorbs the same amount of
damage from each attack. The building takes damage (reduces
its CF) only after all weapons fire is complete.

All shots that were aimed at a target inside a building and
miss do full damage to the building instead.

Physical Attacks: Physical attacks cannot be made against
targets in a building by units outside the building.

Several attackers make successful attacks
against a Hunchback that is inside a Medium Building,
hitting it with an AC/10, a small laser, a large laser
and 9 missiles from an LRM-15. The building has a
current CF of 38. Each attack’s damage is reduced by
4 (38 + 10 = 3.8, rounded up to 4). The AC/10 inflicts
6 damage on the Hunchback. The small laser inflicts
no damage, while the large laser inflicts 4 damage.
The LRM damage is divided into a 5-point cluster of
damage and a 4-point cluster of damage. One point of
the 5-point cluster reaches the Hunchback, while the
4-point cluster is entirely absorbed by the building. In
the end, the Hunchback suffers a total of 11 damage,
while the building’s CF was reduced from 38 to 19
(38-4-3-4-4-4=19).

Infantry Inside Buildings

Because buildings block line of sight, units outside a build-
ing cannot fire directly at infantry (standard or battle armor)
inside a building and must fire at the building instead. Damage
done to buildings affects the infantry units inside according to
the Infantry Damage in Buildings Table (round up at .5).

Use this table only when damage is intentionally inflicted on
the building from a weapon or physical attack, or from a




BattleMech or vehicle moving into or out of a building containing
infantry. For damage to battle-armored troops inside a building,
group the damage into 5-point clusters and roll 1D6 for each
cluster to determine hit location (see Attacks Against Battle
Armor, p. 61).

If an attacker is inside a building and in the same hex as an
infantry unit, it may make a weapons attack against that unit, fire
at the building, or make a direct physical attack against the unit.

A 'Mech wishes to attack an infantry unit hiding
in a Medium Building, so the 'Mech must attack the
building rather than the infantry. The 'Mech inflicts 20
points of damage on the building, reducing its CF by
20. Ten points of damage (50 percent of damage to
building) affect the infantry unit inside.

COMBAT WITHIN BUILDINGS
Units fighting inside a building must do so according to the
following special rules. If the attacking unit is inside the building
and on the same level, use the normal weapon- and physical-
attack rules, but do not modify the to-hit number for the terrain.
It is possible for many units to occupy the same hex if they
are on different levels of the same building. When units on dif-

ferent levels inside a building fire at each other, use the
standard to-hit procedures, with the following modifications.
The difference in levels between attacker and target is added to
the range. Add a +3 to-hit modifier for concealment. Do not use
minimum range modifiers in this case. If a shot from a different
level hits a BattleMech, roll 1D6 and consult the appropriate
section of the Special Hit Location Table. If a shot hits a vehi-
cle, consult that vehicle's Hit Location Table. Note that the shot
hits a randomly determined side of the vehicle. Remember that
the building protects all units from a certain amount of damage
just as when the attack comes from outside the building (see
Attacking Units Inside Buildings, p. 51).

BattleMechs: Do not add a level to a BattleMech's height
when it is inside a building.

COLLAPSE

A building will collapse if it takes total damage equal to or
greater than its CF or if there are BattleMech and vehicle units
on any one level of one hex of the building whose combined
tonnage exceeds the current CF of the building.
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| When a building collapses because its maximum weight
limit has been exceeded, it collapses immediately. If it collaps-
. es due to damage from attacks, it collapses at the end of the

I attack phase in which the damage was inflicted.

When a building collapses, any unit inside suffers damage
equal to the building's CF at the beginning of the current phase
divided by 10, multiplied by the number of levels of building
above the affected unit (round up). Units on top of a collapsing
building suffer damage as though they were on the highest level
inside it.

BattleMechs: A BattleMech occupying a level higher than
0 or the roof of a collapsing building suffers standard falling
damage in addition to the damage caused by the collapse
(see above).

Infantry: Infantry units suffer 3 times the normal damage
caused by a collapsing building.

The north fixed firing arc always lies toward the north side
of the mapsheet.

BASEMENTS In combat, treat a gun emplacement as a building of the

Most buildings have basements, which can work to a appropriate CF. For example, treat a gun emplacement with a CF
BattleMech’s advantage or disadvantage. For example, a 45 as a Heavy Building. When a gun emplacement takes a hit,
heavy BattleMech might walk through a Light Building and roll 2D6 and consult the Gun Emplacement Damage Table to
unexpectedly crash through the floor, suffering damage. On determine the hit location.

the other hand, a BattleMech might be able to use a basement
for partial cover. To determine if a building has a basement and
the effect of a unit falling into a basement, roll 2D6 and consult
the Basements Table whenever a unit enters a building.

Note that published scenario packs may state whether a
building contains a basement and what type of basement it is.
Only use the Basements Table if the scenario being played does
not provide this information.

) A unit falls through the floor and into a basement only if the
unit's tonnage is greater than the building's current CF. A col-
lapsed basement creates a sinkhole below the ground floor of

1 the building. The depth of the sinkhole is equal to the number of
levels of basement (either 1 or 2).

Vehicles: A vehicle takes normal falling damage when it
falls into a basement; use the Front column of the vehicle's Hit
Location Table if it moved forward into the basement, or the

Rear column if it reversed into the basement. Any vehicle lack- @ Falls within the field of fire of both adjacent firing arcs.
ing flight capability that falls into a double basement is trapped
there for the rest of the game. See the Basements Table for TURRETS
additional effects. Turrets have Armor Points separate from the CF of the
emplacement itself.
GUN EMPLACEMENTS Any number of weapon systems may be located in a
A gun emplacement is a building designed to provide a turret, providing a 360-degree traverse and the same firing
weapons platform and protection for the crew manning those arcs as vehicles.
weapons. Treat a gun emplacement as a standard building with If a turret takes damage that locks it into place but leaves
the following additional rules. the weapons intact, it can fire those weapons into the firing arc
Any type of weapon can be housed in a gun emplacement. of its last facing. If the turret takes damage exceeding its Armor
Within the limits of these rules, any number of weapon systems Points, the turret and its weapons are destroyed, but any
may be fixed in an emplacement or a turret (see Turrets, below). remaining weapons in the emplacement continue to function
Players may mount a weapon in an emplacement to fire until the building itself is reduced to rubble. If the building has
into one of three fixed firing arcs: north, east, or west, as no turret and the die roll to determine hit location results in a
illustrated below. 3-5 or 9-11, the building itself takes the damage.
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A randomly chosen trooper takes maximum damage before the
OmniMech takes damage from successful attacks. Only one
trooper takes damage from any single hit intended for the
OmniMech; damage in excess of that required to kill the trooper
transfers to the OmniMech.

Only OmniMechs can carry battle armor units in this way.

COMBAT

Rules for infantry combat are divided into two main
categories: standard infantry combat (foot, motorized, or jump),
and battle armor combat.

All types of infantry have a 360-degree arc of fire. Note
that infantry may fire at units occupying the same hex. All
damage from such attacks is considered to have an attack
direction of Front. In addition, infantry never add attacker
movement modifiers to their to-hit numbers.

STANDARD INFANTRY

Standard infantry, also called conventional infantry or
unarmored infantry, consist of platoons of troopers carrying
hand-held weapons. Foot and motorized units consist of 28-man
platoons. Jump units consist of 21-man platoons.

Standard Infantry Attacks

Standard infantry units can be armed with one of five
weapons: rifles, machine guns, flamers, portable lasers, or
short-range missiles.

