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Take your warfare to a whole new level of
excitement! Deploy under cover of exotic
weather and severe planetary conditions.
Surprise your enemy with your mastery
of new battlefield tactics—from artillery
to command-level comms to minefields—
as well as cutting-edge, prototype
technologies! A daring commander can
take advantage of any or all of these....if
he’s brave enough to seize the moment!

Tactical Operations is the one-source reference for
advanced rules that apply to on-world operations:
It includes new movement and combat options; an
extensive Advanced Weapons and Equipment section,
and the rules for playing and constructing advanced
Support Vehicles and Mobile Structures.
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The fifth Free Worlds Guards battle the Second Donegal Guards in the blasted ruins of a factory complex.
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The Total Warfare (TW) and TechManual (TM) rulebooks present
the core game and construction rules for Classic BattleTech (CBT),
otherwise referred to as the standard rules. These two volumes
encompass eight core unit types—several of which contain nu-
merous sub-unit types—and a host of weapons and rules, as well
as covering many different game situations. However, despite the
breadth of play covered, many game situations still fall outside
those rules, not to mention a plethora of more advanced equip-
ment, as well as a few advanced units.

ADVANCED RULES

Beyond the standard rules, a legion of advanced rules exists, al-
lowing players to expand their games in any direction they desire.
In an effort to bring these rules to players in the most logical form
possible, the advanced rules are contained in three core rule-
books, each one staging up and building off of the previous rules
set. Additionally, each one focuses on a particular “in-universe
time frame” that will allow players to easily grasp where a given
rulebook will “plug into” their existing game play.

TACTICAL OPERATIONS

SitRep:

Forces on-world.

Conflict expected to last mere hours to achieve object.

Classic BattleTech Tactical Operations (TO) is the rulebook you are
holding in your hands, and is the first in the “staging” Advanced
Rulebooks. Its focus is during game play, and applies directly to a
game as it unfolds on a world in the BattleTech universe; its rules
represent hours in-universe, the time frame it takes for a single,
moderate-sized battle to play out on a gaming table.

.

Building on Total Warfare and TechManual, Tactical Operations
conveys numerous advanced rules for movement and combat
across various units, while expanding core rules such as those
for buildings, and implementing a host of advanced terrain and
weather rules. Rules for the construction and use of advanced
Support Vehicles are presented, as well as advanced and pro-
totype construction options and weapons for use by almost
every unit.

This book contains a number of rules changes from previous
editions. We feel confident that these are the most complete, clear
and concise advanced rules for Classic BattleTech ever presented.

These rules supersede all previously published rules, including
the BattleTech Manual, BattleTech Compendium, BattleTech Com-
pendium: The Rules of Warfare, BattleTech Master Rules (standard
and revised editions), Combat Equipment, Tactical Handbook,
Maximum Tech (standard and revised editions) and Unbound.

To use the construction rules, designers will need paper and
pencils, as well as copies of the Blank Record Sheets found at
the back of this book. Due to the complexities involved with the
construction of the Advanced Support Vehicles, a calculator will
be handy as well.

STRATEGIC OPERATIONS

SitRep:

Forces in solar system.

Beginning burn to planet.

Conflict expected to last weeks to achieve object.

Classic BattleTech Strategic Operations (SO) is the second “staging”
Advanced Rulebook. It stages a player up to the next logical area of
play, focusing on “in a solar system” and multi-game play; its rules
represent weeks within the BattleTech universe, the time frame
needed for several battles to conquer an entire solar system.




Strategic Operations contains advanced movement and
combat operations emphasizing the importance of aerospace
units, while extensive rules cover combat drops of numerous
troop types into any situation. Linked scenarios and compre-
hensive maintenance, salvage, repair and customization rules
provide an easy format for players to turn multiple games
into an interconnected campaign to capture a target system,
where the support crew of technicians and doctors and their
skills can be just as important as any warrior. Complete game
play and construction rules for advanced aerospace units are
also included. Finally, a complete game system—BattleForce—
allows players to use their existing miniatures and mapsheets
to play quick, fast-paced BattleTech games, from small-scale
skirmishes to large-scale planetary invasions.

INTERSTELLAR OPERATIONS

SitRep:

Forces marshaled.

Flotillas assigned to target solar systems.

Conflict expected to last months to achieve objects.

Classic BattleTech Interstellar Operations (IO) is the third and
final “staging” Advanced Rulebook. Players are staged up to
the final level of play, where they can assume the roles of a
House Lord or Clan Khan and dominate the galaxy; /O rules
represent months in the BattleTech universe, the time frame
for conquering numerous star systems.

Interstellar Operations contains complete rules for gen-
erating and running any type or size of force, as well as the
BattleTech Strategic Game: The Inner Sphere in Flames. This com-
prehensive rules set governs the running of an entire faction’s
military as a player tries to conquer (or defend) numerous solar
systems. More importantly, the Strategic Game contains rules
that allow players to stage any portion of a given conflict back
through the various rule sets, as they desire-from the simple,
easy-to-use rules of conflict for the Strategic Game, down to
BattleForce, or all the way back down to a standard BattleTech
game as presented in Total Warfare and Tactical Operations.
Players have complete flexibility for any type of conflict in
which they wish to engage.

Tactical Operations encapsulates a myriad of advanced rules.
In effect, all the rules and weapons/equipment in this volume
are optional. This means you can use as many or as few of the
rules in this book as you want. (In fact, this book contains so
many new rules that we recommend you try them out a few
at a time, rather than attempting to use them all at once.)
Furthermore, most of the new rules and equipment here can
be added individually to a standard game. You can add rules
and pieces of equipment to your game one at a time—most
of the rules do not rely on other rules in this book to work in
existing Classic BattleTech games. This allows you to tailor your
BattleTech game to your taste by including only those rules
that you find make the game more interesting or fun. Use
whatever new rules and equipment you want and disregard
the rest. Given the scope of the rules and the fact that they are
optional, all players in a group should read through and agree
to the use of any of these rules and weapons/equipment.

PLAYER ADJUDICATION

An advanced-rules book for any game is, almost by defini-
tion, more complex. In agame system with such along andrich
heritage as Classic BattleTech—this rulebook alone draws from
dozens of different sources across a large number of years—
that complexity is even greater. Developers and writers have
gone to great effort to make these rules as comprehensive as
possible—not only from one section to the next in this book,
but in how such advanced weapons and rules interact with
the core game and construction rules as presented in Total
Warfare and TechManual. However, the sheer scope of Tacti-
cal Operations and the plethora of options provided (both in
advanced rules and in the more than 100 pages of advanced
weapons and equipment) means that it is not possible to
cover all potential situations. Once this product reaches the
players’ hands, they’ll envision scenarios and create situations
on a game board that never crossed the minds of the develop-
ers or the legion of authors and playtesters that thoroughly
worked over this product.

With that in mind, when players encounter situations not
covered in the rules as they integrate the contents of Tactical
Operations into their playing group, they are encouraged to
adjudicate each situation appropriately; make up the rules
that work for you. If in the process a playing group runs into
an argument, feel free to let a die roll resolve any disputes so
you can return to playing the game and having fun.

Finally, the forums on www.classicbattletech.com are an
excellent resource. Players can join a strong and vibrant online
community, tapping a wide selection of players for different
ideas on how best to adjudicate a particular situation.

As described in Total Warfare and TechManual, fiction plays
a pivotal role in bringing the Classic BattleTech universe to life.
Whether “story fiction” that places readers inside the heads of
the characters in that universe, or “sourcebook fiction” that
places the reader in the universe as though living among
those characters, both work hand-in-hand to immerse players
in this vibrant milieu.

Total Warfare concentrated on story fiction, while TechMan-
ual concentrated on sourcebook fiction. Tactical Operations
covers something of a middle ground, with various story and
sourcebook fiction sections found throughout the book.

FICTION VS. RULES

It is important to remember that regardless of the critical
role fiction plays in immersing players in the Classic BattleTech
universe, such fiction should never be construed as rules. As
with Total Warfare and TechManual, to eliminate confusion
about which sections are fiction and which are rules, the fic-
tion sections have a unique look, compared to the uniform
presentation of the various rules sections. All fiction sections
are italicized in the table of contents.

As with TechManual, the exception is the Equipment section,
which includes sourcebook fiction as well as rules. In this case,
the sourcebook fiction entries for each piece of equipment are
set apart in a distinctive graphic presentation, allowing read-
ers to tell at a glance what is fiction and what are rules.
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FICTION VS. ART

Tactical Operations follows the graphic de-
sign format established by Total Warfare and
TechManual, wedding art to the book’s visual
presentation in order to enhance the players’
experience. In this case, the graphic presenta-
tion represents a computer from House Davion’s
New Avalon Institute of Science, one of the Inner
Sphere’s largest and most advanced universities
for the study and development of new technolo-
gies (see A Time of War, p. 17, TW).

As with fiction, while art plays an important role
in bringing the Classic BattleTech universe to life, it
should never be construed as rules.

Page 26 of Total Warfare (as well as p. 13 of TM)
discusses several Support Vehicles that exist in
the Classic BattleTech universe, but fall outside
the purview of the standard-rules game and
construction rulebooks. Those units are dis-
cussed here.

SUPPORT VEHICLES

In addition to the Support Vehicles described
on page 25 of Total Warfare, the Classic BattleTech
universe also includes Satellites and Rail systems.

Note: Game and construction rules for Large
Airships and Large Naval Support Vehicles are
not covered in Total Warfare or TechManual—
though the Small- and Medium-sized classes of
both unit types are covered in those volumes—
but instead appear in this rulebook.

Satellites

Used for communications, surveying and
information-gathering—and often for spying
during battles—Satellites rely on station-keeping
drives and lack the powerful propulsion systems
that would make them true spacecraft.

Rail Systems

Rail systems transport cargo and passengers
over land. Standard Rail requires little technol-
ogy to produce or maintain, but advanced
maglev systems (which require a much higher
level of technology) achieve far greater speed by
suspending the train above the track and propel-
ling it with powerful magnetic fields.

MOBILE STRUCTURES

An exceptionally rare sight in the Classic Bat-
tleTech universe, Mobile Structures represent
super-large units and mobile buildings. Such
unique constructs are usually reserved for wealthy
planets that can afford such extravagance (such
as super-large wet-navy container ships, or

DropShip transports), or specialized planetary
environments, where the costs of construction
and maintenance are outweighed by the needs
of survival, or the desire to plumb harsh environ-
mental locations for rare minerals and so on.

Players use the following record sheets to
track various types of information while play-
ing BattleTech. Each type of unit (JumpShips,
WarShips, Space Stations, Satellites, Mobile
Structures and Large Naval Support Vessels)
uses a unique record sheet, while Rail and Large
Airship Support Vehicles use Combat Vehicle Re-
cord Sheets appropriate to the unit type. Blank
Record Sheets are provided at the back of this
rulebook for all unit types. How they work, and
which record sheets should be used for each unit
type featured in this book are outlined below.

Construction

As noted in TechManual, at the end of the de-
sign process for any construction rules presented
in this volume, each designer must translate his
or her unit from its raw statistics to an appropri-
ate record sheet in order to use it properly in a
game of Classic BattleTech.

LARGE NAVAL VEHICLE RECORD SHEET

The Large Naval Vehicle Record Sheet has
much in common with the Naval Vehicle Record
Sheet. Therefore, only those sections unique to
the Large Naval Vehicle Record Sheet are dis-
cussed below.

Critical Damage

In addition to the standard critical damage
tracked by Small- and Medium size-class Naval
Vessels, the Large Naval Vessel includes the vari-
ous turrets that can be mounted on such a unit.

Armor Diagram

While a standard Naval Vehicle divides its
Armor Diagram into five sections (Front, Right,
Left, Rear and Turret), a Large Naval Vehicle has
six locations (Front, Left Front, Right Front, Left
Rear, Right Rear and Rear) as well as the potential
for eight turrets (see Tables, below).

Tables

In place of the standard tables displayed on
all vehicle record sheets, the bottom left of the
record sheet includes the armor and internal
structure for the eight turrets that a Large Naval
Vessel can mount.

Satellite

Rail System

Mobile Structure
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SATELLITE RECORD SHEET

The Satellite Record Sheet has much in common with the
Aerodyne DropShip Record Sheet. Therefore, only those sec-
tions unique to the Satellite Record Sheet are discussed below.

Unit Data

A satellite does not have a Safe or Maximum Thrust, but
only a Station-Keeping Thrust, which is why no Velocity Track
appears on the record sheet.

Critical Damage
Only critical damage that applies to a Satellite is included here.

STRUCTURE RECORD SHEET

The Structure Record Sheet is for use when constructing a
building (see Building Construction, p. 128), or when using the
expanded Construction Factor rules (see p. 121) with standard
buildings. This record sheet is also used when dealing with
Mobile Structures (see p. 165).

Structure Map

In advanced-rules play, several rules options require tracing
specific building hexes vertically and horizontally. Additionally,
the Structure Map is designed to help players create truly large
structures using multiple record sheets. For example, Record
Sheet A could track Levels 1 to 6, while Record Sheet B could
track the same horizontal area from Levels 7 to 12. On Record
Sheet C, the players may add a“right side”to the sheet to show
that the horizontal locations of these building hexes are con-
joined exactly to the right of Record Sheet A, and so on.

Structure Data

The Structure Data block is located in the upper left corner
of the record sheet and includes the total levels of the struc-
ture, what technology base was used when constructing the
building, and the Weapons Inventory for tracking what weap-
ons a building may mount; weapons of identical types and
location may be combined on a single line to conserve space
(ammunition is noted on a separate line). The Cost and Battle
Value of the building can also be noted in this location.

For Mobile Structures, this section also tracks the MP, Move-
ment Type and Powerplant Type.

CF and Armor

The CF & Armor block is located in the bottom left of the
record sheet and includes a double column for tracking the
Construction Factor and Armor of various hexes. Note that this
section is not designed to track all hexes (the Structure Map
accomplishes that task), but to track those specific hexes that
have been damaged during play.

Crew Data
This block lists the number of crew and their Gunnery Skill.

ADVANCED RULES RECORD SHEETS

The following record sheets are modifications of standard-
rules record sheets found in TechManual. The changes allow
a player to more easily track the many new weapons/equip-
ment options and rules during game play. This section only
covers changes made to the record sheets.
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Note: Despite the best efforts to provide as much information
as possible for the advanced-rules record sheets, the sheer scale of
options found in Tactical Operations makes it virtually impossible
to provide a sheet that can cover every possibility. Players can use
a Notes section of a given record sheet, or simply use the back, to
track any options in use not covered on the record sheet.

Advanced 'Mech and Four-Legged 'Mech Record Sheets

The following describes the changes made to the standard
‘Mech and Four-Legged ‘Mech Record Sheets.

'Mech Data: Includes notes for tracking a ‘Mech'’s Sprinting MP
and whether it utilizes a Mixed technology base, and allows for
tracking of whether or not an LRM is hot-loaded.

Warrior Data: Includes data for two warriors, as well as boxes
for tracking the status of the auto ejection system.

Critical Hit Table: Additional critical slot items are gray-scaled
to show that a ‘Mech may be constructed without those items.
Additionally, boxes to note the mounting of turrets or a full head
ejection system are also noted, as are circles next to every critical
slot, for use when using the armored component rule.

Heat Data and Heat Scale: These items have been expanded
to increase the Heat Scale from 30 to 50.

Notes: In place of the cockpit illustration (or blank Notes sec-
tion), a host of equipment options are noted for ease of tracking
during construction and game play.

Advanced Ground Vehicle and VTOL Record Sheets

The following describes the changes made to the standard
Ground Vehicle and VTOL record sheets.

Crew Data: Includes data for tracking crew size.

Armor Diagram: The Armor Diagrams have been expanded,
as appropriate. Areas for tracking armor and internal structure for
additional turrets have also been added.

Hit Location and Critical Hits Table (VTOL Only): Appropriate
information has been added for tracking damage and critical hits
against a turret.

Advanced Conventional Infantry Record Sheet

The following describes the changes made to the standard
Conventional Infantry Record Sheet.

Range Modifier: This section has been expanded signifi-
cantly to track many of the different weapon options available to
advanced-rules infantry.

Skills: This area also now tracks Experience, and includes a
notes section.

Armor: Armor Type (including a unit’s Damage Divisor, if greater
than 1) can now be tracked on the sheet.

Tables: The Morale and Recovering Nerve Tables are found on
the sheet for ease of use during a game.
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Super-Heavy Vehicle Record Sheet

The Super-Heavy Vehicle Record Sheet allows players to
construct and play with Combat Vehicles in excess of the
standard-rules weight restrictions. Details on the game play
and construction of such units are found on p. 378. The Super-
Heavy Vehicle Record Sheet has much in common with the
standard-rules Ground Vehicle Record Sheet. Therefore, only
those sections unique to the Super-Heavy Vehicle Record
Sheet are discussed below.

Armor Diagram: While a standard Ground Vehicle divides
its Armor Diagram into five sections (Front, Right, Left, Rear
and Turret), a Super-Heavy Vehicle has six locations (Front, Left
Front, Right Front, Left Rear, Right Rear and Rear) as well as the
potential for two turrets.

Tables: The Super-Heavy Vehicle Hit Location Table takes
into account the additional hit locations for such a vehicle.

ADDITIONAL RECORD SHEETS AND TEMPLATES

The following additional record sheets are also found at
the end of this rulebook, but are described elsewhere in
this volume.

Double Blind Turn Record Sheet
This record sheet is for use with the Double-Blind Rules (see
p. 220).

Large Naval Template

This is not a record sheet in the normal sense of the word,
as it is not used to track unit information during game play.
Instead, it is a template used in conjunction with Large Naval
Vessel Support Vehicles (see p. 154) and grounded Large Air-
ship Support Vehicles (see p. 164) during game play.

Line of Sight Chart
This record sheet is for use with the advanced Line of Sight
and Dead Zones rules (see p. 79).

Mobile Structure Template

This is not a record sheet in the standard use of that word
in the BattleTech game system. Instead, this record sheet is
provided as a way to easily photocopy and cut out whatever
sized Mobile Structure template a player desires for use on the
playing area (see Mobile Structures, p. 165).

Simultaneous Movement Record Sheet
This record sheet is for use with the Simultaneous Movement
rules (see p. 215).
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TACTICAL ANALYSIS

It would be a waste of valuable time and resources to recap the history of
military tactical and industrial development, especially in light of the current
conflict. Suffice to say, in the centuries since the rise and fall of the first and only
true Star League, humankind has been battered back to the brink of technolog-
ical collapse, only to see the dawn of a tainted renaissance. The recovery of the
Gray Death Memory Core unlocked the technologies lost centuries before—
and almost too late to level the playing field between the Inner Sphere and the
coming Clan threat. Militarily, this accomplishment brought with it more than a
mere hope for survival, however. It also unleashed new ambitions that verged
on drying out from the exhaustion of the Succession Wars: the hunger for uni
versal conquest, the rebirth of humankind’s Golden Age under the banner of a
single House.

Only the Clans’ arrival would forestall a Fifth Succession War—and would
even, briefly, unite the Great Houses against a common foe long enough to give
birth to a new Star League. But in the end, the inevitable bickering and distrust
resurfaced, and the armies of the Inner Sphere once more marched against each
other, even with the Clan threat looming ominously above. And so, less than
fifty years after the close of the last Succession War, amid the smoke of a dozen
and more new wars—great and small—the armies of the Inner Sphere and the
forces of the Clan juggernaut once more stood on the brink of an all-engulfing
conflict, fueled by an arms race not seen since the days of the Terran Hegemony.
The promise of a new age under a new Star League—an age where the redis-
covery of the glorious knowledge of our civilization's peak promised an end to
human suffering—was dashed anew by the petty rivalries of an old order.

And in a fit of blinding rage came the Word of Blake Jihad, a war against
everyone, everywhere.

Amid the turmoil of this conflict, it is still difficult to gauge its full effects.
Even now, nearly eight years later, the overall strength of the Inner Sphere and
Clan militaries can only be guessed at, while the devastating effects on major
military industries across human-occupied space can only be suggested. For
some powers, even the identity of their military leaders remains unclear. And
all the while the tech race resumes, as desperate armies clamor for any weapon
they can find to stem the tides of chaos.

This is the Inner Sphere of today—a universe once again at war, locked in the
throes of chaos and despair.

—Logan DeMarco,
INN Military Industrial Analyst, Arc-Royal,
14 November 3075
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Wakazashi Enterprises, Yori
‘Mech Works

C3 Computer (3050), Medium
Range Missiles (3058), Light
PPC (3067), Heavy PPC (3067),
Snub-Nose PPC (3067), MRM
Fire Control system (3071)

Endo Steel
Internal
Structure
(3035)

E
. MRM Fire
Latest Innovation Control system

MAJOR DEFENSE
INDUSTRIES (3067)

MOST RECENT
INNOVATIONS

ISNOHI1VYIHD

First Rediscovered

Tech Rating

HOUSE LIAO (CAPELLAN CONFEDERATION)

MOST PROMINENT CENTER | Victoria Academy of Arms and
OF INNOVATION (3067) Technology

Aldis Industries, Bergan
Industries, Ceres Metals
Industries, Earthwerks

Inc., Hellespont Industrials,
Hellespont ‘Mech Works,
HildCo Interplanetary, Mujika
Aerospace Technologies,
Quikscell Company, Saroyan
Special Production, Shengli
Arms, StarCorps Industries,
Tengo Aerospace

MOST PROMINENT CENTER | New Avalon Institute of
OF INNOVATION (3067) Science

Achernar BattleMechs, Cal-
Boeing of Dorwinion, Corean
Enterprises, Dynamico Ltd.,
Federated-Boeing Interstellar,
General Motors, Jalastar
Aerospace, Johnston
Industries, Kallon Industries,
Lycomb-Davion IntroTech,
Quikscell Company, Salvatore
Inc., Valiant Systems, Wangker
Aerospace

Rotary AC (3062), Targeting
Computer (3062), Cruise Missile
Artillery (3065*), Light AC (3068),
Machine Gun Array (3068),
MagShot (3072)

First Rediscovered Double Heat
Tech Rating Sink (3022)

MAJOR DEFENSE
INDUSTRIES (3067)

MAJOR DEFENSE
INDUSTRIES (3067)

ISNOH/LVYIUD

Hyper-Velocity Autocannon
(3059%), Stealth Armor (3063),
MOST RECENT Vehicular Stealth Armor (3067%),
INNOVATIONS Air-Defense Arrow Missiles
(3068), Light Machine Gun
(3068), Plasma Rifle (3068)

. D First Rediscovered | MASC (3035)
ech Rating
Plasma Rifle

MOST RECENT
INNOVATIONS

*These innovations are still dlassified as prototypical and have yet to reach full production®




MOST PROMINENT CENTER | Scientist Caste (Scientist-
OF INNOVATION (3067) General Rudi [Sinclair])
MAJOR DEFENSE Alshain Weapons, Wolf Clan
INDUSTRIES (3067) Site 0Z-1
MOST RECENT Laser Anti-Missile System
. INNOVATIONS (3054*), ER Pulse Lasers (3057%)

First Rediscovered
Tech Rating
ER Pulse Lasers

MOST PROMINENT CENTER | Scientist Caste (Scientist-

OF INNOVATION (3067) General Del [Temin])

MAJOR DEFENSE . . .
INDUSTRIES (3067) WC Site 1, WC Site 3, WC Site 4

B-Pods (3068), Endo-Composite
magwﬁ[[:]f\ll\g Structure (3073*), Modular
Armor (3074%)

First Rediscovered None
Tech Rating
Latest Innovation | Modular Armor

:

-

COMSTAR

MOST PROMINENT CENTER T
OF INNOVATION (3067)

MAJOR DEFENSE o
INDUSTRIES (3067)

Reinforced Structure (3057%),
MOST RECENT Bloodhound Active Probe
INNOVATIONS (3058*), C3i Computer (3062),

Improved Narc Launcher (3062)
E

First Rediscovered None
Latest Innovation

Alphard Trading Corporation,

MAJOR DEFENSE : i 4
INDUSTRIES (3067) Hadrlan Mechanized Industries,
Marian Arms, Inc

MOST RECENT
INNOVATIONS Rocket Launcher (3064)
Tech Ratin
g @

JLVISJAHIHdIYId

CL/AN DIAMOND SHARK

MOST PROMINENT CENTER | Scientist Caste (Scientist-
OF INNOVATION (3067) General Judy [Bland])
MAJOR DEFENSE Trellshire Heavy Industries,
INDUSTRIES (3067) various factory ships

MOST RECENT Plasma Cannon (3069), Clan
INNOVATIONS Rotary Autocannon (3073%)

Tech Rating
:lljf:gczonfsg] MOSTPROMBNTCETER [ o oo
OF INNOVATION (3067)
Alliance Aerospace Group,
Detroit Consolidated

MAJOR DEFENSE Aerospace, Detroit
INDUSTRIES (3067) Consolidated MechWorks,

- Majesty Metals and
L E G E N D Manufacturing
" 1
— —— g MOST RECENT Non
£ INNOVATIONS S

5
Tech Rating

J1VISJAHIHIH3d




CLAN SNOW RAVEN
MOST PROMINENT CENTER | Scientist Caste (Scientist-
OF INNOVATION (3067) General Charlotte [von Braun])

MOST PROMINENT CENTER None
OF INNOVATION (3067)

i i MAJOR DEFENSE T
INDUSTRIES (3067)

MAJOR DEFENSE
INDUSTRIES (3067) Industries, Odin Manufacturing

MOST RECENT None
INNOVATIONS

Tech Rating

NV

MOST RECENT by
INNOVATIONS Ferro-Lamellor Armor (3070%)
First Rediscovered m
Tech fiaing F , Ferro-Lamellor
Latest Innovation
Armor

CLAN NOVA CAT
MOST PROMINENT CENTER | Scientist Caste (Scientist-
OF INNOVATION (3067) General David Newton)
MAJOR DEFENSE Irece Alpha, Irece Beta,
INDUSTRIES (3067) Matabushi Inc.
MOST RECENT . "
INNOVATIONS Angel ECM Suite (3058*)
Toch Rating F MOST PROMINENT CENTER R
Latest Innovation An%?JIitE:CM OF INNOVATION (3067) University of Alpheratz

Alliance Defenders Limited,
mgﬂg%gﬁgﬁgn Mountain Wolf BattleMechs,
United Outworlders Corporation

MOST RECENT
INNOVATIONS

First Rediscovered None
Tech Rating

FLVIS/AHIAHdIY3d

WORD OF BLAKE

MOST PROMINENT CENTER Unknown
OF INNOVATION (3067)

Aldis Industries, Blankenburg
Technologies, Krupp
Armaments Works, Leopard
Armor, Martinson Armaments,
Mitchell Vehicles, Skobel
MechWorks, Yankee Weapons
Systems

NOST RECENT Multi-Missile Launcher (3068), TAURIAN CONCORDAT

Void-Signature System (3070%),
INNOVATIONS - - A MOST PROMINENT CENTER M =
Chain Whip (3071*) OF INNOVATION (3067) New Vandenburg University
Chain Whip MAJOR DEFENSE Taurus Territorial Industries,

Vandenburg Mechanized
LRI (LT Industries, Wingman
Enterprises, Ltd.

MOST RECENT g
INNOVATIONS Heavy Machine Gun (3068)

First Rediscovered m

Tech Rating ) Heavy
Latest| ti f
atestlmovation |\ e Gun

*These innovations are still dlassified as prototypical and have yet to reach full production®
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With his enemy cornered into collapsed valleys and surrounded by heavy rubble, a Roughriders Salamander pins Taurian units under ruinous fire.

Maneuvering ‘Mechs, vehicles and infantry on the battlefield is
perhaps the single most important tactical consideration in Bat-
tleTech. In many BattleTech games, as throughout the history of
warfare, skillful maneuvering has often been the key to victory. In
BattleTech, all maneuvering is governed by movement rules that
simulate the effects of terrain and weather conditions, the capa-
bilities and condition of individual ‘Mechs, vehicles and infantry,
and other factors that affect the ability of a unit to move in battle.

This section provides optional movement and planetary condi-
tions rules to provide greater flexibility in BattleTech games.

This section includes rules for new movement modes, as well
as new movement capabilities such as going hull-down, climbing,
jumping and more.

As per standard rules, only a single type of movement mode
(noted in parenthesis below) can be chosen in a turn.

STANDING STILL (EXPANDED: MOVEMENT MODE)

In standard rules, standing still inflicts no to-hit modifiers, either
to the attacker or the defender. However, in mechanized combat
speed is life, and standing still is a death warrant. To better reflect
this aspect of battle, anytime a non-infantry ground unit does not
expend any MP in a turn, apply a -1 to-hit modifier to all weapon
and physical attacks made against that unit.

SPRINTING (MOVEMENT MODE)
To use sprinting movement, a ‘"Mech must have two working
hip actuators. A 'Mech’s Sprinting MP is twice its current Walking/

Cruising MP. Sprinting generates 3 Heat Points per turn. Because
keeping a ‘Mech safely moving at such high speeds requires a
MechWarrior’s total concentration, a ‘Mech that sprints during the
Movement Phase of a turn may not make any attacks during the
remainder of the turn. Additionally, the ‘"Mech may not spot for in-
direct LRM fire or artillery fire or take any other action that would
normally require it to sacrifice an attack. A Sprinting unit may
not move backward or enter Water hexes of Depth 1 or deeper.
Finally, any Piloting Skill Roll made for a Sprinting unit suffers an
additional +2 modifier.

A MechWarrior in a Sprinting unit has little spare attention to
devote to avoiding enemy attacks, so any attack against a Sprint-
ing unit receives a -1 to-hit modifier. However, the standard
target-movement modifier applies.

A 'Mech equipped with MASC or a supercharger (see p. 345)
may engage either or both systems and sprint during the same
turn. Engaging one gives a ‘Mech MP equal to its current Walking/
Cruising MP multiplied by 2.5. However, any unit that tries to sprint
and use MASC or a supercharger must make a successful Piloting
Skill Roll (with the +2 additional modifier for Sprinting) to avoid
falling; the roll is made at the end of the ‘'Mech’s movement.

A 'Mech equipped with MASC and a supercharger may engage
both systems in the same turn and sprint. Doing so gives a ‘Mech
MP equal to its current Walking MP multiplied by 3, but this ma-
neuver is quite risky. The unit must make a Piloting Skill Roll as
described above for both the MASC and the supercharger.

EVADING (MOVEMENT MODE)

Evading enables a unit to avoid enemy attacks.

A unit’s Evading MP equals its Running/Flanking MP, and any
attack against an Evading unit suffers a +1 to-hit modifier, in addi-




tion to its normal movement modifier and any other applicable
modifiers. An Evading unit generates 2 Heat Points per turn, in
addition to the standard 2 Heat Points for running, and may not
make any attack during the turn it used Evading movement.

To use Evading movement, a’'Mech must have two working
hip actuators. Also, a prone ‘Mech receives no benefit from
Evading movement, even if it started the Movement Phase
using Evading movement. For example, if an Evading ‘Mech
fails a Piloting Skill Roll during the Movement Phase of a turn,
it does not receive the +1 to-hit modifier during the Weapon
Attack and Physical Attack phases of that turn.

A ‘Mech may not engage either MASC or a supercharger
when using the evading movement mode.

Skilled Evading

Under the Skilled Evading option, the to-hit modifier gained
from Evading movement is based on the MechWarrior’s Pilot-
ing Skill, as shown in the Skilled Evading Table.

Piloting Skill To-Hit Modifier for Evading
6 or greater +0

4-5 +1

2-3 +2

0-1 +3

SHIELDING (MOVEMENT MODE)

A shielding unit uses movement to put itself in harm’s way
to protect another target (another unit, a building, a hex and
so on) from attacks.

A shielding unit may only expend its current Walking/Cruis-
ing MP, but it is considered to have run/flanked for purposes of
the attacker movement modifier during the turn in which it is
shielding (it can make all standard weapon and physical attacks
during that turn). After its movement is finished, it must desig-
nate an adjacent hex to receive its protection (that hex can be its
own hex, provided the stacking rules allow such movement; i.e.
it is shielding a unit in its own hex). During the Weapon Attack
Phase of the turn when the unit used the Shielding movement
mode, all attacks against the designated hex (whether against
the hex itself, or against units or a building in the hex, and so
on) that pass through the hex occupied by the shielding unit
add a modifier based on the Shielding Table.

Unit Type Modifier

Vehicle +1

‘Mech, ProtoMech or Mechanized Infantry* +2

Large Vehicle** +3
*See below.

**Combat or Support Vehicle. Rail and Large Naval Vessel Support Vehicles
cannot use the Shielding movement mode.

These modifiers are cumulative, so that two shielding ve-
hicles in a hex would provide a +2 modifier, a shielding vehicle
and a 'Mech would provide a +3 modifier and two shielding
ProtoMechs would provide a +4 modifier.

The shielding unit must equal the height of the unit or
building it is protecting. For example, a Small- or Medium-
sized vehicle can only protect a unit of Level 1 height (or the
first level of a building); it cannot protect a ‘Mech, as the ‘Mech
is Level 2 height (though a Large Vehicle, which is considered
2 levels high, can shield a ‘Mech; see Unit Heights Table, p. 99,
TW). A Level 1 vehicle or a ProtoMech can only shield a ‘Mech if
the‘Mech is prone. A 'Mech can shield any other unit, but can
only shield the first 2 levels of a building; players may wish to
use the expanded Line of Sight and Dead Zone rules to deter-
mine these situations (see p. 79).

If an attack against a shielded target misses, compare the
Margin of Failure against the modifier of any unit shielding,
as shown on the Shielding Table. If the MoF is equal to or
less than that modifier, the attack automatically strikes the
shielding unit; determine direction of attack and location
for applying damage normally. If two units equally apply,
randomly determine which unit is struck. If the MoF is greater
than the modifier of any of the shielding units, then the attack
misses completely (if using the Missed Shots rule, the con-
trolling player determines where the attack struck, and so it
cannot strike either the shielding unit(s) or the original target;
see Missed Shots, p. 81). For example, a'Mech and a vehicle are
shielding another vehicle, resulting in a final modified To-Hit
Number of 9 to strike the vehicle they are shielding (a total
applied modifier of +3). The die roll result is an 8, giving an
MoF of 1. Because that is equal to or less than the modifiers on
the Shielding Table for both the ‘Mech (a +2 modifier) and the
shielding vehicle (a +1 modifier), the controlling player of the
attacking unit randomly determines whether the shielding
‘Mech or the shielding vehicle is automatically struck by the
attack that missed its intended target. If the MoF was 2, only
the 'Mech could potentially be struck by the missed shot.

Glancing/Direct Blows: If a shielding unit is struck by an at-
tack intended for the target it was shielding, the Glancing/Direct
Blows rules (see p. 80) are never used when applying damage.