Use the BattleMech rules for infantry weapons fire and
to-hit procedures, with the following modifications. Infantry units
have Gunnery Skill (see Warriors, p. 14) and use the usual
attack modifiers, with the exception of range modifiers. See the
Infantry Range Modifier Table for the to-hit modifiers of standard
infantry weapons by range.

The amount of damage that a standard infantry platoon can
inflict is based on its current number of troopers and the type of
weapons with which it is armed. Consult the Standard Infantry
Damage Table to determine how much damage each type and
strength of unit can inflict. For example, a full-strength rifle
platoon inflicts 7 points of damage each time it successfully
attacks, while an 11-man laser platoon does 6. This information
also appears on the Infantry Record Sheet at the back of this
book for ease of play.

Group standard infantry damage into 5-point clusters and
apply in the same fashion as for LRM damage.

Attacks Against Standard Infantry

Standard infantry platoons take damage in much the same
manner as 'Mechs; attackers fire on infantry as normal units
using appropriate modifiers, and infantry units take damage
equal to the Damage Value of the weapon. As damage is taken,
mark off the boxes indicating troopers on the platoon's record
sheet, left to right, one for each Damage Point inflicted.

Unarmored infantry hit while in a Clear terrain hex suffer
twice the normal damage.

For a standard infantry platoon that takes a hit from a
vehicular or BattleMech-mounted machine gun, the attacking

player rolls for damage based on the type of machine gun used.
For a light machine gun, roll 1D6; for a medium machine gun,
roll 2D6; for a heavy machine gun, roll 3D6. The result is the
damage inflicted on the infantry platoon. Double this damage as
usual if the infantry platoon is in Clear terrain.

Machine gun-equipped battle armor units that fire on an
unarmored infantry platoon should roll 1D6 for each successful
hit according to the Battle Armor Direct Fire Table. Add the die
roll result for each hit to create a running total. This total is the
damage inflicted on the unit. Double this damage as usual if the
infantry platoon is in Clear terrain.

BATTLE ARMOR

Battle armor infantry consist of small detachments of
troopers equipped with powered combat suits, providing them
with considerable armament, protection and mobility as
compared with standard infantry. Clan battle armor units
consist of 5-man Points, while the Inner Sphere typically
deploys its battle armor in 4-man squads.

The following rules describe the use of Clan Elemental
battle armor, the first-seen and most common type in use.




These rules apply, with only minor differences, to all types of
battle armor. The variations in these rules for other types of
battle armor are found in Clan Battle Armor Variants and Inner
Sphere Battle Suits, pp. 61 and 63, respectively.

Battle Armor Attacks

All members of a battle armor Point carry an SRM-2
launcher on their backs. The launcher holds four missiles,
enough for two salvos of two missiles each. In addition,
members of a Point carry one anti-BattleMech weapon system,
either a small laser, a flamer, or a machine gun. All personnel in
a Point must carry the same type of anti-BattleMech weapon
system because they fire as a combined unit in battle.

When a Point of battle armor attacks, it fires as a single
unit. In one Weapon Attack Phase, the Point may fire twice,
once with SRMs and once with its second weapon (small laser,
flamer, or machine gun). These attacks use all range and
line-of-sight restrictions appropriate for the weapon. Note that
battle armor small lasers are considered to be standard Inner
Sphere models, not ER or pulse lasers. All attacks against units
in the same hex as the battle armor unit are considered to be
at a Range of 1.

Like all warriors, battle armor units have a Gunnery Skill
rating (see Warriors, p. 14). Calculate the modified to-hit num-
ber using the standard rules, modifying the number for defender
movement, terrain, and all other appropriate modifiers.

When an anti-BattleMech small laser, flamer, or machine
gun attack hits its target, roll 2D6 and consult the Battle Armor
Attack Table to determine the number of troopers in the Point
who scored a hit. Each trooper who hits inflicts normal damage
for the weapon. Determine a hit location separately for each hit.

Anti-"Mech Attacks: Note that battle armor-equipped
units are highly trained, elite troops and are automatically
capable of delivering anti-BattleMech attacks as described in
Anti-BattleMech Infantry, p. 67 in Special Case Rules.

If a battle armor unit makes a successful SRM attack, roll
2D6 and consult the Battle Armor Missiles Table to determine
the number of missiles that hit. Each missile inflicts 2 points
of damage on the target. Determine a separate hit location for
each missile.

Attacks Against Battle Armor

When a unit attacks a Point of battle armor, the attack
targets the Point as a unit, though individual troopers take the
damage (in other words, a single member of a Point cannot be
the target of an attack; the trooper damaged by a successful
attack is determined randomly). Use all standard modifiers. In
addition, BattleMechs and vehicles must modify their to-hit
numbers by +1 for battle armor attacks to account for the
spread-out formation and tactics of battle armor units.

On a successful attack against battle armor, roll 1D6 to
determine which one of the troopers takes damage from the hit
(reroll a 6 or a result indicating a previously destroyed trooper).
Treat long-range missile fire against battle armor as for
BattleMechs; each cluster of missiles that hits the unit strikes
a different, randomly selected trooper. Each weapon, SRM, or
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cluster of LRMs or MRMs will only damage the trooper struck;
excess damage is wasted.

Each suit of battle armor has an Armor Value of 10 points,
plus an additional point of damage that represents the
Elemental trooper inside. To inflict damage on the trooper, treat
the eleventh point of damage as “armor” occupying a single
“location.” If all 11 points of armor are destroyed, the trooper
inside the battle armor is out of action.

CLAN BATTLE
ARMOR VARIANTS

Early versions of Clan battle armor were tailored to specific
combat roles and environments. Clan Wolf perfected the battle-
suit known as Elemental battle armor, a com promise between
the various types that was designed to function equally well in
any environment and on virtually any type of mission. None of
the earlier versions could match the Wolf suit's versatility, and
so they faded into obscurity as Elemental battle armor gained
wide acceptance among all the Clans.

Unexpectedly, the Clans’ invasion of the Inner Sphere
disturbed the status quo regarding battle armor. Initially, Clan
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battle armor had no equivalent among Inner Sphere troops.
In fact, Elementals were mistaken for alien invaders when first
seen among Clan forces. However, as the Inner Sphere began
to develop its own battle armor, the Clans started to lose their
dominance in that field. In response, some Clans have begun
to redevelop mission-specific battle armor to supplement the
Elementals already in the field. The first two of these to see
full-scale deployment are described below: the Hell's Horses
heavy Gnome armor and Clan Fire Mandrill's incendiary
Salamander suit.

Unless specified otherwise in the rules following each entry,
this new battle armor follows all the standard battle armor rules.

GNOME BATTLE ARMOR

In 3054, rumors filtered to the Clan homeworlds that the
Inner Sphere was developing assault battle armor in order to
counter the venerable Elemental design used by all Clans for
the past century. Clan Hell's Horses, aware that any
success in that field could threaten the edge they had
long held over their fellow Clansmen as well as over
the Inner Sphere, immediately set up a program to
study the feasibility of such a concept. When the
Clan's scientists, citing prototypes of pre-
Elemental armor, demonstrated that assault battle
armor was possible, Khan Malavai Fletcher ordered
them to develop a similar system with Clan technolo-
gy. The new armor, Fletcher insisted, had to retain
its mobility, increase its firepower and be able to
withstand all but the most powerful weapons.

The designers of the new battle armor dubbed
it the Gnome, after an elemental being that inhab-
its earth. Using the latest technigues in small-scale,
ferro-fibrous armor design, the Gnome mounts enough
armor to withstand two strikes from Clan
medium lasers. Its main armament is an
extended-range small laser in the right
arm, with a fully articulated claw on
the left arm. In addition, the suit
upgrades the Elemental's detachable
SRM-2 launcher to an advanced
model with increased
range and accuracy. W

Gnome Armor Rules

Gnome units can jump
up to 2 MP. Each Gnome battlesuit
has an Armor Value of 14 points,
plus 1 additional point that rep-
resents the trooper inside. _
Though Gnome troopers can \ o
jump and travel aboard R
OmniMechs using the
Mechanized Battle Armor rules,

Unlike the weapons in the standard Elemental suit, those
mounted in the Gnome are not modular. Every Gnome suit
mounts a Clan ER small laser and an advanced SRM-2 launcher
with two shots. The SRM-2 launcher has the range profile of
Clan Streak SRMs (see p. 129). When rolling to determine the
number of missile hits, roll on the standard Battle Armor
Missiles Table. If the result of the roll indicates an odd number
of missiles, add one missile to the result. For example, with five
Point members active, a roll of 3 would indicate three missiles
hit. However, because these are advanced missiles, the result
is increased to four missiles.

SALAMANDER BATTLE ARMOR
Clan Fire Mandrill scientists were intrigued by the concept
of heavy battle armor but learned that Clan Hell's Horses had
beaten them to the punch.
Rather than pouring
resources into
developing a
technology
they could gain
through a Trial
of Possession,
a group of
scientists from
Kindraa Faraday-
Tanaga decided
to take a unique
approach to their
new battle armor
design.
One of the early
versions of
Elemental

they lack the dexterity to make
anti-'Mech leg or swarm
attacks.




armor, named the Salamander after the elemental creature of
fire, was designed specifically for urban warfare and anti-infantry
operations, before unarmored infantry had fallen into disuse
among the Clans. The Faraday-Tanaga scientists chose to model
their new armor after this prototype while enhancing the suit's
anti-"Mech capabilities. They eventually created a potent
guerrilla fighter and counterinsurgency weapon.

As much a psychological as a physical weapon, the
Salamander has a menacing look and a selection of weapons
virtually guaranteed to break the will of any infantry that dares
[ to stand against it. The Salamander's primary weapon is the
flamer, which wreaks havoc with opposing infantry and can also
be used to raise the heat levels of enemy 'Mechs. The
Salamander carries a '"Mech-scale flamer underslung on each
arm beneath a powerful claw for use in anti-'Mech swarm
attacks. The suit's feet
are also modified with
gripping claws and
magnets to aid in
grabbing on to enemy
'Mechs. As an added
anti-'Mech weapon,
each Salamander suit
carries a single inferno
SRM, mounted over the
shoulder in an insulated
launch tube.

Salamander
Armor Rules

Salamander suits are armed
with two flamers per trooper.
Resolve the attack normally, but
double the result from the Battle
Armor Attack Table to determine
how many flamers hit the target. Each
suit also carries a single inferno SRM (see p. 131).
A Salamander Point may fire its SRMs only once,
determining the number of missile hits using the
Battle Armor Attack Table.

Each Salamander battlesuit has an Armor Value of
7 points, plus 1 additional point that represents the
trooper inside. Salamander units are immune to fire;
they take no damage from flamers and are
unaffected by inferno missiles and fires
in their hexes.

Salamander suits have two pow-
erful, articulated claws as well as
clawed magnetic boots, making them
extremely adept at anti-'Mech leg and swarm
attacks. Apply a -1 modifier to the Base To-Hit number
for such attacks. In addition, any attempt to remove swarming
Salamanders, whether through punch attacks or jumping move-
ment, suffers a +1 modifier to the
target number.
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INNER SPHERE
POWER SUITS

The Clans developed their battle armor in the middle of
the thirtieth century, and immediately began using selective
breeding techniques to develop a caste of Elemental pilots
with the size, strength and agility to make the most effective
use of battle armor. The Successor States have begun fielding
their own versions of these suits, but Inner Sphere infantry lack
the physical development to use them as effectively as their
Clan opponents.

By 3059, the various Houses of the Inner Sphere have
developed a number of distinct battle armor types. All of them
follow the standard battle armor rules unless specifically stated
otherwise below.

STANDARD
INNER SPHERE
BATTLE ARMOR
The first attempts made by most
Houses to copy Elemental battle armor
took this form, including the Draconis
Combine’'s Raiden suit and the Gray Death
Legion's standard-issue power armor.
Such “standard” Inner Sphere battle
armor functions in the same way
as Elemental battle armor,
but is somewhat weaker.
To reflect this fundamental
inequity, each Inner Sphere power-suited
unit begins the game with only 9 points
of armor, plus one additional point that
represents the trooper inside. Inner Sphere
power suits do not carry the heavy SRM

launchers, so they are armed with only one
anti-BattleMech weapon.

GRAY DEATH

LIGHT SCOUT ARMOR

The infamous mercenary outfit made some

of the earliest strides in battle armor development.

In addition to a standard model, the Legion has
a “scout suit” that strips away half of the
protection and the anti-Mech weapon of
standard battle armor in exchange for
increased mobility and a complex sensor array.

Scout Armor Rules

Gray Death scout armor units can
jump up to 4 MP. Every light scout suit
has an Armor Value of 4 points, plus 1 addi-
tional point that represents the trooper inside.
Scout armor units do not carry anti-'Mech
weapons, but rather are armed like standard infantry. Therefore,
they attack in the same way as unarmored infantry units,
making a single attack with a single damage amount based on
the unit’s armaments and the number of surviving troopers.
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Scout armor units can carry any standard infantry weapon.
Scout armor units are also equipped with long-range communi-
cations gear and a sensor pack that functions like a Beagle
active probe (p. 122).

KAGE LIGHT BATTLE ARMOR

Developed with advice from Draconis Elite Strike Team
(DEST) veterans, the Kage is intended for scouting missions.
Ample speed and stealth were the Kage team’s primary
design considerations, with offensive capabilities a
secondary consideration.

Originally, the Kage's designers intended to
produce a powersuit with jump capability that
exceeded the jump capabilities of most
BattleMechs. The prototype’s volatile
flight characteristics presented a
serious obstacle to this goal,
but eventually the
designers
fitted the
Kage with a
partial-wing
configura- r
tion and ' L
stabilizing fins
that give the suit a
maximum jump distance
of 120 meters. When the unit is
not jumping, the fins retract to reduce
the powersuit’s visibility and radar
signature. The addition of stealth
capabilities adapted from DEST
sneak suits rounded out the Kage's
abilities, turning it from an
ordinary, fast infantry design
to a true infiltration powersuit.

The standard Kage arsenal
consists of a single antiperson-
nel weapon, mounted on the forearm for hands-free operation.

Typically, one powersuit unit in every Kage squad is designated
as a support unit and equipped with a single heavy weapon in
place of the standard antipersonnel weapon. If a Kage squad is
attached to a force equipped with Arrow IV launchers, the Kage
support unit often carries a compact TAG spotting laser (see
below) in place of a heavy weapon.

Kage Armor Rules

Kage units can jump up to 4 MP.