Four-Legged 'Mech: If a 'Mech is hull-down (see Hull Down,
p. 21), then a unit at Level 1 height can shield it.

Infantry: Mechanized infantry is the only infantry type that
can use the Shielding movement mode; apply a +2 modifier to
all weapon attacks made by a mechanized infantry unit in the
turn it is shielding. If using the Squad Deployment rules (see
p. 27), a mechanized infantry squad cannot use the Shielding
movement mode.

ProtoMechs: If a shielding ProtoMech is struck by an attack
intended for the target it was shielding, use the Special Proto-
Mech Hit Location Table (see p. 184, TW).

Rail and Large Naval Vessel Support Vehicles: Rail and
Large Naval Vessel Support Vehicles cannot use the Shielding
movement mode.

VTOL Vehicles: A grounded VTOL Vehicle cannot use
the Shielding movement mode. However, an airborne VTOL
Vehicle—provided its bottom elevation is at the same level
as the underlying terrain of the hex it is shielding and the
unit/hex it is shielding is not of a greater height than the
VTOL Vehicle—can use the Shielding movement mode.
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For example, a standard VTOL Vehicle could not shield a ‘Mech,
but a Super-Heavy VTOL Vehicle, which is considered 2 levels tall
(see Super-Heavy Vehicles, p. 378), could shield a 'Mech, provided it
was still airborne and covered the ‘Mech, as described.

Air-to-Ground Attacks: Shielding cannot be used against any
type of air-to-ground attacks.

Area-Effect Weapons: A shielding unit has no effect on the
damage applied by an area-effect weapon, though the shielding
modifier is still applied for the attempt to target a hex, such as
from artillery.

Swarm Ammo: Swarm ammo can not target a unit (or building
level) being protected by a shielding unit; such protected units
are susceptible to Swarm’s normal secondary attack mechanic,
however.

Targeting a Shielded Hex: A unit attempting to target a hex
with an attack must still apply the shielding modifier. For example
attempting to lay a weapon-delivered minefield.

PHYSICAL DEFENSE (MOVEMENT MODE)

A’Mech enacting the Physical Defense movement mode leaves
itself wide open to weapon attacks in the hopes of catching the
unwary opponent in a trap that it springs in order to bring a physi-
cal attack to bear.

The controlling player, during the Movement Phase of a turn,
must announce that a unit is enacting the Physical Defense move-
ment mode. A unit using this movement mode cannot expend any
MP during the Movement Phase of that turn, nor can it make any
weapon attacks during the turn’s Weapon Attack Phase. During
the Physical Attack Phase, when the controlling player nominates
the 'Mech, the 'Mech may expend its current Walking MP and may
then make a physical attack; it is considered to have walked for
purposes of the attacker movement modifier during the turn in
which it is using the Physical Defense movement mode. The unit
can make all standard physical attacks except charging or death
from above during that turn, provided the criteria for such attacks
are met.

Charging and DFA: A target in Physical Defense movement
mode cannot be the target of a charging or DFA Physical Attack.

CRAWLING (MOVEMENT MODE)

A 'Mech must have two hands, two lower arm, two upper arm
and two shoulder actuators functioning to attempt crawling.

A 'Mech that begins a Movement Phase prone can select the
Crawling movement mode. The unit can only expend half its cur-
rent Walking MP (round down); all standard costs to enter a new
hex apply. Additionally, to enter a new hex, the controlling player
must make a standard Piloting Skill Roll (i.e. all damage modifiers
apply), applying the appropriate modifiers from the Weight Class
Physical Attack Modifiers Table (see p. 88). A successful roll means
the unit can enter the hex. A failure does not cause any damage
or result in a fall; the unit simply cannot enter the hex, and the MP
expended to do so are lost. The player can make any number of
Piloting Skill Rolls to enter a hex, provided it has MP remaining to
do so. A unit cannot attempt to stand in the same turn in which it
is using the Crawling movement mode.

A unit can expend the standard 1 MP to change facing in a hex
while crawling without the need for a Piloting Skill Roll.

A unit that has crawled is considered to have walked for pur-
poses of the attacker Movement Modifier and can make any
weapon and physical attacks, as appropriate for a prone ‘Mech,
during that turn.

Destroyed Gyro: A ‘Mech with a destroyed gyro cannot crawl.

HURRIED MOVEMENT

In standard rules, the movement costs for various terrain
(woods, levels and so on), even when running and/or sprinting,
reflect a “studied” movement in order to avoid a fall. In some ter-
rain, such as water, rubble and so on, the potential for a fall exists
regardless of such studied movement.

In advanced rules, a’Mech can engage in hurried movement, trad-
ing speed for a chance at falling that would not exist under standard
rules. Whenever a unit enters a hex that requires an expenditure
of movement beyond the 1 MP to enter, the player may choose to
ignore one, some or all of those additional MP (the 1 MP for entering
a hex can never be ignored). If any 1 MP is ignored, the controlling
player makes an automatic standard Piloting Skill Roll with an ad-
ditional +2 modifier upon entering the hex to avoid falling. Each
additional MP ignored applies a cumulative +2 modifier, though only
asingle Piloting Skill Roll per hex is made. Finally, apply the modifiers
from the Weight Class Physical Attack Modifiers Table (see p. 88) to
the Piloting Skill Roll, as appropriate for the ‘Mech'’s weight class. If
the Piloting Skill Roll fails, the ‘Mech falls in the hex it entered, tak-
ing standard falling damage; even if the ‘Mech just changed levels
downward, those levels are not taken into consideration for deter-
mining levels fallen. It can continue to move, however, provided it
has sufficient MP to stand, move out of the hex and so on.

Hurried movement can be used in multiple hexes in a turn, with
the controlling player choosing to ignore various MP require-
ments in a given hex, making appropriate Piloting Skill Rolls as
noted above immediately upon entering each hex.

A player may never ignore the movement cost for changing
a level upward, nor any terrain costs that automatically cause a
Piloting Skill Roll, such as buildings, water, rubble and so on.

Vehicles and ProtoMechs: Vehicles and ProtoMechs can
also use hurried movement. If a vehicle fails its Driving Skill Roll,
automatically roll once on the Motive System Damage Table. For
ProtoMechs, use the Gunnery Skill Rating to make the appropri-
ate Piloting Skill Roll. A failure results in 1 point of damage applied
to all locations.



Terrain Piloting Skill Roll Modifiers: If a‘Mech using hur-
ried movement enters terrain that applies a modifier to any
Piloting Skill Rolls, those modifiers must be added to the
hurried movement PSR. If a ‘'Mech enters terrain using hurried
movement that automatically requires a Piloting Skill Roll, the
player must make two Piloting Skill Rolls (one for the terrain
and one for the hurried movement), applying all appropriate
modifiers to both PSRs.

Terrain Factor: If the Terrain Factor rules are in use (see
p. 64) a failed Piloting Skill Roll will result in damage to the
terrain in the hex. Damage for a ‘Mech’s failed PSR is the stan-
dard falling damage applied to the hex. For vehicles, divide
the unit’s weight by 10, rounding up. For ProtoMechs, apply a
single point of damage.

Water: Hurried movement cannot be used in a water hex to
avoid the penalties for moving in water.

In the Movement Basics Diagram (see p. 51, TW), the
‘Mech in Hex A cannot enter Hex D, as it has a Walking MP
of 5 and would require 7 MP to enter Hex D. However, using
hurried movement, the controlling player of the ‘Mech
could choose to ignore the 2 MP requirement to enter the
heavy woods in the hex, applying a +4 modifier (+2 for each
1 MP ignored) to an immediate Piloting Skill Roll upon enter-
ing Hex D; the controlling player could not ignore the MP
required for entering the hex or for changing 1 level upward.
If the unit was a medium or light ‘Mech, it would apply a -1
or -2 modifier respectively to that Piloting Skill Roll, respec-
tively, from the Weight Class Physical Attack Modifiers Table.
If the Piloting Skill Roll fails, the ‘Mech falls in Hex D.

HULL DOWN

A four-legged 'Mech can choose to go hull-down by squat-
ting behind an obstacle so that only its weapons are visible
to the enemy. Though the ‘Mech can do this in any hex, the
maneuver will only help the 'Mech if it has partial cover from
its opponent without going hull-down.

Going hull-down or leaving a hull-down position costs 2
MP. Attacks against a hull-down, four-legged 'Mech are re-
solved normally unless the ‘Mech has partial cover. If partial
cover exists between the attacker and the four-legged ‘Mech,
the attack receives a +2 modifier in addition to the standard
partial-cover modifier; as usual, attacks that strike the legs will
strike the terrain instead.

Bipedal ‘Mech: A bipedal (two-legged) ‘Mech can go hull-
down exactly as described above by “taking a knee”; that is, it
has one knee down on the ground, the other leg bracing for
support. All the rules above apply to a bipedal ‘Mech “taking a
knee” to go hull-down, except that to leave a hull-down posi-
tion, in addition to the 2 MP expenditure, the bipedal ‘Mech
must make a standard Piloting Skill Roll. A failure does not
result in a fall; instead, the ‘Mech simply did not stand up and
the MP are expended (the 'Mech can continue to attempt to
stand up as long as it has MP available).

A hull-down ‘Mech can punch units in the same hex; punch-
es against a ‘Mech are resolved using the Kick Location Table.

Prone: A ‘'Mech can move from hull-down to a prone po-
sition without any MP expenditure. To move from a prone
position to a hull-down position requires the expenditure of
1 MP (+1 additional MP for each missing and/or destroyed

actuator), but does not require a Piloting Skill Roll. A ‘'Mech
can move from a prone position, to a hull-down position, to
a standing position (or vice versa) all in the same Movement
Phase, provided the unit has available MP (and makes the ap-
propriate standard Piloting Skill Rolls as necessary).

Leg-Mounted Weapons: Leg-mounted weapons cannot
be fired when a unit has gone “hull down”

Leg Destruction: If a ‘Mech (either four-legged or bipedal)
has a destroyed leg, it cannot go hull down.

Hull Down Vehicles

Vehicles are too low to the ground to take advantage of partial
cover. However, there may be shorter terrain not marked on the
standard mapsheets that can allow vehicles to go hull-down.

Such terrain can be assigned as part of the scenario setup,
with the players determining the terrain’s location (see Half
Levels, p. 31). Additionally, the terrain created by standard
infantry “digging in” (see Digging In, p. 108), or specialized
infantry creating a fieldwork (see Trench/Fieldwork Engineer, p.
341), can also be used by a vehicle to go hull-down.

A vehicle can go hull-down in three situations (note that in
all situations the standard Hit Location Tables are used, except
as noted below).

First, if a vehicle (including a landing VTOL/WiGE) enters a
half-level hex, it can go hull-down by spending 2 MP. Attacks
that would strike the vehicle’s Front side add a +2 modifier.
In addition, if the attacks hit, they will strike the turret if the
vehicle has one, or the front armor if it does not. Attacks from
other directions are resolved normally.

Second, if a vehicle is adjacent to a half-level hex and the
LOS of the attack passes through that hex, the vehicle is con-
sidered hull-down for that attack.

Finally, if a vehicle (including a landing VTOL/WiGE) enters a
hex“built”by an infantry unit (either friendly or enemy), as noted
above, all the rules for a half-level hex apply, except that attacks
against both the Front and Side receive a +2 modifier; only at-
tacks against the Rear are treated normally. If an attack strikes
the side of a unit without a turret, it will hit the appropriate side.

While the vehicle is hull-down, none of its front-mounted
weapons may fire (or weapons in the location oriented to-
ward a half-level hex, in the case of an adjacent half-level hex),
though the turret may fire to the front (or in the direction of
the adjacent half-level hex) as usual.

Large Vehicles: Large Vehicles cannot use half-level hexes or
infantry-built hexes for cover. However, if a Large Vehicle is ad-
jacentto a Level 1 hexand the LOS of the attack passes through
that hex, the vehicle is considered hull-down for that attack.

Motive System Damage Table: Attacks that receive a +2
modifier for a vehicle being hull down ignore any chance for a
roll on the Motive System Damage Table.

Backward Movement: Note that the above situations as-
sume the vehicle entered the hex using front movement. If the
vehicle entered a hex using backward movement, then simply
reverse the locations (i.e. front armor becomes rear armor and
soon). In the first and second cases above, the unit can change
facing in the hex, as desired; again change the armor location
for any attacks that strike the target, as appropriate. However,
in the final case, when a vehicle enters an infantry “built” hex,
it cannot change facing in the hex, but must first exit the hex,
then change facing, and then re-enter the hex once more.
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BACKWARD MOVEMENT (EXPANDED)

This rule allows units to change levels while moving backward.

Under this option, a backward-moving unit can change 1 level
per hex. The controlling player must make a successful Piloting/
Driving Skill Roll each time the unit crosses a level line. ‘Mechs
may not change levels by more than 1 while moving backward.

If the roll fails for a ‘Mech, that 'Mech falls into the hex it was
moving into or out of, whichever is lower; the change in levels is
not taken into consideration for determining the levels fallen.

If a vehicle’s Driving Skill Roll fails, the vehicle fails to cross the
level line. It stays in its current hex and must spend 1 additional
MP (if it doesn't have that MP to spend, its movement is ended).
The controlling player can continue to make Driving Skill Rolls to
attempt the level change, but he must pay 1 extra MP each time
the roll fails.

CLIMBING AND LEAPING
The optional Climbing and Leaping rules allow BattleMechs
without jump jets to climb, leap or drop multiple levels.

Climbing

The Climbing rules enable a ‘Mech to enter a hex that is 3 or
more levels higher or lower than the hex it occupies.

To attempt a climb, a 'Mech must have at least one arm with all
four actuators (hand, lower arm, upper arm and shoulder) func-
tional, and that arm’s hand must be free (not holding a physical
attack weapon such as a sword, hatchet and so on, a hand-held
weapon or other object).

Only Walking MP can be used when climbing—running units
cannot climb. Each level changed in a climb costs 2 MP if the
'Mech has two undamaged hands, or 3 MP if the ‘Mech has only
one hand.

For each level climbed, the 'Mech’s controlling player must
make a Piloting Skill Roll. Apply a +2 modifier, in addition to the
standard +1, if the ‘Mech has only one undamaged hand. If the
roll fails, the ‘Mech falls from a height equal to the last level it suc-
cessfully reached.

In certain cases, a unit may attempt to climb a cliff (or building)
so high that the climb requires several turns. In such cases, move
the 'Mech into the lower of the two hexes at the end of each turn,
turn it so that it faces the higher hex and note the 'Mech’s levels
(the two levels it occupies). The unit may continue its climb in the
following turn or remain clinging to the cliff face.

While in the middle of a climb, a ‘"Mech may fire only rear-
mounted weapons; the unit cannot perform physical attacks.
Apply a +1 modifier to any Piloting Skill Rolls the unit must make
while climbing. If the unit has only one undamaged hand actua-
tor, apply a +2 modifier. (These modifiers are added to any other
applicable modifiers.)

When determining line of sight for a climbing unit, treat the
‘Mech as if it were standing in the hex it occupies at its current
climbing level, rather than the level of the hex. Climbing ‘Mechs
make relatively easy targets, so any attack against such units re-
ceives a -2 to-hit modifier.

Actuator Damage: A 'Mech must have an arm with all four ac-
tuators functional to climb. If the hand actuator being used to climb
is destroyed, the 'Mech will automatically fall; if the ‘Mech is using
two hands, then the ‘Mech will only fall if both hand actuators are
destroyed. If any other actuator is destroyed the ‘Mech does not au-
tomatically fall, but it cannot continue to climb either up or down; it
can only use the leaping rules below to get off of the cliff face.

Buildings: A unit climbing a building hex is considered to have
entered that building hex as far as the Construction Factor of the
hex is concerned. If the weight of the unit exceeds the Construc-
tion Factor of the hex—whether that occurs when the unit starts
the climb, or during the climb (for example, if the building hex
takes damage)—the hex collapses exactly as if the unit had en-
tered that hex; treat the unit as occupying that building hex at the
level it was climbing at the time it collapsed (see p. 176, TW).

Planetary Conditions: Any planetary conditions that apply a
Piloting Skill Roll modifier based on terrain conditions, such as
snow or rain or wind, must be added to all Piloting Skill Rolls (vis-
ibility modifiers do not apply).

Leaping

The Leaping rules enable ‘Mechs to leap down more than 2
levels, at considerable risk of leg damage and falling.

Any leap down that covers more than 2 levels costs 4 MP, re-
gardless of the number of levels leaped and of the terrain in the
ending hex (though the target hex must be a hex the ‘Mech can
legally enter). Any leaping ‘'Mech must also make two Piloting
Skill Rolls: one to avoid leg damage and one to avoid falling. If
both Piloting Skill Rolls succeed, the ‘"Mech may continue to move
normally.

The first roll receives a modifier equal to the number of levels
in the leap multiplied by 2. If the roll fails, each of the ‘Mech’s legs
takes damage equal to the number of levels the unit leaped. The
controlling player must roll once on the Determining Critical Hits
Table for each leg. The player must roll twice if a leg’s internal
structure is damaged in the leap.

Add a modifier to the second Piloting Skill Roll equal to the
number of levels the ‘Mech leaped. If this roll fails, the ‘Mech falls
the number of levels it attempted to leap and lands in the lower
hex. Determine falling damage per standard rules.

A 'Mech may suffer leg damage and falling damage if it fails
both rolls.

Dangle-and-Drop

The “dangle-and-drop” maneuver is a safer but slower way of
dropping down multiple levels.

To use the dangle-and-drop procedure, a’'Mech must have two
undamaged hand actuators. The ‘Mech must start its turn in the
hex where it will “dangle-and-drop” and spends the entire Move-
ment Phase crawling down, dangling from the cliff by its hands.
(This places its legs 2 levels closer to the ground than they would
be if it leaped down.) Move the ‘Mech into the lower hex and
turn it so that it faces the higher hex; calculate its levels as if it
were standing in a hex 2 levels lower than the higher hex. For the
remainder of the turn, treat it as if it were in the middle of a climb
(see Climbing, at left).

In the following Movement Phase, the ‘Mech may either con-
tinue to dangle, or drop to the ground at a cost of 4 MP, or start to
climb down. As with leaping, if the ‘'Mech drops, the controlling
player must make two Piloting Skill Rolls to avoid leg damage and
falling. When determining the Piloting Skill Roll modifiers and
damage, reduce by 2 the number of levels traveled.

STACKING (EXPANDED)

In standard rules play, if a unit enters a hex occupied by an
enemy unit (with the exception of a’'Mech entering a hex occupied
by an enemy infantry unit) it cannot then exit the hex in the same
Movement Phase. In this expanded stacking rule, an opposing unit
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can enter and then exit a hex occupied by an enemy unit if that
enemy unit is immobile, abandoned or, in the case of a 'Mech,
prone. All other stacking rules (see Stacking, p. 57, TW) still apply;
i.e. if the unit would violate the stacking rules (for example a
‘Mech entering the hex of a prone enemy 'Mech) it must have
enough MPs to exit the hex, or it cannot enter the hex.

SKIDDING

The following rules modify the Skidding rules found on
pages 62-66 of TW. These optional modifications make for
more realistic play, but they are a bit more complicated. Follow
the standard rules for skidding unless specifically noted below.

Generally, a’'Mech running on road or pavement may make
a single facing change at the end of its movement without risk
of skidding. However, a unit may skid if it continues to move
after making a facing change or makes two or more facing
changes in a row.

To determine if a unit skids, first trace the path of the unit’s
entire intended movement and place a die or other marker in
each hex where a potential skid may occur (i.e. the first hex
entered after a facing change). Then count how many hexes
the unit covers during its entire movement. Use this number
to determine the modifier for the Piloting Skill Rolls made to
avoid skidding (see the Skid Modifier Table, p. 63, TW). Use this
modifier for all the required rolls. (Note that this differs from the
standard skidding rules, under which each roll receives a modi-
fier based on the hexes moved prior to the facing change.)

Next, the controlling player makes a Piloting Skill Roll with
the appropriate skid modifier for each hex where a skid may
occur, starting with the earliest possible hex in its movement.
If all the Piloting Skill Rolls succeed, place the ‘Mech in the
ending hex of its intended movement.

If a Piloting Skill Roll fails, the ‘Mech falls and skids. Place the
'‘Mech in the hex where the failed roll occurred. Place it with the
appropriate facing, but do not move it or turn it according to
the intended movement. Next, determine the length of the skid,
which equals the remaining hexes in the intended move, divided
by 2 and rounded down. If the result is 0 hexes, the unit simply
falls in the hex it occupies and takes standard falling damage.

If the result is 1 or more hexes, the unit falls and then skids
in the direction it was traveling before making the facing
change that caused the skid. For each hex the 'Mech skids, it
takes damage equal to its standard falling damage, divided by
2 and rounded up.

Regardless of the final result of the fall or skid, the unit’s
move ends and it may not spend any more MP in that Move-
ment Phase.

FUMBLES

Standard-rules play assumes that all things being equal,
while warriors may stumble in piloting their ‘Mechs or ve-
hicles, they never do so in a catastrophic way. Real movement
is much different, however, and despite years of training in
keeping a 12-meter-tall metal giant on its feet (or that vehicle
moving at the right angle), circumstances arise where even
the elite can stumble and fall.

Whenever a player makes a Piloting/Driving Skill Roll with
a result of 2, a fumble has occurred and the result is always
a failure, regardless of whether the modified Target Number
was 2 or less.

TAKING DAMAGE

Any time a 'Mech takes 20 or more Damage Points in a single
phase, its controlling player must make a Piloting Skill Roll to
keep the ‘Mech from falling. The roll receives a modifier based
on the number of Damage Points taken during the phase and
the 'Mech's weight class, as noted in the Taking Damage Weight
Class PSR Modifiers Table. For every 20 Damage Points a unit
takes, it receives a +1 modifier. For example, a unit that takes
40 to 59 Damage Points receives a +2 modifier, a unit that takes
60 to 79 Damage Points receives a +3 modifier, and so on.

Weight Class Physical Attack Modifiers: Note that the Tak-
ing Damage Weight Class PSR Modifiers are different than the
Weight Class Physical Attack Modifiers (see p. 88); the latter
applies to modifiers added to physical attack die rolls, while
the former applies to modifiers added to the Piloting Skill Roll
to avoid falling after taking damage (i.e. for taking more than
20 points of damage, for being kicked and so on).

A 50-ton medium "Mech with TSM (running hot) and
a Piloting Skill of 5, after running in the turn, is making a
kicking attack against an assault’Mech that moved 5 hexes.
The modified To-Hit Number is 6 [5 (Piloting Skill Rating)
-2 (Kicking modifier) -1 (Medium weight class modifier
from the Weight Class Physical Attack Modifiers Table)
+2 (attacker movement modifier) +2 (target movement
modifier) = 6]. The roll is a success, and after determining
the location, 20 points of damage is applied to the assault
‘Mech’s right leg. The Piloting Skill of the assault ‘Mech is 5
as well, leaving that unit’s player to make two Piloting Skill
Rolls (one for taking 20 points of damage and one for being
kicked) against a modified Target Number of 4 [5 (Piloting
Skill Rating) + 1 (20 points of damage), -2 (Assault weight
class modifier from the Taking Damage Weight Class PSR
Modifiers Table) = 4].

TAKING DAMAGE WEIGHT CLASS

PILOTING SKILL PSR MODIFIERS TABLE

R D L L S Weight Class Modifier
Light (Ultra-Ligh 1
Advanced players can use the following changes to stan- ight( t.ra ight) *
dard Piloting Skill Roll modifiers to increase the realism of their fledlin +0
game play. Note that with the exception of fumbles, these op- Heavy -1
tions apply to ‘Mech units only. Assault =
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LEG DAMAGE

Under standard rules, a hip actuator critical hit causes a 'Mech'’s
leg to freeze, adds a +2 Piloting Skill Roll modifier and reduces the
‘Mech’s MP by half, regardless of previous critical damage to the
leg. This rule is designed to limit damage-related modifiers so that
excessive leg damage does not completely cripple a 'Mech.

As an option, players can use the “crunchy broken leg” rule for
leg damage. Under the crunchy-broken-leg rule, each hip actua-
tor critical hit adds a +2 Piloting Skill modifier for rolls and reduces
the 'Mech’s MP by 2. However, these effects are cumulative—they
are added to modifiers produced by any other leg damage the
unit has already taken or receives in subsequent turns.

FALLING (EXPANDED)

In standard rules, when a "Mech fails a Piloting Skill Roll to avoid
falling, it automatically falls; nothing can be done to avoid that
fate. However, in advanced rules, a fall may not exactly be a fall.

When a 'Mech fails a Piloting Skill Roll to avoid falling, compare
the Margin of Failure (MoF) to the Piloting Skill Rating MoF Falling
Table. If the roll result is within that MoF, the ‘Mech does not fall,
but instead goes hull-down (see Hull Down, p. 21). If the MoF is
greater than that noted on the table, the ‘Mech falls per standard
rules. For example, a ‘Mech with a Green Piloting Skill Rating is
rolling against a modified Target Number of 6. Looking at the
Piloting Skill Rating MoF Falling Table, the MoF that a Green pilot
can have is 0, so just as in standard rules, the controlling player
must roll 6 or higher to avoid falling. If the pilot was Regular or
Veteran, the controlling player could roll a 5 (MoF of 1), while an
Elite pilot could roll a 4 or 5 (MoF of 2); in all three cases, the ‘Mech
would simply go hull-down without falling.

ATTEMPTING TO STAND

When a ‘Mech attempts to stand from a prone position, it uses
its arms and legs to lift itself up. Therefore, missing or damaged
arm actuators make standing up more difficult.

Players can simulate this condition by applying additional modi-
fiers to the Piloting Skill Roll needed to stand a ‘Mech up. Apply a
+1 modifier for each arm that has actuator damage or is missing
actuators. Apply a +2 modifier per arm if the arm is destroyed or
missing. All other appropriate Piloting Skill modifiers apply as well.

Multiple damaged or missing actuators in the same arm do not
produce cumulative modifiers; the maximum modifier for a dam-
aged or destroyed arm is +2.

Careful Stand

If a 'Mech takes its time, it can improve its chances of standing
up successfully. Rather than simply spending 2 MP, a ‘Mech can
spend its entire Movement Phase standing up (i.e. only one care-
ful standing attempt can be made per turn). In this case, the unit is

Piloting Skill Rating Margin of Failure

6-7 0
2-5 1
0-1 2

considered to have walked. If the ‘Mech had more than 2 Walking
MP available, the Piloting Skill Roll target is modified by —-2. No
modifier applies if the unit had only 1 or 2 Walking MP available.

The following additional rules apply to vehicle movement.

MOVEMENT

Vehicles must move across the battlefield without the benefit
of neurohelmets or the sophisticated gyros used by ‘Mechs. With
most vehicles, the driver can only use the controls to accelerate,
brake and steer. Consequently, skillful maneuvering in rough ter-
rain can prove very difficult.

The complexity of advanced-rules play restricts the movement
of vehicles more than the standard Level 2 rules, but offers vehicle
drivers a few special maneuvers and other advantages to make up
for reduced mobility.

Lance Movement

‘Mechs tend to operate as independent units on the battlefield.
Conventional vehicles operate in lances of several units that work
closely together to achieve an objective.

Under advanced rules, all vehicles must be organized into lances
of four vehicles each. If necessary, remaining vehicles may be orga-
nized into a single short lance of one, two or three units. During the
Movement Phase of the turn, players alternate moving their units
according to the standard rules, with each vehicle lance moving as
a single unit. All vehicles in a lance move during a turn at the same
time, regardless of casualties. For example, if a lance starts the game
with four Bulldog tanks and three of those tanks are lost in combat,
moving the last surviving tank constitutes moving the lance.

Unusual Unit Types: Some armies organize their units into for-
mations other than lances of four. For example, the Clans use units
of ten, called Stars. The Com Guards organize in Level Il units that
contain six vehicles. A player must organize his vehicles into units
appropriate to the force he is playing, whether Clan, ComStar or
Inner Sphere.

Speed

A 'Mech’s humanoid structure gives it excellent acceleration
and deceleration capability. Vehicles operate under certain speed
restrictions due to their construction.

Acceleration and Deceleration: Unlike 'Mechs, vehicles can-
not achieve maximum velocity in 10 seconds. Instead, vehicles
can only increase one category of speed per turn. For example, if a
vehicle stands still in one turn, it can move no faster than Cruising
speed in the next turn. In the turn after that, it can move at Flank-
ing speed. Make a note of the movement type used in each turn
(Standing, Cruising or Flanking) on each unit’s record sheet.

Gunning It: A unit can “gun it,” however, dangerously pouring
on speed. Doing so allows a player to go from standing still to
Flanking speed, or from Cruising to Overdrive speed (see p. 25)
in a single turn. Doing so requires the player to make a standard
Driving Skill Roll before the vehicle moves. A failure results in an
automatic roll on the Failed Maneuver Table (see p. 26), with the
controlling player randomly determining, if necessary, the direc-
tion of the hexside change.

Units can decelerate to any speed in a single turn.
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Declaring Speed: Before moving each unit, the player con-
trolling a vehicle must announce how many MP the vehicle
will expend. The vehicle must then spend these Movement
Points during the Movement Phase, even if this forces the
vehicle to hit an obstacle or make a dangerously tight turn.

In a friendly game, the player can count hexes carefully to
plan out each vehicle’s movement. For more realistic play, the
player should announce the MP without examining the board
too closely. After all, the vehicle’s driver must simply step on
the gas or brake and handle obstacles as they come!

Reverse Gear: Except for VTOLs, vehicles may not combine
forward and backward movement in the same turn.

Turn Modes

Vehicles are not nearly as agile as ‘Mechs. Anyone who has
driven a car knows that the tightness of a turn is limited by
the speed of the vehicle; the faster you are going, the more
gradual the turn must be in order to keep from skidding, fish-
tailing or even rolling over.

This reality is represented in BattleTech play by the turn
mode: the number of hexes forward (or backward, if the ve-
hicle is moving in reverse) the unit must move in a straight
line before it can safely make a single hexside facing change.
Slippery terrain increases the turn mode, as shown on the Turn
Mode Table.

A vehicle can attempt to make a facing change without
moving the required distance forward. The controlling player
must make a Driving Skill Roll, with a modifier equal to the re-
quired turn mode minus the number of hexes actually moved.
For example, a Hover Vehicle expending 15 MP that attempts
to turn after moving only 1 hex forward would make the Driv-
ing Skill Roll with a +2 modifier, because the craft’s turn mode
is 3 (3 - 1 =2); if the vehicle were a light weight class, however,
the modifier would only be a +1, as a light vehicle receives a -1
modifier. If this roll fails, the vehicle suffers the appropriate ef-
fect indicated on the Failed Maneuver Table. To find the exact
effect, roll 2D6 and add the Margin of Failure from the Driving
Skill Roll to the result. Then add a vehicle-type modifier, as
shown on the table. The total result indicates what happens
to the vehicle.

Hexes moved before a failed Driving Skill Roll for tight turns
or other maneuvering no longer apply to the turn mode. For
example, a unit expending 10 MP has a Turn Mode of 2. After
moving 1 hex forward, it attempts a turn but fails the Driving
Skill Roll. It must now move 2 hexes forward rather than 1 to
make a safe turn; the 1 hex it moved before the failed roll no
longer counts toward the 2-hex turn mode.

Advanced Maneuvers

Vehicles have a few advantages over ‘Mechs when it comes
to maneuverability. The ability to perform sideslip and boot-
legger reverse maneuvers can help a vehicle quickly escape or
bring its weapons to bear.

Sideslip: VTOLs and Hover Vehicles can make a controlled
sideslip. The sideslip is executed just like a four-legged ‘Mech'’s
lateral shift (see p. 50, TW). However, any time a vehicle makes
a sideslip, the controlling player must make a Driving Skill
Roll with a -1 modifier. If the roll fails, the vehicle slips too
far, moving an extra hex in the direction of the sideslip. If the
vehicle has MP left, the extra hex costs MP as normal. However,

MP Expended Turn Mode
1-4 0
5-9 1
10-14 2
15-19 3
Every 5 above 19 +1
Light Vehicle -1
Medium/Heavy Vehicles +0
Assault Vehicle +1
Mud, Sleet, Heavy Fog or Heavy Rainfall +1*t
Ice, Heavy Snowfall +2*F

*Does not apply to Hover, VTOL or WiGE Vehicles.
tDoes not apply to tracked vehicles
$0nly apply a +1 to tracked vehicles

the vehicle moves the extra hex even if it has no more MP, in
which case this move ends the vehicle’s movement.

A sideslip is not a turn, and can be executed regardless of
turn mode. Furthermore, a sideslip counts as a hex of forward
movement for meeting the requirements of the turn mode.

Bootlegger: All vehicles except Tracked Vehicles, WiGEs
and Naval Vessels may attempt to make a quick 180-degree
turn known as a bootlegger. If successful, this move turns
the vehicle three hexsides and brings it to a complete stop.
Because the vehicle stays in the same hex, it need not meet
turn-mode requirements.

In order to gain the momentum needed to attempt a boot-
legger, a vehicle must have moved at least three hexes in a
straight line since its last facing change. The controlling player
then announces his intention to bootlegger and spends 2
MP. He makes a Driving Skill Roll with a modifier equal to the
vehicle’s current turn mode +2. If the roll succeeds, the vehicle
turns to face the opposite direction and ends its movement.
If the roll fails, the player rolls once on the Failed Maneuver
Table as though his vehicle had just attempted a 1-hexside
turn. Add a +2 modifier to the failed maneuver roll result.

Vehicles also can make bootleggers while moving backward.

Overdrive: A vehicle can attempt Overdrive speed, which
is identical to the rules for Sprinting for a ‘Mech (see Sprinting,
p. 18). All those rules apply, except a failed Driving Skill Roll
results in an automatic roll on the Failed Maneuver Table (see
p. 26), applying +2 to the die roll result, with the controlling
player randomly determining, if necessary, the direction of the
hexside change. If a player is combining Gunning It (see p. 24)
with Overdrive, the player must make two Driving Skill Roll
modifiers to avoid rolling on the Failed Maneuver Table.

Bonus MP (WiGE): A WiGE Vehicle may receive a move-
ment bonus of 1 additional MP for every three consecutive
hexes it enters that have a lower level than the previous
consecutive hex the WiGE Vehicle occupied. A WIiGE vehicle
can receive more than 1 additional MP in a given turn; the
three-hex movement groups to receive such additional MP
need not be consecutive.
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Roll  Effect

Minor fishtail. The attempted turn fails, and the MP
are expended for the attempt. The vehicle can con-

2-7  tinue moving normally; it cannot attempt to make
the turn in that hex, however, and must enter another
hex before making another turn attempt.

Moderate fishtail. The vehicle immediately makes
an additional 1-hexside facing change (at no MP
cost) in the same direction as the controlling player
originally intended. Ground vehicles roll once on the
Motive System Damage Table (see p. 193, TW), with a
-1 modifier.