Kage squads always consist of 4 troopers. The trooper
designated as #1 on the record sheet is the squad'’s support
unit and is equipped with one of the following anti-BattleMech
weapons: flamer, small laser, machine gun, or compact TAG
unit. The compact TAG operates exactly as a standard TAG,
except its range is reduced to that of a medium laser (see TAG,
p. 134). The weapon can be fired once per turn until trooper #1
is eliminated. The loss of trooper #1 means the unit has lost its

weapon, but it may still move and perform other battlefield
tasks, such as spotting for LRM indirect fire or engaging in
anti-BattleMech leg attacks per standard rules.

Every Kage powersuit has an Armor Value of 5 points
plus 1 additional point that represents the trooper inside.

Kage suits are specially constructed to baffle all types of
sensors, which makes long-distance targeting of those suits
quite difficult. Medium-range attacks against Kage units receive
a +3 to-hit modifier in place of the standard medi-

um-range modifier; long-range attacks take a +6
to-hit modifier in place of the standard
long-range modifier. Additionally, Beagle
active probes and their Clan equiva-
lents cannot locate hidden
Kage units (see Active
Probe, p. 122).

KANAZUCHI
ASSAULT
BATTLE
ARMOR
The
Draconis
Combine's
Kanazuchi
features large
stumpy legs,
thick arms,
and a forward-
leaning “head”
that contains a
cockpit-like section
where the pilot sits. Twin back-mount-
ed SRM-2 launchers, a 'Mech-sized
medium laser, and a pair of
modular-pod-mounted, secondary
anti-infantry weapons compose the
Kanazuchi's arsenal. The design
also features an impressive amount of armor. During the
Kanazuchi's final field demonstration, in fact, the Draconis
Combine Mustered Soldiery produced a captured Clan Mad Cat
that unleashed a PPC blast directly at the powersuit. Though
the blast virtually destroyed the powered armor, the pilot inside
survived the hit relatively unhurt and even managed to return
fire with two medium-laser bursts, much to the delight of the
assembled observers.
Only a small number of Kanazuchi are currently deployed,
and they are primarily used as defensive units because of their
limited mobility.

Kanazuchi Armor Rules

Kanazuchi battle armor units move at the same speed and
with the same terrain restrictions as standard foot infantry (1
MP, no jump).

Each suit carries a single medium laser as its main weapon
and two SRM-2 launchers. In any given turn, a Kanazuchi unit




may fire its medium laser, plus one or both of its SRM-2s. The
SRM-2 racks have no reloads, so each rack can only be fired
once per scenario.

Resolve the medium laser fire as a standard battle-armor
attack. Resolve the SRM-2 shots as standard battle-armor mis-
sile attacks. If both SRM-2 racks are fired at the same time,
they must be resolved separately. This means a full-strength
Kanazuchi unit may make as many as three separate to-hit rolls
in a single turn: one for the medium laser, one for the first salvo
of SRMs, and a third for the second SRM salvo.

Each Kanazuchi powersuit has an armor value of 15 points
plus 1 additional point that represents the trooper inside.

The physical construction of the Kanazuchi suits prevents
them from climbing up onto a BattleMech, so they may not
engage in anti-BattleMech leg or swarm attacks. For the same
reason, Kanazuchi units cannot travel with an OmniMech using
the Mechanized Battle Armor rules.

LONGINUS
BATTLE ARMOR
The Longinus suit represents the Free Worlds League
Military's (FWLM) attempt to replicate the standard Clan
Elemental battle armor. A joint effort by the FWLM and the Word
of Blake enabled
League A
designersto gt
create an B\ N
impressive
design, though
the FWLM effort
proceeded more
slowly than the
Federated
Commonwealth and
Draconis efforts to
create battle armor.
Unlike comparable DCMS
and Federated Commonwealth
designs, however, the Longinus 48
features a version of the Clan %
Elementals’ SRM launcher. ~
Capable of stopping T —
a large laser or small-cal- < \
iber autocannon hit, the
Longinus met every
criteria set by the League
Central Coordination and
Command (LCCC), save
one—cost. The Longinus's
sophisticated armor compos-
ites—near perfect copies of
Clan battle-armor composites—
required new manufacturing
processes, a consideration
that dramatically drove up
the cost of manufacturing the

battle armor. The LCCC initially balked at the price, until
the Captain-General himself authorized additional funding
for the project.

Longinus Armor Rules

The Longinus functions as standard Inner Sphere
powered armor and follows the standard Inner Sphere
battle-armor rules, with two exceptions. First, the suit may
mount a single SRM-2 launcher, but may fire only a single
missile salvo. Until the salvo is launched (and the launcher
jettisoned), the unit may not use jumping movement or make
anti-BattleMech leg or swarm attacks.

ACHILEUS LIGHT BATTLE ARMOR
Concurrent with the design of the Longinus, development of
the Achileus was handled by a joint League-Word of Blake
research team. Using a suit developed by the Word of Blake as
a model, the Achileus team designed the Achileus to serve as a
mass-manufactured light battle-armor suit for deployment with
both the FWLM and the Word of Blake Militia.
Unlike the Word of Blake's Tornado, the Achileus features
armor-composite sheaths to contain
and protect its layers of myomer
musculature. The Achileus also
features integral mounts for
jump jets and a gyro-stabilized
gun mount in the right arm.
Flamers, small lasers

and machine guns

are the most
common
weapons of
choice, but
the gun
mount
can accom-
modate a
wide range of
other anti-'Mech
weapons as
well.
Secondary arma-
ment consists of a
single antipersonnel
weapon, usually an
SMG, mounted on
the left arm just
above the wrist.
Rather than a
claw, the suit's
right arm ends
in a fully
functional
manipu-
lator
hand,
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slaved to the operator’'s own hand. Though the hand is too
bulky to operate weaponry or most equipment, it can be used
for lifting. Unlike the Longinus, the Achileus cannot carry an
SRM launcher.

Achileus Armor Rules

Every Achileus battle-armor suit has an Armor Value of 6
points, plus 1 additional point for the trooper inside.

The armor also provides excellent stealth abilities. This
means that short-range attacks against Achileus units receive a
+1 to-hit modifier, medium-range attacks receive a +4 to-hit
modifier in place of the standard medium-range modifier, and
long-range attacks take a +7 to-hit modifier in place of the
standard long-range modifier. Additionally, Beagle active probes
and their Clan equivalents cannot locate hidden Achileus units,

INFILTRATOR STEALTH ARMOR

Among the earliest known prototype battle armor fielded
in the Inner Sphere, the Federated Commonwealth's Infiltrator
suit was based on captured Clan Elemental armor. Because
they were unable to duplicate the mobility of the Clan suits,
designers opted to equip the Infiltrator with.an advanced steaith
package to protect its wearers, This established the Infiltrator's
role firmly as deep penetration. It is largely defenseless in an
open-field fight.

Infiltrator Armor Rules

Infiltrator units have 2 MP, cannot jump and are subject to
all the standard movement restrictions regarding infantry and
terrain. Infiltrator units cannot travel with an OmniMech using
the Mechanized Battle Armor rules.

Each Infiltrator is armed with an auto grenade launcher.
For game purposes, treat this weapon as a machine gun, except
that each hit inflicts only 1 point of damage. Roll on the Battle
Armor Attack Table per standard rules to determine the number
of hits. Against unarmored infantry, each hit from the grenade
launcher inflicts 1D6 damage.

Their physical construction and lack of jump jets make it
impossible for Infiltrators to climb up onto a BattleMech, so
they may not engage in anti-BattieMech leg or swarm attacks.

Infiltrators have an Armor Value of 5 points, plus 1
additional point that represents the trooper inside.