8-9

Serious fishtail. The vehicle immediately makes an
additional 1-hexside facing change (at no MP cost) in
the same direction as the controlling player originally
intended. Ground vehicles roll once on the Motive
System Damage Table (see p. 193, TW). The vehicle’s
movement ends immediately.

10-11

Skid. The turn fails completely, ending the vehicle’s
12-13  movement. Apply Skidding rules (see Ground Vehicles,
p. 62, TW).
Major Skid. The driver loses control of the vehicle.
Wheeled vehicles begin to flip over, taking damage
to their side armor and turret(s) (see Flipping Over, at
14+  right). Tracked vehicles, VTOLs and hovercraft do not
flip over; for them, treat this result as a normal skid (see
Ground Vehicles, p. 62, TW). Naval vessels and hydro-
foils capsize and sink, and are effectively destroyed.

Vehicle Type Modifiers
Tracked, Naval +0
Wheeled*, VTOL +2
Hovercraft, WiGE, Hydrofoil +4

*Apply a —2 modifier if the wheeled vehicle occupies a paved hex when it failed
the Driving Skill Roll.

Vehicle Weight Class Modifiers
Light 11l
Medium +0
Heavy =l

Assault-Super-Heavy -2

LEVEL 2
HEAWY
D705
LEVEL 2
LIGHT

o/’ 9

6

LEWEL 4

LEVEL B
® WIGE BONUS MP DIAGRAM ®

oeo?
In the WIGE Bonus MP diagram, 1 0908
a H/ryo A(m0(ed .Infantry Transport T ,
WIGE Vehicle is airborne at the start b
of its Movement Phase in Hex A on the Large L A

Mountain #1 map. The controlling player moves the LEVEL 10
WIGE into Hex 1 and makes a facing change, preparing
to enter Hex 2; the player will need to make a Driving Skill Roll
to avoid sideslipping. The player then enters hexes 2, 3 and 4,
expending a single MP for each hex. Because the Hiryo entered
three consecutive hexes, each with a level lower than the
previous hex, the Hiryo automatically gained 1 additional MP
beyond its normal MP to expend this turn. The controlling player
then makes two facing changes preparing to enter Hex 5; once
more, the player will need to make a Driving Skill Roll to avoid
a sideslip. The controlling player then moves the WiGE Vehicle
into hexes 5 and 6, expending a single MP for each hex; hexes 4,
5and 6 were not a consecutive group of three hexes with each
hex a lower level than the next and so the WiGE Vehicle does
not receive an additional 1 MP bonus. The player then moves
the WIGE into hexes 7, 8 and the destination hex B, expending
asingle MP for each hex. As with hexes 1, 2 and 3, because the
WIGE Vehicle entered three consecutive hexes, each with a level
lower than the previous hex, the vehicle automatically gains 1
additional MP to expend, giving it a total of 2 additional MP to
spend this turn (the player expended a total of 12 MP to move
from Hex A to Hex B).

Flipping Over

If the result on the Failed Maneuver Table (at left) calls for a
vehicle to flip over, determine the direction and distance of the
skid as normal (see Ground Vehicles, p. 62, TW). Subtract 1 from the
resulting distance to determine the length of the “flipping” skid.

For each hex of a flipping skid, the vehicle takes damage equal
to its tonnage divided by 10 (rounded up). The vehicle takes dam-
age on a different location for each hex it flips through.




The first hex of the flip damages the armor on the vehicle
side facing the skid’s direction. The second hex of the flip dam-
ages the turret armor if the vehicle has a turret (if the vehicle
has two turrets, both turrets take full damage); if the vehicle
has no turret, apply the third-hex damage instead. The third
hex of the flip damages the vehicle side opposite the skid's di-
rection. The controlling player must roll on the Motive System
Damage Table (see p. 193, TW) and add 1 to the result to de-
termine the damage from the fourth hex. If the flip continues
past four hexes, repeat the sequence, starting with the vehicle
side facing the skid’s direction.

In addition to armor damage, roll once on the Ground Ve-
hicle Critical Hits Table (see p. 194, TW) for each side damaged.
Make two rolls for a side if its armor is penetrated.

Finally, any vehicle that flips over takes a Crew Stunned
critical hit that affects the vehicle for the remainder of the turn
and all of the next turn.

The following additional rules apply to infantry movement.

SQUAD DEPLOYMENT

In the field, conventional infantry units rarely operate in
platoons. More often, each squad breaks off and operates in-
dividually. The following rule allows players to deploy infantry
in squads rather than platoons.

Each squad consists of seven troopers. Jump infantry pla-
toons consist of three squads, while all other types of platoons
contain four squads. Normally, an infantry force participates
in a scenario as a platoon, but is deployed in independent
squads. In some cases, however, individual squads might take
part in a battle.

An infantry squad is treated like a small platoon of seven
troopers. However, ‘Mechs and vehicles must apply a +1 modi-
fier to the to-hit numbers for attacks against infantry squads in
order to account for their spread-out formation and small size.

This modifier does not apply to infantry platoons reduced
by damage to seven or fewer troopers—only to infantry ini-
tially deployed in squads.

A squad follows standard stacking limits unless it joins other
squads from the same platoon. For purposes of stacking limits,
squads from the same platoon count as a single unit while
occupying the same hex. In addition, squads from the same
platoon that occupy the same hex may join together to form a
larger unit during the End Phase of a turn. From that point on,
the unit is considered a standard infantry platoon consisting
of the total surviving troopers from each squad.

MOVEMENT ON PAVEMENT

If mechanized and motorized infantry meet the same crite-
ria as Ground Vehicles when moving on pavement (see p. 61,
TW), they receive a bonus of 1 MP.

FAST MOVEMENT

Any infantry unit can forgo weapon and physical attacks in a
turn to receive a bonus of 1 Ground MP during the Movement
Phase of that turn. This can be combined with movement on
pavement for mechanized and motorized infantry.

0 MP Infantry: If a unit must either move or fire, it can still
gain an extra 1 Ground MP (in addition to its standard Ground
MP when not firing in a turn) and make “fast movement’, but
the unit then cannot move or fire in the following turn.

CLIMBING

Foot and jump conventional infantry units, as well as hu-
manoid battle armor, can use Climbing rules to enter a hex that
is 2 or more levels higher or lower than the hex they occupy.

Use all the rules from the ‘Mech Climbing rules (see p. 22)
with the following changes.

For foot and jump infantry, each level change still requires
2 Ground MP, though a unit with only 1 MP can use the Mini-
mum Movement Rule (see p. 49, TW) to change a level while
climbing. For battle armor, if they are capable of swarming,
each level change only requires 1 MP; if the battle armor is
not swarm-capable, then each level change requires 2 MP (the
Minimum Movement rule, as noted above, also applies). Quad
battle armor cannot use these climbing rules.

For each level climbed, the infantry unit makes an Anti-
‘Mech Skill Roll; apply a -1 modifier for swarm-capable battle
armor. If the roll fails, the infantry falls from a height equal to
the last level it successfully reached (use the Infantry Falling
Damage Table, p 151, TW).

An infantry unit can make standard attacks while climb-
ing, but apply a +2 to-hit modifier, as well as a +1 modifier to
the Anti-’"Mech Skill Roll made on the following turn during
movement; swarm-capable battle armor only apply a +1 to-hit
modifier and do not apply the additional +1 modifier to the
following turn’s Anti-’Mech Skill Roll.

Buildings: Infantry scaling buildings do not apply the ad-
ditional +2 modifier inflicted against ‘Mechs.

Mountain Troops: Mountain troops (see p. 341) apply a -2
modifier to any Anti-'Mech Skill Rolls and only expend 1 MP
per 2 levels moved up or down (note that mountain troops
can change 3 levels up or down, so a mountain troop unit will
only need to use the Climbing rules if attempting to change
4 or more levels in a single hex). Finally, mountain troops can
make standard attacks with no additional modifiers applied.

Movement dice can help speed up and simplify game
play, especially if a large number of units are on the board.
Keep in mind, however, that movement dice are not a for-
mal game mechanic—simply an option to make game play
smoother. Therefore, all players should agree to their use
before a game begins.

Players can use six-sided (D6) or ten-sided (D10) dice. With
a ten-sided die, players can show 0 movement, and need not
use multiple dice when movement and terrain provide a move-
ment modifier greater than 6. However, players can easily use
two six-sided dice to achieve the same result. Making sure the
movement dice are a different size and/or color from those used
for rolling to-hit numbers and so on is usually a good idea.
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Players use movement dice to keep track of each unit’s move-
ment. Different color dice can be used to show the movement
mode chosen. Walk = Blue, Run = Yellow, Jump = Red, for example.
This can be placed behind the unit before it starts its move, so
players can remember where it started.

After a unit moves, place its movement die (or dice) directly in
front of it. Turn the die (or dice) so that its upper side(s) shows
the unit’s target movement modifier. If the unit has a target
movement modifier of 0, turn the die so that it shows a 0. If using
six-sided dice, players can all agree that 6 represents 0. If they
need to show a modifier of 6 or greater, they may use multiple six-
sided dice. Movement dice enable all players to quickly and easily
see which units have moved during a turn, along with each unit’s
target movement modifier. (No more need to ask your opponent,
“How far did that Spider move this turn?”)

Players can also use movement dice to show torso twists and
turret rotations. After a unit twists or rotates its turret during the
Weapon Attack Phase, simply move the unit’s movement die from
the front hexside to the hexside the unit’s torso or turret now
faces. If all players agree, they can use movement dice to show
the appropriate terrain modifier for the unit’s hex, as hex bases
sometimes make it difficult to determine what terrain exists in a
hex. For example, a Spider with a movement modifier of +2, stand-
ing in heavy woods (+2 terrain modifier), would have a total target
movement modifier of +4.

During the End Phase, players should remove all movement
dice from the board.

Planetary conditions is a general term used to describe all ter-
rain and weather types/conditions that can be used in a game.

The terrain type rules—such as woods, water, levels and so on—
presented in Total Warfare (see Mapsheets, p. 31, TW), represent
basic terrain types, particularly as they appear on the pre-printed
mapsheets available in published map sets. However, this repre-
sents a small, and mostly mundane, fraction of the possible terrain
types that can exist in a scenario to represent the myriad worlds
that occupy the BattleTech universe. In addition, Total Warfare—as
the standard rules set—does not delve into terrain modifications
(such as ice, mud and so on), weather conditions or other situa-

tions such as nighttime, and so on: conditions/situations that can
also make any scenario more interesting and fun to play.

The following rules, which expand the terrain type rulesin TW, are
designed to simulate more exotic terrain types, while introducing
terrain modifications, terrain conditions and weather conditions. In
addition to covering their use in a game, these rules also allow for
random assignment of planetary conditions to a given scenario.

Finally, these rules provide a means of meshing random gen-
eration of planetary conditions with the Selecting Mapsheets rules
(see p.262, TW).

Combat: In Total Warfare, the effects of terrain on movement
and combat are dealt with in separate chapters. However, to make
the various game effects of all terrain and weather types/condi-
tions as easy to use and understand as possible—and to make
sure that all such effects appear on a single set of tables for ease of
reference—the rules for movement and combat are all explained
in this chapter.

EXPANDED MOVEMENT COST
AND PLANETARY CONDITIONS RULES

The Expanded Movement Cost and Planetary Conditions Tables
(see p. 32) summarizes the movement costs, Piloting Skill Roll
modifiers and to-hit modifiers for each new planetary condition
and how it applies to various units; this includes any new move-
ment actions as well. For the sake of completeness, all terrain
types and movement actions covered on the Movement Costs
Table in Total Warfare (see p. 54) are included on this table.

The to-hit modifiers listed on the table may only apply to a specific
type of weapon (that is, direct-fire energy, direct-fire ballistic, missile
and so on), or a specific unit type (‘"Mech, Combat Vehicle, conven-
tional infantry and so on). Players should therefore be sure to verify
the specific effects of a given planetary condition’s to-hit modifier by
reading the specific rules governing a given planetary condition.

The Piloting/Driving modifiers listed in the table apply to any
Piloting/Driving Skill Roll a player makes while operating a unit
within a specific planetary condition. The rules that follow the
table explain any required Piloting/Driving Skill Rolls for each new
planetary condition (as well as covering units that do not have
Piloting Skills, such as infantry and ProtoMechs, where appropri-
ate). Do not assume that a Piloting/Driving Skill Roll is required to
enter a particular planetary condition simply because a Piloting/
Driving modifier is listed for that condition.

The Terrain/Construction Factor column is used when players
are using the Terrain Factor rules (see p. 64), or to note the Con-
struction Factor of buildings (see p. 166, TW and p. 121). If a row
on the table has a“0”in this column, then that planetary condition
can never be changed during a given game.

Finally, the table’s Prohibited Units column lists the types of
units prohibited from entering each terrain or prohibited from
functioning under a particular planetary condition.

Note: Every effort has been made to make the Expanded Move-
ment Costs and Planetary Conditions Table as comprehensive as
possible. However, the nature of these rules means it is impor-
tant—at least the first few times that players use a given planetary
condition—for all players to read the specific rules in question,
using the table only as a quick reference guide during game play.

In the case of some planetary conditions, the rules are simply
too complex to distill into the table; in such instances, the table
will refer players to the specific rule, where often a more tailored
and expanded table exists to explain it.




Units and Planetary Conditions

Various planetary conditions listed on the Expanded Move-
ment and Planetary Conditions Table affect units differently.
Once players have determined what units will be involved
in a game, they should make sure that the specific planetary
conditions they wish to use in a game have an effect on the
units they intend to field.

If players are randomly determining planetary conditions
(see Planetary Conditions Tables, p. 69), when a given planetary
condition is rolled, the players should make sure it will have an
effect on the units fielded in the game.

If the desired (or rolled) planetary condition has no effect
(for example, if the players are only fielding ‘Mechs and the
planetary conditions rolled have no effect on ‘'Mechs), players
may feel free to choose another condition (or re-roll, if ran-
domly determining such effects) to make sure the planetary
conditions they are adding will actually affect game play.

Base Terrain, Terrain Modifications,
Terrain Conditions and Weather Conditions

As noted, planetary conditions is a general term used to
describe terrain and weather types/conditions. However, by
adding so many new terrain options—not to mention weather
options—the rules for terrain become a bit more complex.
This requires specific definitions that go beyond the Terrain
Type column shown on the Movement Costs Table and At-
tack Modifiers Table (see pp. 52 and 117 respectively, TW), as
outlined below.

Base Terrain: Base terrain represents the underlying ter-
rain of a battlefield; the complete rules for base terrain start
on p. 30. Every hex on every mapsheet must consist of a base
terrain type as shown on the Expanded Movement Costs and
Planetary Conditions Tables. As noted above, the Base Terrain
portion of the Expanded Movement Costs and Planetary Con-
ditions Table includes those terrain types described in detail
in TW, as well as all new base terrain types. Unless specifically
noted otherwise under Base Terrain Types (see p. 30), no two
base terrain types can be found in the same hex.

Terrain Modifications: Terrain modifications represent spe-
cific additions to base terrain and are applied on a hex-by-hex
basis (see the Expanded Movement Costs and Planetary Condi-
tions Tables, p. 32, for a complete list of terrain modifications);
the complete rules for terrain modifications start on p. 40.

Page 49 of Total Warfare notes that when multiple terrain
types are found in the same hex, all appropriate modifiers are
cumulative. That rule applies here as well. When base terrain
and terrain modifications appear in the same hex, all appropri-
ate modifiers are cumulative.

Terrain Conditions: Terrain conditions represent specific
modifications to the playing area, but unlike terrain modifica-
tions, they are applied across the entire playing area (see the
Expanded Movement Costs and Planetary Conditions Tables,
p. 32, for a complete list of terrain conditions). In other words,
terrain conditions reflect more exotic situations representing
a global change to the terrain of the playing area—things
that don't fall under the heading of weather, such as vacuum,
heavy or light gravity and so on. The complete rules for terrain
conditions start on p. 54.

Terrain conditions are cumulative with all appropriate modi-
fiers for base terrain and terrain modifications.

Weather Conditions: Weather conditions represent specific
modifications to the playing area, but, like terrain conditions,
they are applied across the entire playing area (see the Ex-
panded Movement Costs and Planetary Conditions Tables, p.
32, for a complete list of weather conditions); the complete
rules for weather conditions start on p. 57.

As with the other three types of planetary conditions, weath-
er conditions are cumulative with all appropriate modifiers
from base terrain, terrain modifications and terrain conditions.

Assigning Planetary Conditions

As players set up a game and wish to use planetary condi-
tions in a given scenario, they can look through the Expanded
Movement Costs and Planetary Conditions Tables—as well as
the specific rules of the various Planetary Conditions—and
choose what they will include in their game.

Note, however, that some planetary conditions are easier to
use in a given scenario than others. For example, most terrain
conditions and weather conditions apply universally across a
playing area. However, when using new base terrain types, or
terrain modifications, as noted above, they must be tracked
hex by hex. Since most pre-printed maps do not include
these more advanced planetary conditions, players can use
pre-made counters, create their own counters, or simply write
the hex numbers on a sheet of paper—along with what base
terrain types and terrain modifications appear in that hex—to
track the various planetary conditions in a given scenario.

Alternatively, players can use the HeavyMetal Map program
to generate their own maps, based on the various planetary
conditions they wish to use in a given scenario (see HeavyMet-
al Software, p. 13, TW).