Infiltrator suits are specially constructed to baffle all types
of sensors. This ability makes them very difficult to target at
long ranges. Against Infiltrator units, increase the to-hit modifier
for medium range to +3 and the to-hit modifier for long range to
+6. In addition, Beagle active probes and their Clan equivalents
cannot locate hidden Infiltrator units.

SLOTH ASSAULT ARMOR

Immediately following the development of the Infiltrator,
the Federated Commonwealth saw the need for a more heavily
armed suit to supplement the Infiltrator units. An impressive
weapon load, including two small lasers and a special anti-
'Mech mine launcher, were included on the new. design.
However, in order to support the additional weapons on the
chassis while maintaining stability, the designers gave the
Sloth an unusual four-legged configuration. This has raised
some eyebrows among Commonwealth troopers, but the
enhanced firepower of this armor is hard to ignore.

Sloth Armor Rules

Sloth units have 3 MP, cannot jump and are subject to
all the standard movement restrictions regarding infantry and
terrain. Sloth units cannot travel with an OmniMech using the
Mechanized Battle Armor rules.

Each Sloth comes equipped with two small lasers and a
magnetic mine launcher. During the Weapon Attack Phase, a
Sloth unit can either fire its lasers or launch one or more mines,
but not both. After a successful attack with small lasers, roll on
the Battle Armor Missiles Table to determine the number of hits
inflicted on a target.

A Sloth unit that begins the Weapon Attack Phase in the
same hex as a BattleMech or vehicle may choose to launch
one or more magnetic mines instead of making a standard
weapon attack. Unlike standard battle armor missile attacks,
the controlling player can choose to fire mines with some or all
of the Sloths in a unit, marking off the.ammunition expenditure
for each one fired on the record sheet. Each Sloth carries only
one mine, so an undamaged squad of four Sloths can fire from
one to four mines. If a Sloth is destroyed before it fires its mine,
that mine is lost.

The base to-hit number for a magnetic mine attack is 8,
modified for movement and terrain as normal. If the unit is
making a pointblank shot from hiding (see Hidden Units, p. 77),
do not modify the to-hit number for movement or terrain. If the
attack hits, roll on the Battle Armor Attack Table to determine
how many mines have become attached to the target, using the
Point Members Active column that matches the number of
mines fired by the Sloth unit. The mines hit the Center Torso if
the target is a BattleMech, or the Front if the target is a vehicle.
The attacker then rolls 2D6 for each mine that is attached and
consults the Determining Critical Hits Table. If the result is 7
or less, the target takes 4 points:of damage from the explosion.
If the attack results in one or more critical hits, resolve those
normally.

Their physical construction and lack of jump jets make it
impossible for Sloths to climb up onto a BattleMech, so they
may not engage in anti-BattleMech leg or swarm attacks.

Sloth suits have an Armor Value of 5 points plus 1
additional point that represents the trooper inside.




SPECIAL CASE RULES

The Special Case Rules section offers detailed rules to
resolve 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,
gun emplacements, hidden units and other tactical advantages.

All players should review the special-case rules and agree
on those to be included in their game before beginning play.

ANTI-BATTLEMECH
INFANTRY

Infantry trained in anti-BattleMech tactics learn to close
with a BattleMech, climb it and plant satchel charges in strate-
gic, vulnerable locations. This dangerous tactic requires highly
skilled and dedicated troops,
but if successful, it can turn the
tide of battle quickly.

Resolve anti-BattleMech
attacks in the Weapon Attack
Phase of the turn.

Note that anti-BattleMech-
trained infantry platoons
represent a rare sight on the
battlefield. Thorough training in
this specialized technique is
time-consuming and expensive,
so players should maintain
a standard ratio of 1
anti-BattleMech platoon
to 8 standard platoons.

LEG ATTACKS

Anti-BattleMech infantry
units that begin a Weapon
Attack Phase in the same hex
as a BattleMech may choose to
attack the BattleMech's legs instead of making a standard
weapon attack. During leg attacks, infantry climb the
BattleMech's legs and plant explosive charges in the joints to
damage the actuators.

The base to-hit number is based on the number of troopers
currently active in the unit. The more men, the greater the
chance of success. Use the Leg Attacks Table to determine the
base to-hit number. Modify the infantry unit's base to-hit number
as normal for movement and terrain, and if the BattleMech is
prone or immobile.

If the to-hit roll is successful, the attacker rolls 1D6. A
result of 1-3 means the attack hit the left leg, and a result of
4-6 means the attack hit the right leg. If one leg has been
destroyed, the attack automatically damages the other leg. The
attacker then rolls 2D6 and consults the Determining Critical
Hits Table. If the result is 7 or less, the leg takes 4 points of
damage. If the attack results in one or more critical hits, resolve
these normally.

Hidden Units: If the unit making a leg attack also uses
the Pointblank Shots from Hidden Units rule (see Hidden Units,
p. 77), do not modify the to-hit number for movement or terrain.

SWARM ATTACKS

Swarm attacks represent the boldest and most dangerous
attacks that infantry can perform against a BattleMech. A unit
making a swarm attack rushes a BattleMech, grapples and
climbs it, and then inflicts damage against the MechWarrior
or the upper parts of the BattleMech the next turn.

Anti-BattleMech infantry units that begin a Weapon Attack
Phase in the same hex as a BattleMech may choose to swarm
the BattleMech, rather than use their weapons or attack its
legs. Find the infantry unit's
base to-hit number in the
Swarm Attacks Table and
modify it for movement and
terrain, and by an additional
—4 if the BattleMech is prone
or immobile.

The swarm attack to-hit
roll determines only if the
infantry manages to gain secure
footholds on the BattleMech.
The infantry unit does not inflict
damage on the BattleMech
during either Combat Phase
of this turn.

Hidden Units: If the unit
making this attack also uses
the Pointblank Shots from
Hidden Units rule, do not modify
the to-hit number for movement
or terrain.

Stacking: Note that while
an infantry unit is swarming a target, it still counts against the
stacking limit of the hex.

Fighting Off Swarm Attacks

If the infantry successfully swarms a BattleMech, the
BattleMech can try to remove the swarming unit by using its
arms during the Physical Attack Phase of the turn, rather than
making a physical attack. The BattleMech can make up to 2
Piloting Skill Rolls (one for.each arm), adding a +4 modifier
and any modifiers for damage or construction normally applied
to a punching attack. A successful Piloting Skill Roll forces the
infantry unit off the BattleMech and back into the hex, and the
unit takes damage equal to a punch from that BattleMech.
If the Piloting Skill Roll is unsuccessful, the BattleMech
damages itself in the attempt to get rid of the infantry and must
take punching damage from the appropriate arm (rather than
falling from the failed Piloting Skill Roll). Roll 1D6 and consult
the Front column of the BattleMech Punch Location Table to




determine the location of the damage. If a BattleMech makes 2
attempts to remove the infantry, one may be successful and the
other may fail. If the player declares that the '"Mech will make 2
attempts, both must be resolved, even if the first is successful.

During the Movement Phase of the following turn, infantry
units that have not been knocked off travel with the BattleMech.
Jump-capable BattleMechs may attempt to shake off their
attackers during the Movement Phase. If the BattleMech jumps,
the player makes a Piloting Skill Roll with a +4 modifier upon
landing (in addition to any other Piloting Skill Rolls required by
the jump). On a successful roll, the infantry unit falls off into the
hex in which the BattleMech landed. The infantry unit cannot
move or shoot for the rest of the turn, and takes one hit of 11
points of damage. If the Piloting Skill Roll made for shaking the
infantry off fails, the 'Mech does not fall.