Conflicting Planetary Conditions

Note that regardless of attempts to make the various plane-
tary conditions rules as thorough as possible in how they apply
to one another—for example, many rules have a “prohibited”
aspect that notes which conditions should not be used with
a given rule—situations will arise when player adjudication
will be needed. For example, if the extreme (hot) temperature
weather condition is in play, then it would be unlikely for ice,
deep snow or snowfall to appear on the same playing area.

In the mud/heavy jungle/deep snow hex example noted
below, while it would be perfectly okay if players wanted to
stack all that in the same hex, common sense dictates that the
mud will likely have frozen. In this case, instead of mud, the
hex could be considered rough: this choice imposes the same
MP requirement to enter the hex for a ‘Mech, but removes the
possibility of getting stuck. Such changes will help make a
given game feel more in sync with “reality.”

With that in mind, as each new base terrain, terrain modifica-
tion, terrain condition and weather condition is added (whether
the players are simply choosing each planetary condition or are
randomly determining them; see Planetary Conditions Tables,
p. 69), such a“reality litmus test” should be applied, with the
most recently added planetary condition changed if it doesn't
pass such a test for all players. Furthermore, depending on the
complexity of planetary conditions involved in a given scenario,
once all the planetary conditions have been chosen and then
applied to the playing area, players may wish to make sure that
no such extremes exist in a given hex.
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In the end, of course, if your playing group doesn’t mind deep
snow in a lava hex, then by all means, have fun!

As a final note on movement, even though both the Mud and
Deep Snow terrain modifications can cause the infantry unit to

In the Planetary Conditions diagram above, a ‘Mech with
3 Walking MP and 5 Running MP, as well as a Motorized SRM
Conventional Infantry Platoon with 2 Ground MP, are attempt-
ing to move on the Open Terrain #2 map. During game set-up,
the players determined that they wanted to add additional
exotic base terrain types, terrain modifications and weather
conditions (they decide not to add any terrain conditions). In
the end, the Ultra-Heavy Jungle base terrain type and Mud
terrain modification are applied to Hex B, while the Deep Snow
terrain modification is added to both Hex B and Hex C. Finally, a
Blizzard weather condition is applied to the entire playing area.

Ifthe controlling player wished to move the ‘Mech in Hex A
to Hex B, it would require 4 MP [1 (entering the hex) + 1 (Light
Woods) + 1 (Deep Snow) = 4]; the ‘Mech would have to run to
enter the hex. However, the controlling player cannot move
the ‘Mech into Hex B, as a ‘'Mech cannot enter an ultra-heavy
jungle hex.

Ifthe controlling player wished to move the infantry in Hex A
to Hex B, it would require 3 MP [1 (entering the hex) + 0 (infan-
try do not pay any MP for Light Woods) +1 (Deep Snow)]. As
the infantry unit only has 2 Ground MP, it cannot enter the hex
normally. However, the infantry could enter the hex using the
Minimum Movement rule (see p. 49, TW).

If the controlling player wished to move the infantry in
Hex A to Hex C, it would require 6 MP [1 (entering the hex) +
3 (infantry pay 1 less MP to enter an Ultra-Heavy Jungle hex),
+1 (Mud) +1 (Deep Snow) = 6]. Once again, the infantry unit
does not have 6 MP, but since it is not prohibited from entering
an ultra-heavy jungle, mud or deep snow hex, it can use the
Minimum Movement rule, as noted above, to enter the hex.

® GROUND MOVEMENT-PLANETARY CONDITIONS DIAGRAM e

get stuck, only a single roll is made upon entering the hex to
determine if that happens (see Bog Down Rules, p. 62).

During combat, if either unit wished to fire into Hex B, it
would apply a +3 to-hit modifier to all direct-fire ballistic
weapons [1 (Light Woods) +2 (Blizzard) = 3], while applying a
+2 to-hit modifier to all other weapon attacks [1 (Light Woods)
+1 (Blizzard) = 2].

If either unit wished to fire into Hex C, it would apply a +5
to-hit modifier to all direct-fire ballistic weapons [3 (Ultra-
Heavy Jungle) + 2 (Blizzard) = 5], while applying a +4 to-hit
modifier to all other weapon attacks [3 (Ultra-Heavy Jungle)
+ 1 (Blizzard) = 4].

BASE TERRAIN TYPES

The following section describes in detail the new base terrain
types introduced in Tactical Operations. This includes completely
new terrain—such as gravel piles, jungle, sand and so on—as
well as expanding upon terrain found in Total Warfare, such as
ultra-heavy woods and extreme depths, which expand upon the
standard Light and Heavy Woods and Water terrain.

Buildings

Though buildings are considered base terrain types, they are
covered in their own section, as well as in Total Warfare (see p. 114,
of this rulebook and p. 166, TW, respectively).

Gravel Piles

Gravel piles represent any type of rock or dirt piles that are not
compacted; they are all covered under a single set of rules. While
gravel piles can be designated on any hex on the playing area,
only the hex’s level is still considered for the game; any other ter-
rain condition (woods, water and so on) is ignored.

Determining Gravel Piles: Unlike most other base terrain
types, players must determine the number of hexes each pile cov-
ers, as well as the level each hex rises above the underlying terrain.
Because such non-compacted piles are inherently unsteady, a hex
cannot rise more than 1 level higher than adjacent hexes of the
same base terrain type.

In other words, at the start of a game, if the players wish to des-
ignate a single gravel pile hex, it can only be a single level higher
than the underlying terrain. If the players wish to have a gravel pile
that is higher than a single level, then all six adjacent hexes must
have Level 1 gravel piles and/or hills, which will allow the central
hex to be a Level 2 gravel pile. If the players wish the central gravel
pile hex to be a Level 3 gravel pile, the 6 adjacent hexes must be
Level 2 gravel piles and/or hills, while the 12 adjacent hexes to
those 6 hexes must be a Level 1 gravel pile and/or hill. And so on.

Game Effects: Apply a +1 MP cost to enter a Level 1 gravel
pile hex, and apply a +1 modifier to all Piloting/Driving Skill Rolls
made in a gravel pile hex. Both modifiers increase by 1 for each
gravel pile hex level above 1, so that entering a Level 3 gravel pile
hex would require an additional +3 MP cost and would inflict a +3
modifier to any Piloting/Driving Skill Rolls made in that hex.

Units entering a gravel pile equal to or greater than their height
level may get stuck (see Bog Down Rules, p. 62). However, unlike all
other terrain types, a failed Bog Down roll means the unit is not
only stuck, but has sunk down into the gravel pile the exact number
of levels equal to the unit’s height, which means that all LOS to and




from the unit is blocked. The unit must apply an additional +2

modifier to the Bog Down roll when attempting to get unstuck.

If the roll succeeds, the unit may then move normally.

¢ Vehicles: Hover vehicles may not enter a gravel pile hex;
wheeled vehicles may not enter a Level 2 or higher gravel
pile hex; Large Vehicles still pay the +1 MP cost to enter a
gravel pile hex, but ignore the Piloting/Driving Skill Roll
modifier and never check to see if they are stuck.

¢ Infantry: Infantry do not pay the additional MP cost to
enter a gravel pile hex; though they may get stuck, unlike
other unit types, they do not sink into the terrain of the
hex and so LOS is not blocked.

* Non-Spheroid Aerospace Units: If a unit is landing or
taking off and enters a gravel pile hex, apply the damage
as though it crashed into the hex (see Landing, p. 87, TW),
but the unit continues moving, only subtracting 1 hex
from the total number of hexes needed to land, for each
gravel pile hex the unit enters. Damage is still applied for
each gravel pile hex entered separately, however.

e Spheroid Units: Landing Spheroid units reduce gravel
pile hexes to the level of the underlying terrain. In doing
so, they create a Level 1 gravel pile in each hex adjacent
to the DropShip. If the level of the underlying adjacent
hex is 6 or greater for Spheroid DropShips, or 3 or greater
for Spheroid Small Craft, ignore this effect.

Half Levels

The effect of half-levels on movement is shown on the Ex-
panded Movement Costs and Planetary Conditions Tables (see
p. 32). Additionally, half-levels allow vehicles to go hull-down,
if that rule is in use (see Hull Down Vehicles, p. 121).

Heavy Industrial Zone

A heavy industrial zone hex must be assigned to a clear or
paved hex, within 3 hexes of a building hex on the playing
area. This represents the convoluted apparatus (power lines,
generators, cooling ponds, water towers and so on) that make
up a heavy industrialized sector.

All Units: Apply a +1 to-hit modifier to all weapon attacks
made into or through a heavy industrial zone hex. Just as with
woods hexes, 3 intervening hexes of heavy industrial zone
blocks line of sight.

Unlike other terrain, which always has a specific height,
players must assign a height to each heavy industrial zone hex.
Some apparatus can be a half-level, one level or two levels tall,
while truly massive industrial zones can tower as high as a
DropShip at ten levels. As each heavy industrial zone hex is
assigned, designate its height for LOS purposes.

'Mechs: Apply +1 MP for a ‘Mech to enter a heavy Industrial
zone hex.

Unintended Explosions: Every weapon fired into a heavy
industrial zone hex that does not strike its intended target
(including missiles, if the maximum number fired did not
strike) may cause a potentially devastating explosion of some
sort; likewise, area-effect attacks (such as artillery strikes) and
attacks to reduce the hex (see Terrain Factor Rules, p. 64) may
also cause such an explosion. Roll 2D6 for every qualifying
weapon attack; on a result of 8 or higher, consult the Terrain
Effects Table. All damage is inflicted to the front of an affected
unit; damage is inflicted to each trooper in a battle armor unit;

double the damage inflicted to all conventional infantry units
in the hex, dealing damage as if the attack originated from
another infantry unit.

Note that this rule applies whether or not the Missed Shots
rule (see p. 81) is in use.

Non-Spheroid Aerospace Units: If a unitis landing or taking
off and enters a heavy industrial zone hex, immediately make a
roll on the Terrain Effects Table and apply any resulting damage
before finishing the unit’s landing; if a unit enters multiple heavy
industrial zone hexes, a separate roll is made for each hex.

If the landing unit is an Aerodyne DropShip, add a +2 modi-
fier to the die roll.

Spheroid Aerospace Units: If a Spheroid DropShip lands
in a heavy industrial zone hex, immediately make a roll on the
Terrain Effects Table with a +4 modifier (apply a +2 modifier for
Spheroid Small Craft); a separate roll is made for each heavy
industrial zone hex the landed DropShip covers. If a heavy
industrial zone hex entered by a landing Spheroid aerospace
unit is Level 6 or higher, roll twice on the table.

Airships: An Airship entering a heavy industrial zone hex
automatically rolls three times on the Terrain Effects Table.

Fire: During the End Phase of any turn when a heavy indus-
trial zone hex is on fire, roll once on the Terrain Effects Table
and apply effects, if any.

Jungle

Apply the modifiers shown on the Expanded Movement
Costs and Planetary Conditions Tables for movement into
jungle hexes.

Jungle hexes affect line of sight and weapons fire in the
same manner as woods hexes (see p. 100, TW); the ultra-heavy
jungle hex affects line of sight and weapons fire just like ultra-
heavy woods (see p. 40).

Chainsaw: A chainsaw can be used to reduce a jungle hex
just like a woods hex (see p. 134, TW), except that it take three
turns instead of two to reduce a jungle hex from its current
state to one lower.

DieRoll Effect
2-7 No effect
8 Hex catches fire (see Fire, p. 43).

Power lines fall: all units in hex take 3 points of
damage to a random location

Minor explosion: all units in hex take 5 points of
damage to a random location; hex catches fire
Electrical explosion: all units in hex take 1D6 + 3
points of damage to a random location

Major explosion: all units in hex take 2D6 points
12 of damage to a random location and catch fire for
1D6 turns; hex catches fire

Note: All conventional infantry units in the hex suffer double damage and
the damage is applied as though it were an attack from another infantry
unit. If tracking damage in such hexes (see Terrain Factor, p. 64), double
the damage applied to any units to the heavy industrial zone.
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EXPANDED MOVEMENT COSTS AND PLANETARY CONDITIONS TABLES

The following abbreviations can be found on the following tables ‘Mechs = M; ProtoMechs = P; Vehicles =V; Tracked Vehicles =T, Hover Vehicle = H; Wheeled Vehicles = W;
WiIGE = Wi; VTOL = VT; Airships = A; Infantry = |; Conventional Infantry = CI; Battle Armor = B ; Missile = Mj; Dire-Fire Ballistic = DB; Direct-Fire Energy = DE; Physical Attack=PH

-1 = g 2
g > ] S £ P £
< = = € £5 s S
£E $E = s £ £ 3
g3 % = = g2 =g 5
L o S © = = = s B 2
] a & =z S = L c 3
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Cost to Enter Any Hex 1
Base Terrain Cost When Entering Any New Hex
Clear +0° +0 +0 200 Rail?' Naval Vessels
Gravel Piles +1 per level +0 +1 per level 100 Rail?' Naval Vessels
Rough +1 +0 +0 200 Wheeled, Rail?' Naval Vessels
Ultra Rough +2 +0 +0 200 Vehicles, Rail?' Naval Vessels
9 12 i 12 i
Light Woods 4110 + +0 50 Wheeled? Hover, VTOL?> WiGE!? Rail,

Naval Vessels
Heavy Woods +2" +2 +0 90 Vehicles!? Rail?' Naval Vessels
‘Mechs, ProtoMechs, Vehicles}? Rail?'

Ultra-Heavy Woods +3 +3 +0 120 Naval Vessels
Light Jungle +2 +1 +1 60 Vehicles!? Rail?' Naval Vessels
Heavy Jungle +3 +2 +2 100 Vehicles!? Rail?' Naval Vessels
e +4 +3 +3 130 ‘Mechs, ProtoMechs,Vehicles)? Rail?'
Naval Vessels
Magma Crust +0 +0 +1 30 Wheeled, Infantry, Rail, Naval Vessels
Magma,Liquid o 0 +4 0 otk Nty
Planted Fields +0 p.38 +0 30 Rail?' Naval Vessels
Rail +0 +0 +0 20 Naval Vessels
Tundra +0° +0 +1 70 Rail?' Naval Vessels
Sand +.5¢ +0 +1 100 Rail?' Naval Vessels
Water"”
Depth 0 +0 +0 +0 — Rail?' Naval Vessels
Depth 1 +17 +0 +0 — Infantry}* Vehicles?” Rail*'
Depth 2-15 +3! +0 +0 — Infantry}*Vehicles}” Rait??" IndustrialMechs®
Depth 16+ p.42 p.42 p.42 — p.42
Level Change (up or down)
Half Levels +1 (+0 for 'Mechs) +0 +0 150
lievel it goundvendey ¥ o -
2 levels +2 ('Mechs, VTOLs, subs) +0 +0 — I 2007 Qround B e, B
Rail?' ProtoMechs
‘Mechs, ProtoMechs, Infantry,
3+ levels +1/level (VTOLs, subs) +0 +0 — Ground Vehicles, Rail, WiGE™
Sheer Cliffs p.39 +0 p.39 50 Rail?' Naval Vessels
Rubble +1 +0 +0 0 Rail, Naval Vessels
Ultra Rubble +2 +0 +1 0 Rail, Naval Vessels

MP cost to move along the bottom of the water hex; Piloting Skill Roll required to prevent falling.

*Piloting Skill Roll required to prevent damage; infantry pays only 1 MP (except mechanized infantry, which pays 2 MP) to enter any building hex.
I traveling along road; otherwise cost of underlying terrain.

“Hovercraft may enter all water hexes along the surface and may enter such hexes using Flanking movement.

*No cost for infantry.




EXPANDED MOVEMENT COSTS AND PLANETARY CONDITIONS TABLES (CONT.)
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Buildings?
Tent +0 +0 — VTOL, WIGE, Rail?' Naval Vessels
Hangar'® Blocks LOS VTOL, WIiGE, Rail?' Naval Vessels
Light +0 +0 1-8
Medium +1 +0 9-16
Heavy +2 +1 17-45
Hardened +3 +3 46-75
Standard Blocks LOS VTOL, WiGE, Rail?' Naval Vessels
Light +1 +0 1-15
Medium +2 +1 16-40
Heavy +3 +2 41-90
Fence +1"° +0 — 1 VTOL, WIGE, Rail?' Naval Vessels
Wall Blocks LOS VTOL, WIGE, Rail?' Naval Vessels
Light +1 +0 1-15
Medium +2 +0 16-40
Heavy +3 +1 41-90
Hardened +4 +3 91-150
Bridge® Rail?' Naval Vessels
Light NA +0 NA 1-15
Medium NA +0 NA 16-40
Heavy NA +0 NA 41-90
Hardened NA +0 NA 91-150
Rail NA +0 NA 151-600
Gun Emplacement Blocks LOS VTOL, WIGE, Rail?' Naval Vessels
Light NA NA 1-15
Medium NA NA 16-40
Heavy NA NA 41-90
Hardened NA NA 91-150
Fortress Blocks LOS VTOL, WIGE, Rail?' Naval Vessels
Medium +3 +2 16-40
Heavy +4 +3 41-90
Hardened +5 +4 91-150
Castles Brian Blocks LOS VTOL, WiGE, Rail?' Naval Vessels
Heavy +4 +4 35-9015
Hardened +5 +5 91-150"
Heavy Industrial Zone +0'® +1 +1 100 Rail?' Naval Vessels

5If a Wheeled Support Vehicle lacks the Off-Road Vehicle Chassis and Controls modification, then movement costs 1 additional MP per hex.

"Wheeled or Tracked Support Vehicles with the Amphibious Chassis and Controls modification can move through any water hex on the surface at a cost of 2 MP (see p. 56, TW).