Attacks against the BattleMech being swarmed have no
effect on the swarming infantry.

A swarming unit may end a swarming attack as its attack
declaration during any subsequent Weapon Attack Phase. In this
case, it is placed in the hex containing the target 'Mech with no
further effects.

Water: If the BattleMech enters water of Depth 2 or deeper
and the swarming infantry unit is a conventional infantry platoon
(rather than a battle armor unit), the unit is destroyed. Any
swarming infantry unit knocked off the target 'Mech in a Depth 1
or deeper Water hex is destroyed.

Fire: If the BattleMech ends its movement in a hex that is
on fire, or if the BattleMech has been set on fire by an inferno
missile (p. 131), and the swarming infantry unit is a convention-
al platoon (not a battle armor unit), the infantry fall off. The
infantry unit’s player rolls 2D6. On a result of 8 or more, the
infantry are destroyed. If the infantry unit survives the fall into
the burning hex, it cannot move or shoot for the rest of the tumn.
Battle armor troops are unaffected by fire so long as they are
swarming.

Falling/Dropping Prone: If the BattleMech falls while it is
being swarmed, the infantry unit falls off the BattleMech into
that hex. The infantry unit cannot move or shoot for the rest
of the turn and takes one hit of 11 points of damage.

A BattleMech may intentionally go prone to shake off its
assailants, but this requires a successful Piloting Skill Roll.
If the BattleMech goes prone, it takes damage as from an
accidental fall and must make an additional Piloting Skill Roll
to avoid pilot damage as in an accidental fall. The infantry is
knocked off as in an accidental fall.

Swarm Attack Damage
If the infantry unit succeeds in staying on the BattleMech,
it may make a normal weapon attack during the Weapon Attack
Phase of the turn after it successfully swarmed the BattleMech.
All attacks automatically hit. The player rolls 2D6 and consults the
Swarm Hit Location Table to determine the location of the hit.
Damage from a swarm attack equals the unit's standard
weapon damage. Battle armor units apply all damage to one hit
location. For example, a full-strength battle armor Point
equipped with small lasers will inflict 15 points of damage on

one location.

A conventional
infantry groups
its weapon
damage into
5-point clusters
and applies it
per the rules
for LRMs.

By its
nature, a
swarm attack
by an anti-
BattleMech
unit may also
result in one or
more critical
hits. In addition
to determining normal damage, the player automatically rolls on
the Determining Critical Hits Table, p. 35, even if no internal
structure took damage in the attack.

Infantry units can continue to make weapon attacks on the
BattleMech per the swarm attack rules in subsequent Weapon
Attack Phases until the BattleMech is destroyed or manages to
shake off the attacking unit, or the unit chooses to end the
swarming attack.

ARTILLERY

Artillery can provide a force with useful long-range fire sup-
port. Unlike the real world, where artillery is often the decisive
force in combat, BattleTech artillery is only a supplement to con-
ventional forces. BattleMechs are the kings of the battlefield,
and even the best artillery strikes will rarely be more effective
than a good 'Mech lance.

Players may decide to assign off-board indirect artillery to
one or both sides during the game setup, either as dictated by
the scenario being played or by mutual agreement of both play-
ers. When artillery is used, modify the normal sequence of play
as follows:

Front Left Torso
Rear Left Torso
Rear Center Torso
Head

Initiative Phase
Targeting Phase
Movement Phase
Off-Board Attack Phase
Weapon Attack Phase
Physical Attack Phase
Heat Phase

End Phase

GAME SETUP

Prior to placing their units on the mapsheet, players should
determine the relative location of off-board artillery. Normally,
off-board artillery sets up behind the area the onboard friendly
forces will occupy. For example, if the friendly forces set up on
the north side of the map, the off-board artillery sets up north of
the map. Designating a specific location for artillery is important







because hit locations on BattleMechs and vehicles are
determined by the direction from which the artillery fire arrives.
Players must also determine the artillery’s distance from
the map, expressed in units of 500 meters (the length of one
BattleTech mapsheet). Keeping in mind the following considera-
tions, players may place an off-board artillery piece any distance
from the mapsheet up to its maximum range (see Artillery Table,
p. 71). The farther away from the map an artillery piece is
placed, the longer it takes for its shells to reach the target. The
closer the piece is placed to the scene of the battle, the greater
the likelihood that its position will be overrun and the weapon
destroyed or captured if the battle goes against that side.
If the players cannot decide on a range, position the artillery at
a distance of half its maximum range from the battlefield.
Before beginning play, the player using artillery may
secretly choose up to 5 hexes on the battlefield map as
designated artillery targets. Artillery fire on a designated hex
automatically hits.

Definition of Off-Board

Any unit that is more than 17 hexes away from the target
is considered off-board for purposes of artillery fire, even if the
artillery unit is on the mapsheet and has a clear line of sight to
the target hex.

If the attacker is 17 hexes or closer to the target, use the
onboard rule (see
Onboard Artillery Fire,
p. 71).

TARGETING
During the
Targeting Phase, a
player with off-board
artillery may select
and record the map
hex numbers that he
wishes his artillery to
fire on that tumn. Off-
board artillery fire can
only be directed at
hexes, not individual
targets. Players may
direct artillery fire at
hexes not under the
direct observation of a

friendly unit; however, this fire may not be adjusted (see Artillery
Spotters below). Each artillery piece that a player controls may
target a different hex. Record the turn in which each piece fired,
each target hex, and the turn in which each fired shell will land.
The turn in which a shell will land equals the current turn num-
ber plus the shell's time in flight, as shown on the Shell Flight
Table.

Artillery Spotters

If the target hex was in the LOS of a friendly unit (called a
spotter) at the end of the Movement Phase of the turn in which
the piece fired, and the same friendly unit has the target hex in
its LOS in the turn in which the shell arrives, and the artillery
piece has not fired at another target hex during the intervening
turns, then the shot receives a modifier as shown on the
Artillery Modifiers Table.

The player manning an artillery piece may attempt to adjust
subsequent fire to home in on its target hex by noting how far
off from the target hex and in which direction its shot landed.

If there is a spotter with LOS to the target hex as described
above, the attacker may adjust subsequent fire at that hex.
Each shell that is adjusted in this way modifies the to-hit
number for that artillery piece by —1, as shown in the Artillery
Modifiers Table.

Determining Hits

During the Off-Board Attack
Phase, players announce artillery
rounds due to land in that turn and
resolve the effects of their fire.
Artillery fire may or may not land in
the targeted hex. Except for fire
against a designated artillery target
hex, to determine whether or not an
artillery attack hits its target hex, use a
base to-hit Number of the firing unit’s Gunnery Skill, and apply a
standard modifier of +7, plus the appropriate modifiers from the
Artillery Modifiers Table.

Roll 2D6. If the result equals or exceeds the modified to-hit
number, the round hits the target hex; otherwise, the shot scat-
ters. To determine where the scattered shot lands, roll two dice.
The result of the first die determines the direction of the scatter
per the Scatter Diagram above, and the result of the second die
represents the distance away from the target hex (in hexes) that
it lands.

SCATTER DIAGRAM
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Once an artillery unit hits its target hex, it will automatically
hit that hex thereafter every time it targets that hex.

DAMAGE

All units and structures occupying a hex hit by artillery fire
take full damage from the attack. Group damage from artillery
into 5-point clusters and apply to the target as for LRM damage.
To determine direc-
tion of attack for hit
locations, consider
the artillery piece to
be in the center hex
of the map edge
beyond which it lies.
Thus, if the artillery is
located to the north
of the mapsheet on
which the battle is
taking place, resolve
hit locations as if the
attack originated in the center of the north edge of that map-
sheet. See the Artillery Table for the Damage Values of each
artillery type against the target and adjacent hexes. Determine
damage to adjacent hexes as above, but use the Adjacent Hex
Damage Value. The attack direction against targets in adjacent
hexes is determined as though the attack came from the target
hex.

Buildings: A building in a hex hit by artillery fire absorbs
damage as normal before that damage affects any units inside
(see Buildings, p. 51).

VTOLs: Artillery fire against their current hex does not affect
units in flight (see Artillery Flak, p. 75).

Water: Underwater units take normal damage from any
artillery shell that hits the hex they occupy.

Death from Above: A BattleMech executing a death from
above attack is not affected by an artillery shell that hits the
BattleMech's current or target hex.

SMOKE ROUNDS

Off-board artillery units may fire smoke rounds instead of
conventional rounds. A smoke round that hits a hex fills the tar-
get hex and adjacent hexes with smoke. A smoke-filled hex has
the same effect as Heavy Woods on line of sight and to-hit modi-
fiers. (See Smoke, p. 75). Under most circumstances, therefore,
smoke does not affect BattleMechs.

Smoke from an artillery round dissipates in the End Phase
of the third turn after it lands.

ONBOARD ARTILLERY FIRE

While most players use artillery for off-board, indirect
attacks, an artillery-equipped unit on the battlefield may be used
for direct or indirect artillery fire.

Direct Fire
To fire a direct artillery attack, the artillery unit must have
line of sight to the target hex, and the target hex must be no fur-

ther than 17 hexes away. Use a base to-hit number of the
attacker's Gunnery Skill, with a standard modifier of +5. Do not
modify the to-hit number for range, target movement, the terrain
of the target hex, or an immobile target. The base to-hit number
is modified normally for the attacker’'s movement and for firing
through (not into) woods and for other terrain features.

A direct-fire artillery attack is made during the Weapon
Attack Phase and has no
time in flight.

If the attack hits
the target hex, the round
inflicts standard artillery
damage, including
damage to adjacent
hexes. If the round
misses its target, it
scatters as described
in Targeting, p. 70.

Indirect Fire

Artillery pieces that start the game onboard may also fire
indirectly per the off-board artillery fire rules if the target is more
than 17 hexes away, or if there is no LOS to the target. In this
case, the time in flight is determined by the number of map-
sheets in distance (each 17 hexes or fraction thereof) from the
firing unit to the target. Modify the to-hit number for attacker
movement during the turn in which it fires.

ARROW IV MISSILE
ARTILLERY SYSTEM

Treat Arrow IV missile artillery as other artillery for game
purposes, using all Artillery rules except as noted below.

The Arrow IV system may make two types of attack: a
standard area-saturation attack or a homing missile attack
against a target unit. The Clan version of the Arrow IV system
can also deliver a FASCAM round, which lays a 30-point mine-
field in the target hex as described in Thunder LRMs, p. 132.

In a standard area-saturation missile attack, the weapon
is fired in the same way as other artillery. Such attacks inflict
20 points of damage to all units in the impact hex and 10
points to all units adjacent to that hex. Determine scatter in
the standard fashion.

Arrow IV Homing Missiles

Players firing homing missiles must select a specific TAG-
equipped unit to act as spotter on the turn of the missile's
arrival. If for any reason a friendly TAG-equipped unit cannot
designate the target during the Off-Board Attack Phase of the
turn in which the missile arrives on the board, the missile
automatically misses and explodes harmlessly.

To use TAG equipment for target designation, the spotting
unit must be within TAG range of the target and have line of
sight during the Off-Board Attack Phase of the turn of arrival.
The spotting unit cannot make any attacks of its own during
the arrival turn. Calculate the to-hit number as for a standard
weapon attack.
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If the spotter fails to designate the target (the to-hit
roll fails), the missile explodes harmlessly. If the spotter
successfully designates the target (the to-hit roll is successful),
the player firing the homing missile rolls 2D6 to see if the
missile homes in successfully. On a result of 4 or greater, the
missile hits its target. The missile does 20 points of damage to
one location on the target and 5 points of artillery damage each
to all other units in the hex.

If the spotting unit successfully designates the target but
the missile misses, it still detonates in the hex and causes 5
points of artillery damage each to all units in the target hex,
including the target unit.

Homing missiles do not attack adjacent hexes or scatter.
Use the location of the spotting unit relative to the target to
determine the direction of the attack. For example, if, relative
to the target's facing, the spotting unit is on the left side of the
target, use the Left Side column of the appropriate Hit Location
Table to determine what part of the BattleMech or vehicle
takes the hit.

One TAG-equipped unit can act as a spotter for any number
of homing missiles with the same target arriving on the same
turn. Only one roll to spot is required to designate the target.
However, the player must make a separate to-hit roll for each
missile to determine whether it successfully homed in on the
signal.

The TAG system cannot target infantry.

On-Board Arrow IV: In the case of an on-board attack, the
TAG unit must designate the target during the Weapon Attack
Phase in which the homing missile is fired.

BATTLEMECH LIFTING
CAPABILITIES

In some situations, a BattleMech pilot may want his
machine to lift and carry a piece of equipment. A BattleMech
may not pick up a unit. Only BattleMechs with functioning hand
actuators may pick up an object. To pick up an object, a
BattleMech must end its Movement Phase in the same hex as
the object, and it may make no weapon or physical attacks that
turn. A BattleMech can pick up objects that weigh up to 10
percent of its tonnage. While the BattleMech is carrying the
object, it cannot fire any arm or forward-firing torso-mounted
weapons, make punching attacks, or use a club; it may make
charging and kicking attacks and execute death from above
attacks. In addition, the BattleMech suffers the limitations
described in Cargo Carriers, below.

CARGO CARRIERS

During construction of any vehicle, a player may dedicate
specific tonnage to function as cargo space. This tonnage is
considered enclosed and protected by the unit’s armor. The unit
may carry any cargo weighing up to this tonnage without penalty.

A BattleMech or vehicle may also carry unprotected cargo
(in slings, strapped to the top, in lightweight containers, and so
on) equal to its own tonnage. However, a unit carrying an exter-
nal cargo weighing up to a quarter of its own weight must sub-
tract 3 MP from its Walking/Cruising MP or half of its

Walking/Cruising MP (round down), whichever is less. A unit
carrying a load weighing more than a quarter of its own tonnage
may only move at half its Walking/Cruising MP (round down).

Any successful attack on a unit carrying unprotected cargo
also strikes the cargo. If the cargo is infantry, the attacking
weapon does 4 times its Damage Value. Determine hit location
and damage against the carrying unit as normal; unprotected
cargo does not reduce this damage. When the armor protecting
cargo is destroyed, the cargo is destroyed at a rate of 1 ton per
point of damage the unit takes.

The hauling unit may drop his cargo during his Movement
Phase by expending 1 MP and declaring that he is dumping all
his cargo. If the hauling unit is at ground level, the dropped
cargo remains in the hex in which it was dropped. If the hauling
unit is flying, the cargo takes normal falling damage from
landing in the hex above which it was dropped.