#IndustrialMechs can enter a Depth 2 or greater water hex. However, the IndustrialMechs must mount either a fuel cells, fission or fusion power plant and must mount the
Environmental Sealing Chassis and Controls modification to do so. If the IndustrialMech does not meet those requirements, it is considered destroyed if it remains in a
Depth 2 or greater water hex (or prone in a Depth 1 water hex) in the End Phase of the turn immediately following the turn in which it entered the hex.

*Wheeled Support Vehicles with either the Monocycle or Bicycle Chassis and Controls modification can enter a light woods hex.

YInfantry pays only 1 MP (except mechanized infantry, which pays 2 MP) to enter any light woods hex.

VInfantry pays only 2 MP (except mechanized infantry, which pays 3 MP) to enter any heavy woods hex.

\/TOL and WiGE vehicles can enter a woods/jungle hex provided their elevation is higher than the level of the woods in the hex.
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Additional Movement Actions

Climbing (‘Mechs only) 2 MP or 3MP (1 arm) +0 Hor+2(1arm) —

Crawling ('Mechs only) Half current Walking MP +0 p.20

Dangle-and-Drop (‘Mechs only) p.22 +0 p.22

Dropping to the Ground (‘Mechs only) 1 +0 +0 —

Evading +0 +0 +1 — Vehicles, Rail, Naval Vessels

Facing Change 1/hexside’ +0 +0 = Infantry

Hull-down +2 +0 +0 — Rail, Naval Vessels, Infantry

Hurried Movement +0 +0 +,2 ;IS — Rail, Naval Vessels, Infantry

ignored

Leaping (‘Mechs only) 4 MP +0 p.22 —

Physical Defense (‘Mechs only) p. 20 p. 20 p. 20 —

Shielding Only Walking/Cruising MP +0 +0 = Rail, Large Naval Support Vessels

Sprinting (‘Mechs only) +0 +0 +2 —

Standing Still (Expanded) +0 -1 +0 — —

Standing Up +0 +0 2/attempt — Vehicles, Rail, Naval Vessels, Infantry
MP Cost Per Hex/ Piloting/Driving Terrain/

Terrain Modification Terrain Cost To-Hit Modifier Skill Modifier  Construction Factor Prohibited Units?

Black Ice +1225.27 +0 +4 40 —

Bug Storm p. 40 +1 DB, Mi/+2 DE, Pulse +0 — —

Deep Snow +18 +0 +1 20 Wheeled

Extreme Depths p. 42 p.42 p. 42 0 p. 42

Fire p.43 p.43 p.43 0 p.43

Geyser p.48 p. 48 p.48 — p.48

Hazardous Liquid Pools p.49 p. 49 p.49 — p.49

Ice +1282 +0 +4 40 —

Mud +18.2¢ +0 +1 — Rail*

Rail +1 +0 +0 20 Naval Vessels

Rapids +1% +0 +2 — —

BThis only applies to WiGE units entering a hex whose level is higher than the unit’s current hex; see Wing-In-Ground-Effect, p. 55, TW, for rules governing entering hexes
whose level is lower than the unit’s current hex.

“Infantry can enter a water hex of Depth 1 or deeper if they are noted as having UMU MP.

SCastles Brian use capital-scale damage, as noted under Scale (p. 238, TW). See Scaled Damage (p. 126) for more information.

“Mechs pay 1 additional MP to enter any heavy industrial zone hex.

"L evel change MP cost not included.

®Infantry (except mechanized infantry) pay only 1 MP to enter a building hex regardless of building type; ProtoMechs and mechanized infantry pay only 2 MP to enter
any building hex except for tents and fences (which cost only 1 MP). Hangars apply MP and Piloting Skill modifiers only when entering from outside, unless other
factors apply (see Hangars for details).

0nly applies to conventional infantry using Ground MP.

2Units move over bridges (never through them) as though traveling on a road.

ZWUnless rail tracks also exist in the hex; if the hex is a water hex, the track must be mounted on a bridge, or the rail must mount the Environmental Sealing Chassis and
Controls Modification

2Skidding rules apply (see p. 62, TW)




EXPANDED MOVEMENT COSTS AND PLANETARY CONDITIONS TABLES (CONT.)

MP Cost Per Hex/ Piloting/Driving Terrain/
Terrain Modification Terrain Cost To-Hit Modifier Skill Modifier  Construction Factor Prohibited Units*
Road

Paved +1 (T/H/I)? +0 +0 150 Rail?' Naval Vessels

Gravel +1 (V/I)? +0 +0 50 Rail?' Naval Vessels

Dirt +13 +0 +0 20 Rail?' Naval Vessels
Paved +0° +0 +0 150 Rail?' Naval Vessels
Smoke

Light Smoke +0 +1 +0 — —

Heavy Smoke +0 +2 +0 — —

Swamp +1 (M), +2 (V/1)»2 +0 +0 — —

Thin Snow +1 (W/C)% +0 +0 10 Rail?' Naval Vessels
Torrent +2 +0 +3 — Rail*!
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Atmospheric Pressures (Density)

Vacuum +0 +0 +0 — Vehicles? Infantry?

Trace +0 +0 +0 — Vehicles? Infantry?

Thin -2 Cruising MP (H, Wi, VT) +0 +0 — —

Standard +0 +0 +0 — —

High +1 Cruising MP (H, Wi, VT) +0 +0 — —

Very High +1 Cruising MP (H, Wi, VT) +0 +0 — —
Earthquake +0 +1to+5 +1to+5 — —
Electromagnetic Interference +0 +2 (-2 Cluster Table) +0 — —

High/Low Gravity p.55 +0 p.55 — =
Meteor Showers +0 +0 +0 — —
Tainted and Toxic Atmospheres +0 +0 +0 — Vehicles? Infantry?

BThese terrain modifier do not apply to hover, WIGE or airborne VTOL vehicles; in the case of snow, does not apply to the unit if it mounts the Snowmobile Chassis and
Controls Modification

2Units entering this terrain may be stuck; see Bog Down Rules, p. 62.

BIncludes restrictions for underlying terrain as noted under Base Terrain Types

%A vehicle must include Environmental Sealing to operate under this condition; WiGEs and VTOLS can never operate under this condition.

This only applies to conventional infantry, unless the conventional infantry are XCT Troops (see p. 351), in which case they can operate in this condition.

A non-infantry unit entering this terrain may choose to ignore the additional MP cost. However, the unit may fall or crash as a result; see Careful Movement, p. 63.

2An MP Cost Per Hex is noted simply as a modifier, such as“+1” or“+2". A Movement Modifier is noted as a change in Movement Points, such as“—1 SF” means “~1 Safe
Thrust,’—1 (" means “~1 Cruising MP” and so on; infantry will simply indicate an MP reduction, such as —1 G” means “~1 Ground,”“~1" which would apply to both
Ground or Jumping movement, or“no J” means“no Jumping” and so on.

30/f a specific weapon type is not noted, the modifier applies to all weapon attacks; a“PH” indicates a Physical Attack modifier.

5Hover, WiGE and VTOL Vehicles cannot operation in such conditions.

3t the start of Turn 5 of a scenario, includes all modifiers and effects of thin snow (see p. 52). At the start of Turn 15 of a scenario, includes all modifiers and effects of
deep snow (see p. 41). At the start of Turn 20 of a scenario, includes all modifiers and effects for ice (see p. 50).

3At the start of Turn 10 of a scenario (provided the scenario lasts long enough), an ice storm includes all modifiers and effects of ice (see p. 50); ice occurs in every water
hex across the playing area.

3#At the start of Turn 10 of a scenario, includes all modifiers and effects of thin snow (see p. 52). At the start of Turn 20 of a scenario, includes all modifiers and effects of
deep snow (see p. 41). At the start of Turn 20 of a scenario includes all modifiers and effects of ice (see p. 50).

At the start of Turn 15 of a scenario, includes all modifiers and effects of ice (see p. 50); ice occurs in every water hex across the playing area.

INTRODUCTION

ADVANCED

GROUND MOVEMENT

ADVANCED
GOMBAT

ADVANCED
BUILDINGS}

ADVANCED
SURPORT;

SURPORTAVEHICLE]
CONSTRUCTION

(WEARONS]
(AND]EQUIPMENT

RECORDISHEETS




\

MP Cost Per Hex or Movement Modifiers?® Piloting/Driving/Control Modifier
Heat
Weather Condition ‘Mechs Vehidles Infantry Aerospace Points  To-Hit Modifier’® ’'Mechs  Vehicles Aerospace
Fog®
Heavy Fog +2 +2 +2 +2 +0 +1DE, P +0 +0 +0
Light Fog +1 +1 +1 +1 +0 +0 +0 +0 +0
Hail
Heavy Hail +0 -1C -2G(B)/-3(C) -TMP(A) -1 +1 DB/+2 Mi +1 +2 (H/Wi/VT) +1(+3A)
Light Hail +0 -1C  -1G((B)/-2(q) +0 -1 +1 Mi +0 +1 (Wi/VT) +2 (A)
Light
Dusk/Dawn +0 +0 +0 +0 +0 +1 +0 +0 +0
Full Moon Night/Glare +1 +1 +1 +0 +0 +2 +0 +0 +0
Moonless Night/Solar Flare?®  +2 +2 +2 +0 +0 +3/+1PH +1 +1 +1
Pitch Black?® +3 3 +3 +0 +0 +4/+2 PH +2 +2 +2
Rain
Gusting Rain +0 +0 -1G(B)/-2(C1) -1MP(A) +0 +2 DB/+3 Mi +2 43 (H/Wi/NT) +2 (+4 A)
Heavy Rainfall +0 +0 +0 +0 +0 Al el +1 +1
Lightning Storm +0 +0 -1(Cl) +0 +0 +1/42 Mi +0 +1 (Wi/VT) +2 (A)
Light Rainfall +0 +0 +0 +0 +0 +1(Cl) +0 +0 +0
Moderate Rainfall +0 +0 +0 +0 +0 +1 +0 +0 +0
Torrential Downpour +0 +0 +0 +0 +0 +2 +2 +2 +2
Snow
Blizzard* +0 -2C  -3G(B)/-4(Cl) -1MP(A) -2 +2 DB/+3 Mi +1 +3 (H/Wi/VT) +2 (+4 A)
Heavy Snowfall* +0 +0 +0 +0 -2 +1 +1 +1v +1
Ice Storm* +0 -3C  -4G(B)/-4(C) +0 -3 +1 Mi +0 +1 (Wi/VT) +2 (A)
Light Snowfall +0 -1C -1d +0 -1 +1(Cl) +0 +0 +0
Moderate Snowfall** +0 -2C -20 +0 -2 +1 +0 +0 +0
Snow Flurries +0 -2C -3(C1) +0 -2 +1/42 Mi +0 +1 (Wi/VT) +2(A)
Sleet® +0 -1C -2(Cl) +0 -1 +1/42 Mi +0 +1 (Wi/VT) +2 (A)
Wind
Light Gale +0 +0 -1G(Cl) +0 +0 +0 +0 +0 +1(A)
Moderate Gale +0 +0 -1(Cl) +0 +0 +1M +0 +1 (Wi/VT) +2(A)
Strong Gale +0 +0 -1G (B)/-2(Cl) -1(A) +0 +1 DB/+2 Mi +1 +2 (H/Wi/VT) +1(+3A)
Storm +0 +0  -1G,noJ(B);noCl -1SF +0 +2 DB/+3 Mi +3 +3 (H/Wi/VT) +2
Tornado F1-F3 2W 2 nol -1SF;noA +0 +2DE,P/+3DB/noMi +3 +3 +3
Tornado F4 Wonly noC nol noA +0 +3 DE, P/no DB, Mi +5 — —
Misc.
Blowing Sand +0 +0 (@) +0 +0 +1 DE/P/+1 Mi +0 +1 (Wi/VT) +2 (A)
Extreme Temperatures +0 +0 +0 +0 p.62 +0 +0 +0 +0

Level 1 Foliage

In standard Classic BattleTech rules, woods rise two levels above the
underlying terrain. Level 1 foliage allows players to designate woods
and jungle hexes as rising only 1 level above the underlying terrain.

All other rules concerning woods, including their Terrain Factor
(see p. 64), remain the same. They rise only 1 level, and so their
interaction with various units and line of sight will change accord-
ingly (see Terrain Height and Depth, p. 100, TW).

Partial Cover: Level 1 foliage never provides partial cover for
'Mechs.

Chainsaw: A chainsaw (see p. 134, TW) can reduce a Level 1
foliage hex from its current state to one lower in a single turn.

Magma

Magma is divided into two different types of terrain: crust
and liquid. Apply the modifiers shown on the Expanded Move-
ment Costs and Planetary Conditions Table for movement into
magma hexes.

Crust: Every time a unit enters a magma crust hex along the
ground (hover, VTOL and WiGE vehicles do not count, nor do
infantry expending VTOL MP), the controlling player rolls 1D6. On
a result of 1-5, nothing occurs; on a result of 6, the crust breaks
and the hex is immediately converted into a liquid magma hex
of Depth 1 (it stays a liquid magma hex for the remainder of the
scenario; see below).



If a‘Mech or vehicle is expending Jumping MP and its target
landing hex is a magma crust hex, on a result of 4, 5 or 6 the
crust breaks and becomes a liquid magma hex.

For heat-tracking units, every magma crust hex they enter (but
do not occupy it during the Heat Phase) generates 2 additional
Heat Points in that turn; occupying a magma crust hex during
the Heat Phase generates an additional 5 Heat Points that turn.

Liquid Magma: Any unit other than a’'Mech that enters a lig-
uid magma hex is automatically destroyed. If a Hover, VTOL or
WIGE vehicle—or infantry unit expending VTOL MP—touches
the ground of such a hex for any reason (landing, damage and
so on), that unit is automatically and utterly destroyed. In all
instances, the unit cannot be salvaged in any way.

If a 'Mech jumps into a liquid magma hex (or into a magma
crust hex that turns into a liquid magma hex), the controlling
player must make a Piloting Skill Roll to determine if the ‘Mech
becomes stuck (see Bog Down Rules, p. 62).

‘Mechs that start their Movement Phase in a liquid magma
hex, or enter such a hex, take 2D6 points of damage to each
exposed location immediately upon entering the hex. If the
‘Mech is moving normally, its legs constitute its exposed lo-
cations; if the 'Mech falls, all of its locations (including front
and rear torsos) are exposed. Make separate damage rolls for
each location; regardless of how much damage is rolled, it is
considered only a single attack. A unit that starts and ends a
Movement Phase in a liquid magma hex takes an additional
2D6 of damage to its exposed locations; again, make a sepa-
rate damage roll for each location, but this roll is considered a
separate attack from the original 2D6 damage roll.

For ‘Mechs, every liquid magma hex it enters (but does not
occupy it during the Heat Phase) generate 5 additional Heat
Points in that turn; occupying a liquid magma hex during the
Heat Phase generates an additional 10 Heat Points that turn.

Unlike any other type of outside heat source (see p. 159, TW),
there is no cap to the total heat that can be generated against
a unit by magma. When determining heat from magama, a
player should sum up all other outside heat sources for the
unit and then apply the cap of 15 first, disregarding any heat
above 15. Then apply the heat from magma, no matter how
much heat it has generated.

Non-Spheroid Aerospace Units: If aerospace units are
landing or taking off and enter a magma crust hex, apply the
heat effects, but do not roll to see if the crust breaks. If such a
unit enters a liquid magma hey, it is automatically destroyed
and cannot be salvaged.

A volcanic vent begins to erupt as Roughrider warriors stand in awe of natures fury.

Spheroid Aerospace Units: A landing Spheroid aerospace
unit (including units landing using VSTOL) automatically turns
a magma crust hex into a liquid magma hex. If the unit is a
single hex unit, it is automatically destroyed. If it is a multi-
hex unit and all the hexes it lands in are magma, then it is
automatically destroyed. If it is a multi-hex unit and only some
hexes it occupies are turned to magma, then apply the 2D6
damage described above for each such hex to the aft location;
each hex is considered a block of damage.

Eruptions: The large-scale eruption of a volcano would dev-
astate almost any size of force unlucky enough to be within a

“playing area” of such an event. Rules for such a scenario are
simply beyond the scope of any in-game mechanics. However,
players can use the following rules to simulate “micro” erup-
tions that can occur and have an effect on a playing area
without wiping every trace of all forces off the map.

Before play begins, the players must determine how
often they wish the eruptions to occur. If they want only a
small chance of such an occurrence, then the players should
nominate 12 as the target number; if players prefer a higher
frequency, they should choose a Target Number of 8. Or, if the
players are looking to “build up”to the point that an eruption
is almost certain (as often occurs with volcanic activity), they
can start at 12 and then lower that target number every turn or
every other turn. Finally, players can also set an arbitrary turn
in which a die roll determines when the eruptions will begin.

At the start of the turn that the playing group has deter-
mined is the first chance for an eruption to occur (whether this
is the first turn of the game, Turn 5, Turn 10 or whatever they
decided before play began), roll 2D6. If the result equals or
exceeds the pre-determined target number, the eruption has
begun; if the roll is less than the target number, the eruption
has not yet begun and a roll against the appropriate target
number is made at the start of the following turn.

During the first turn when the eruption starts, the player
that won the Initiative selects one unoccupied hex (contain-
ing no units of any kind) on the playing area. He then rolls 2D6.
On a result of 6 or more, that hex dissolves into magma. Any
unit within a two-hex radius receives 10 points of damage, as-
signed in 5-point Damage Value groupings to the facing in the
direction of the attack (double the damage against conven-
tional infantry and apply it as though it were an attack from
another infantry unit).