CLEARING WOODS

Units can use heavy weapons fire to clear wooded hexes,
though an attempt to do so may set the woods on fire by acci-
dent (see Fire, p. 74). Woods can be reduced from Heavy to
Light, or cleared of trees completely, though the fallen trees
convert the hex to Rough terrain rather than Clear. Though
the BattleMechs and vehicles of the thirty-first century wield
awesome firepower, even they cannot alter the terrain of a
Rough or Clear hex.

When a player wants his BattleMech or vehicle to clear a
wooded hex, he declares that hex as his unit's target during
the Weapon Attack Phase. Modify the to-hit numbqr as usual,
including -4 for a stationary target. Do not modify the roll for
firing into wooded terrain.

If the attack hits, the player determines the damage and
then rolls 2D6. If the result is equal to or less than the damage
inflicted by the attack, the Woods hex is converted to a different
type of terrain, according to the Terrain Conversion Table.
Otherwise, there is no effect (though the hex may still be
accidentally set on fire). In the case of weapons that use the
Missile Hits Table, roll on the table to determine how many
missiles hit, but use the total damage of the attack, not the
damage of individual SRMs or LRM clusters, when checking
to see if the hex is converted.

Infantry: Infantry cannot clear woods.

DROPPING TROOPS

Normally, troops enter a battlefield by advancing over
ground to the target. In some cases, troops achieve the ele-
ments of speed and surprise through an assault drop. Such a
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maneuver requires troops to drop from a DropShip while it is
still in flight, either in space or atmosphere. Dropping troops
wear special jump packs that allow them to descend to the plan-
et's surface in relative safety.

The assault drop procedure is used in scenarios as an
alternative method of landing troops on a BattleTech mapsheet.
Note that only BattleMechs and battle armor-equipped infantry
may make assault drops.

The player controlling the dropping troops should nominate
a hex on the mapsheet in which each unit will land. For '"Mechs,
the player makes a Piloting Skill Roll to determine whether the
landing was successful. Modify the target number as usual for
the unit's current damage. Because battle armor units have no
Piloting Skill, simply roll 2D6 for each unit to determine whether
the landing succeeded or failed. A result of 4 or better indicates
a successful drop. A failed roll means the landing failed and the
unit missed its target hex.

Dropped troops always land at the end of the Movement
Phase. They may not fire or otherwise act for the remainder of
that turn, but they may be fired upon (attacker modifies the
to-hit number by +1 for target movement and adds the
appropriate modifiers for range, terrain, and so on). Landed
units function normally thereafter.

FAILED LANDING DAMAGE

A BattleMech that fails its landing will take damage as
though it had fallen a number of elevation levels equal to the
number of points by which the roll failed (see Falling, p. 22 in
Movement). For example, if a 'Mech with a modified Piloting
Skill Target Number of 6 or higher rolled a 3, the unit would
suffer damage as from a fall of 3 levels. A Piloting Skill Roll
for landing that failed by more than 7 means the 'Mech is
automatically destroyed.

If a battle armor unit rolls 3 on 2D6, it has failed its landing
and each trooper in the unit suffers 1D6 damage. If the result is
a 2, each trooper takes 2D6 damage.

FAILED LANDING LOCATION

On a failed landing, the unit will also “scatter” 1D6 hexes
for every point by which the result falls below the Piloting Skill
target number. Use the Scatter Diagram for Artillery, p. 70, to
determine the direction of the scatter. If the Piloting Skill Roll
for landing fails by 5 or more, the unit misses the target
mapsheet entirely and is considered destroyed for purposes
of determining victory in the current scenario (use this rule only
if playing an ongoing campaign).

DUMPING AMMUNITION

During the course of a game, a player might wish to dump
the ammunition carried by his BattleMech. He accomplishes this
by opening the ammo loading doors on the back of the
BattleMech and allowing the ammunition to fall out.

During the End Phase of a turn, a player can announce that
his BattleMech will dump ammunition during the next turn. The
unit may dump any or all of the ammunition it carries, but
ammunition must be dumped by slot; if any ammo in a slot is

dumped, all of the ammo in that slot must be dumped.
Dumping is carried out during the course of the following turn.

When a player announces that his unit will be dumping
ammunition, that ammunition is no longer available for use.
However, the ammunition is not actually gone from the
BattleMech until the End Phase of the following turn. For that
one turn, the ammunition remains onboard in its normal location
and critical slot, and is subject to the effects of heat buildup
and critical hits.

A BattleMech that is dumping ammunition cannot run or
jump in that turn. Any hit against the dumping "Mech on any rear
torso location during the Weapon Attack or Physical Attack
Phases inflicts normal damage, but it also causes all dumping
ammunition that can explode to do so. (Ammunition can be
stored in many different BattleMech locations, but it is loaded
and unloaded through the rear torso.)

Ammunition dumped into a hex cannot be exploded or used
for any type of attack.

EJECTING

Under certain unfortunate conditions, a MechWarrior may
be forced to leave his BattleMech in a hurry, best accomplished
by using the cockpit ejection system. When the pilot fires this
system, explosive bolts allow the cockpit canopy to separate
from the 'Mech and the pilot rockets away from the now-dis-
abled BattleMech. The ejecting MechWarrior usually lands in
the hex immediately behind the abandoned BattleMech.
All BattleMechs are equipped with sensors that detect impend-
ing ammo explosions and automatically eject the pilot before
the ammo explodes. Because the advent of CASE (described in
Equipment, p. 126) made it more likely for a BattleMech to
survive an ammo explosion, many MechWarriors disable the
auto-eject feature. Players must decide before each battle and
note on the record sheet whether or not the pilot disables his
'"Mech'’s auto eject.
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During the Movement Phase, a player may choose to
have the MechWarrior eject rather than move. If the auto-eject
function is operational, the pilot can also eject at the end of
any Attack Phase in which an ammo explosion takes place.

Ejecting from a 'Mech can be dangerous, and the pilot may
suffer damage upon landing. The pilot must make a successful
Piloting Skill Roll to avoid taking damage, modified for the
circumstances listed on the
Ejection Modifiers Table.

A pilot who fails this Piloting
Skill Roll takes 1 point of
damage and will need to make
a Consciousness Roll.

A conscious pilot who
successfully ejects may move at
the rate of 1 MP per turn in the
same manner as a standard
infantry unit. He may be fired
on in the same manner as an
infantry unit, but with an
additional +2 to-hit modifier.

If the pilot ends a Movement
Phase in the same hex as any
unit (friendly or enemy), the pilot
is considered to have been
picked up in the End Phase;

he may choose by which unit

if more than one occupies the
hex. Pilots picked up by friendly
units that survive the battle

or move off the board have
survived and can be used again
in future games. Players may
ransom pilots captured by
enemy forces if they wish.

FIRE
Many battles are decided not by the skill or abilities of
the soldiers involved, but by the spread of fire across the
battlefield. Players may use the following rules to simulate
the effects of fire,
Place a Fire counter on any hex that is set on fire during
the game. Use one produced by FASA, or create your own.
Once started, a fire will continue to burn for the rest of the
game, or until there is nothing left in the hex to burn (such as
a burning Woods hex being cleared to rough terrain, or when a
burning building is reduced to rubble).
Buildings: For each tumn that a building is on fire, it loses 2
CF. If a BattleMech moves through a buming building, it suffers
normal heat buildup from fire as well as all other normal damage.

ACCIDENTAL FIRES

Weapons powerful enough to smash a BattleMech with one
blow may also create extensiv