Additionally, in the target hex and six adjacent hexes (but
never the second ring of twelve hexes), this damage is also
applied vertically to the elevations above the target hex
(meaning an airborne VTOL in a target hex that is at a low
enough elevation may still take damage). In the target hex, for
each subsequent elevation above the hex’s underlying level,
reduce the damage by 1 point and apply that damage to the
next elevation; in the six adjacent hexes, reduce the damage
by 2 and apply that damage to the next elevation (use the
Front/Rear location, if a location is needed). In both instances,
this is done until there is no more damage to apply to a higher
elevation. Finally, such vertical damage is not inflicted twice
against units that occupy more than one level (such as a
standing 'Mech).

Use the rules for Buildings and Levels (Hills) as they interact
with artillery when determining the outcome of an eruption’s
interaction with such terrain features (see p. 184).
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Any units tracking heat receive an additional 2 Heat Points for
that turn. Finally, any hex within the two-hex radius that can catch
fire (woods/jungle, building and so on) is automatically set on fire
as though attacked by infernos.

The player that lost Initiative may then select a hex and repeat
the process.

For each additional turn the game continues after the eruption
begins, each player may select another unoccupied hex and re-
peat the process described above.

Each hex that dissolves into magma takes on the properties
of magma (see above) and ignores its previous terrain feature,
though it retains its current height. However, unlike the magma
rules above, in which the magma is considered stagnant, this
magma is injected with the kinetic energy of its eruption. As such,
if any hex adjacent to the newly erupted magma hex is lower than
the magma hex, during the End Phase of the turn following the
turn in which it erupted, the magma will flow into that hex; ig-
nore the new hex’s previous terrain feature and apply all magma
rules. If multiple hexes qualify, randomly determine which hex the
magma will enter (it will only flow into a single hex). Depending
on the terrain of the playing area and where the eruptions occur,
several magma rivers can eventually result from this “cascade.”

If a ‘"Mech occupies a hex where lava enters in this fashion, the
‘Mech must make an immediate Piloting Skill Roll to avoid falling.

If players are using the Terrain Factor rules (see p. 64), once the
eruption starts, if the level of any hex is reduced due to damage,
immediately roll 2D6; on a result of 5 or less, nothing occurs. On a
result of 6 or higher, an eruption occurs in that hex.

Finally, while players can choose whether to add this complica-
tion or not, volcanoes are usually accompanied by earthquakes;
incorporating an earthquake (see p. 55) with volcanic eruptions
will make for a more realistic, and scary, scenario.
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® ERUPTION DIAGRAM e

In the Eruption Diagram, Player A is fielding two ‘Mechs,
while his opponent keeps using a VTOL to harass him on the
Large Mountain #1 map. The players have just determined
through a successful die roll that an eruption is taking place,
so Player A decides on a sneaky tactic. He nominates Hex A as
a location for a potential eruption and rolls 2Dé; the result of
a7 means a micro eruption occurs in that hex (and the hex is
turned into magma). The VTOL in Hex A is at Elevation 14. As
that is 4 hexes above the Level 10 of the underlying terrain, 4
points of damage are subtracted from the 10 that is applied in
the two-hex radius shown in the diagram, leaving 6 points to
be assigned in 5-point and 1-point Damage Value groupings to
the Front column of the VTOL Hit Location Table.

However, Player A didn't think that move through well
enough, and since his ‘Mech in Hex B is within a two-hex radius
of the eruption, the ‘Mech takes 10 points of damage, assigned
in two 5-point Damage Value groupings, to the Rear location
of the ‘Mech Hit Location Table. Even though damage would be
assigned to the elevations above the underlying Level 8 in Hex B,
since damage was already assigned once to the ‘Mech, no further
damage is applied even though it occupies two levels of height.

Luckily for Player A, the Level 12 in Hex Cis in the LOS between
the erupting Hex A and his own ‘Mech in Hex D. Hex C is higher
than the underlying terrain of Hex D, and so it blocks any
damage that would have been applied to the ‘Mech in Hex D.

However, Player A is once again not playing smart. During
the following turn, he doesn’t move the ‘Mech in Hex A. As
an adjacent hex exists to the erupting magma hex, and the
adjacent hex is at a lower level, the magma will flow into that
hex. Hex B and Hex E are lower and adjacent, and so Player A
randomly determines which hex the magma will flow into; as
luck would have it, it will flow into Hex B! Player A must make an
immediate Piloting Skill Roll. With a Piloting Skill Rating of 5 and
no damage taken, he rolls and gets a result of 4; he’s fallen!

Looking at the magma rules (because Hex B is now a magma
hex), Player A knows that since the ‘Mech in Hex B is going to
start the Movement Phase of the next turn in a magma hex,
and he’s just fallen in that magma hex, his inattention has just
inflicted 2D6 points of damage on every location on his ‘Mech.
If he doesn’t manage to stand and move out of the hex, he’ll
take an additional 2D6 points of damage to every location
on his ‘Mech at the end of the same Movement Phase. Not to
mention the extra heat during the Heat Phase. . .let’s hope his
dice are up for it!

Planted Fields

Planted fields (crops of wheat, corn and so on) have no effect
on movement modifiers. However, planted fields rise 1 level above
the underlying terrain and impart a +1 to-hit modifier for every two
full hexes of planted fields intervening between the attacker and
target. A total of 6 intervening planted fields hexes blocks LOS.

In addition, apply a +1 to-hit modifier against any infantry in
a planted fields hex; damage against conventional infantry in a
planted field is still doubled.

Combine: A player with a unit mounting a combine can an-
nounce that he is activating the combine at the start of the turn;
the combine is considered activated until the player announces he
is deactivating it at the end of a turn. The unit may not expend Run-
ning/Cruising MP and must apply a +1 modifier to any Piloting Skill
Rolls required during any turn when the combine is active. Addition-




ally, a +2 to-hit modifier is applied to any weapon or physical
attacks made by the unit in a turn when the combine is active.

However, every planted field hex that the unit enters is auto-
matically reduced to a clear hex. If there are any units (friendly
or enemy) in a hex entered by a unit operating an active com-
bine, roll 1D6 (the 1D6 roll is made for every friendly or enemy
unit). On a result of 4, 5 or 6, the unit in question is “hit" by a
combine physical weapon attack (see p. 146, TW); resolve all
effects immediately before moving on (before the combine’s
movement continues). This could result in numerous attacks
occurring during a single combine unit’s movement.

Landing Spheroid Units: Any planted field hex adjacent to
the landing hex(es) of a Spheroid aerospace unit might catch
fire (see p. 43). Roll 2D6 and apply all appropriate modifiers
from the Fire Table, such as planetary conditions. If the result
is 7 or less, the hex is on fire.

A 'Mech and infantry unit are firing at a target vehicle 3
hexes away that is in a planted field hex, while both hexes
along the LOS are planted fields. The ‘Mech ignores the first
planted field hex, but the vehicle is adjacent to a planted
field so the ‘Mech must take into consideration that adja-
cent planted field hex and the planted field hex the vehicle
occupies, so applies a +1 to-hit modifier. Meanwhile the
infantry, at Level 1, draws LOS through the two intervening
hexes. However, as that only equals a total of 3 planted
fields hexes (including the hex the vehicle occupies), only a
+1 to-hit modifier is applied.

Rough (Ultra)

Ultra-rough terrain represents a variety of truly shattered
landscapes, including ultra woods/jungle hexes that have
been reduced to rough ground.

Apply the modifiers shown on the Expanded Movement
Costs and Planetary Conditions Table for movement into an
ultra-rough hex.

Rubble (Ultra)

Ultra-rubble represents destroyed buildings made of the
hardest, military-spec materials, making such a hex exception-
ally difficult to navigate. Destroyed Castles Brian and fortress
hexes are turned into ultra-rubble hexes.

Apply the modifiers shown on the Expanded Movement
Costs and Planetary Conditions Table for movement into
rubble hexes. In addition, a Piloting Skill Roll with a +1 modi-
fier is required upon entering an ultra-rubble hex.

Sand

The Expanded Movement Costs and Planetary Conditions
Table lists two MP costs for sand. The 1 MP cost applies to all
units except infantry and Wheeled Vehicles; the 2 MP cost
applies to infantry units and Wheeled Vehicles (except in the
case of a Wheeled Support Vehicle that mounts the Dune
Buggy Chassis and Controls modification). Infantry can avoid
the increased MP cost by using Jumping MP, however.

Large Vehicles without the Dune Buggy Chassis and Con-
trols modification entering a sand hex may get stuck (see Bog
Down Rules, p. 62).

Apply a +1 modifier to all Piloting/Driving Skill Rolls made
in a sand hex.

Sheer Cliffs
In standard Classic BattleTech rules, all changes of Level
1 or Level 2 from one hex to an adjacent hex are considered
to have enough of a slope to allow for appropriate units to
move across them with little problem. This is not always the
case, however, as some terrain—even if its height is not very
significant—is difficult to cross due to a sheer vertical drop.
Unlike other terrain conditions, which change the entire
hex, sheer cliffs only change designated hexsides. Before play
begins, players determine which hexsides they wish to make
sheer. Such hexsides can only be nominated if two adjacent
hexes are of a different level. Though MP costs must still be

taken into account when dealing with differences between a

Level 1 change and a Level 2 change between two hexes, for

the purpose of the rules for sheer cliffs as noted below, Level 1

and Level 2 cliffs are the same.

No units may use backward movement across a sheer cliff

hexside (see Backward Movement (Expanded), p. 22).

Moving from a lower level to a higher level across a sheer

cliff hexside:

® Maechs: ‘Mechs must make a Piloting Skill Roll when
using ground movement to cross a sheer cliff hexside (+1
if a Level 1 sheer cliff, +2 if a Level 2 sheer cliff); a failed
Piloting Skill Roll does not result in a fall in this case, but
it means the attempt to cross the hexside has failed. The
‘Mech remains in the hex where it started to cross the
hexside, and the MP expenditure to cross that hexside
and enter the hex has been lost. If the ‘'Mech has suffi-
cient MP remaining, it can attempt to cross the hexside
again. A 'Mech cannot use a Climbing action to cross a
Level 1 or Level 2 sheer cliff (see Climbing, p. 22).

® Vehicles: With the exception of VTOLs and WiGEs, ve-
hicles are prohibited from crossing a sheer cliff (though
WIGE Vehicles must expend an extra 1 MP to cross a sheer
cliff if they are moving at their standard 1 level above the
underlying terrain).

® Infantry: Infantry cannot cross a sheer cliff using ground
movement unless they use a Climbing action (see Climb-
ing, p. 27). Mountain troops (see p. 341), however, can
cross a Level 1 sheer cliff side, with no additional move-
ment cost (to cross a Level 2 or higher sheer cliff, they
must use a Climbing action).

Moving from a higher level to a lower level across a sheer

cliff hexside:

e ’'Mechs: 'Mechs must make a Piloting Skill Roll when
using ground movement to cross a sheer cliff hexside (+0
if a Level 1 sheer cliff, +1 if a Level 2 sheer cliff); a failed
Piloting Skill Roll means the ‘Mech has fallen into the hex
it was attempting to enter and its movement is over (as-
sign damage for the fall per standard rules).

¢ Vehicles: Vehicles—except VTOL and WiGE—must make
a Driving Skill Roll to cross a Sheer Cliff hexside. A failed
roll forces an automatic roll on the vehicle’s Motive Sys-
tem Damage table and its move is over.

* Infantry: Infantry cannot cross a sheer cliff hexside using
ground movement unless they use a Climbing action
(see Climbing, p. 27); mountain troops (see p. 341), how-
ever, can cross a Level 1 sheer cliff side, with no additional
movement cost (to cross a Level 2 or higher sheer cliff,
they must use a Climbing action).
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©® SHEER CLIFF DIAGRAM ®

In the Sheer Cliff Diagram, a series of units are attempting to
scale sheer cliffs on the BattleForce map; prior to the start of play,
the players designated the white-lined hexsides as sheer cliffs.

The ‘Mech in Hex A has a Movement of 5/8 and a Piloting
Skill Rating of 4. It must expend the standard 3 MP to enter
Hex B. However, because it is a Level 2 sheer cliff, the control-
ling player must make a Piloting Skill Roll with a +2 modifier.
The controlling player declares that the ‘Mech is running and
makes his Piloting Skill Roll. The result of 5 means a failure.
This does not result in a fall (if the player had been moving his

‘Mech from Hex B to Hex A, a failed Piloting Skill Roll would have

resulted in a fall in Hex A), but the 3 MP are lost. If the player
had not nominated the ‘Mech for running, he would not be
able to move into Hex B this turn. The player once again makes
a Piloting Skill Roll with the +2 modifier; this time, he gets a
result of 7, meaning the ‘Mech has scaled the sheer cliff. The
player has expended 6 MP to do so and so only has 2 more MP
remaining to finish the ‘Mech’s move.

The battle armor in Hex C must use a Climbing action to
cross the sheer cliff hexside into Hex D. Checking the Climbing
rules, the controlling player notes that since his battle armor
troops are swarm capable, it only costs 1 MP to move across
the sheer hexside and then another 1 MP to enter Hex B itself.
The player can choose to either spend the 2 Ground MP, or just
spend 1 Jumping MP.

The Vehicle in Hex E has a Movement of 6/9 and a Driving Skill
Rating of 5. However, it cannot cross the sheer cliffside into Hex F
because a vehicle cannot cross a higher-level sheer cliff hexside.
Instead, the player would need to spend 7 MP to enter Hex F [1
(left facing change) + 1 (entering Hex G) + 2 (two right facing
changes) + 3 (changing 1 level and entering Hex F) = 7]. Next
turn, if the player chose to move into Hex E, he could spend 4 MP
[1 (right facing change) + 3 (changing 1 level and entering Hex E =
4], but would need to make a Driving Skill Roll; a failed roll would
result in an automatic roll on the Motive System Damage Table.

Finally, the conventional infantry in Hex F have 1 Ground
MP and are not mountain troops. The only way they can cross
the sheer cliff is through a Climbing action. While a Climbing

action requires 2 MP per level, the controlling player can use
the Minimum Movement rule to make it work. So in the current
turn, the controlling player moves the infantry to the sheer cliff
hexside between hexes F and E, where they will remain until the
following turn’s Movement Phase. At that point, the controlling
player will be able to move them into Hex E.

Tundra

The Expanded Movement Costs and Planetary Conditions
Tables lists the MP costs for tundra. Additionally, a unit entering a
tundra hex may get stuck (see Bog Down Rules, p. 62).

Woods (Ultra-Heavy)

The Expanded Movement Costs and Planetary Conditions Table
lists the MP costs and other modifiers for ultra-heavy woods, as
well as which units are prohibited from entering them.

For purposes of determining line of sight, ultra-heavy woods
rise 3 levels above the underlying terrain. A single ultra-heavy
woods hex lying between an attacking unit and its prospective
target will block line of sight. Attacks against a target that occu-
pies an ultra-heavy woods hex suffer a +3 to-hit modifier.

Clearing Woods: When clearing woods (see p. 112, TW), when
ultra-heavy woods are reduced to heavy woods, they are convert-
ed to heavy woods, effectively reducing the height of the hex'’s
trees to 2 levels above the underlying terrain (for more details, see
Terrain Factor Rules, p. 64).

TERRAIN MODIFICATIONS

Terrain modifications represent additions to a given hex’s base
terrain type caused by weather, specific geologic conditions or
human intervention.

As noted previously, modifiers and unit prohibitions imposed
by terrain modifications are added to modifiers and unit prohibi-
tions imposed by the underlying base terrain type.

In addition, units moving into a hex containing terrain modi-
fications may be subject to bogging down (see p. 62). Though
all such terrain modifications should be clearly marked before a
given scenario begins, if no underlying base terrain type is speci-
fied for a particular hex, assume the underlying terrain is clear.

Roads/bridges and rubble are now classified as terrain modi-
fications. Rules for these conditions appear under Movement on
Pavement, p. 61, TW.

The following entries describe rules for various terrain
modifications.

Black Ice

Unlike ice (see p. 50), which is usually pre-designated, black ice
can suddenly “appear” on pavement. During any movement that
occurs on pavement (including bridges) where the Black Ice ter-
rain modification is in use, apply the following rules.

Whenever a ‘Mech or non-hover vehicle enters any paved hex,
immediately roll 1D6. On a result of 5 or 6, ice has formed in that
hex; all rules that apply to ice (see p. 50) are immediately applied,
as appropriate, to that hex.

Bug Storms

The so-called bug storm is an unusual event—but not a wholly
uncommon one—in which enormous swarms of local flying in-
sects, insect analogues or very tiny avian life forms fill the skies
with a mad press of bodies.




BUG STORM TYPE TABLE

Roll  StormType Effects*

1-2 Localized i X
same hex, and remain stationary.

3-5 Transient
random direction.

Mass
Migration

is covered by a bug storm.

Randomly place 1D6 bug storms (1 hex wide) for every two mapsheets used. Multiple storms may not occupy the

Randomly place 1D6 bug storms (1 central hex and all adjacent hexes) for every mapsheet used. Multiple storms
may not share the same center hex. During the End Phase of each turn, each bug storm will move 1 hexina

A continuous mass storm 2D6 hexes wide extends across the map, centered on a random starting point and
moving toward the opposite side (if any wind conditions are in use, the starting point must be determined in a
fashion that extends the storm across the field in the direction of the prevailing wind; see Wind Direction, p. 57).
Roll again to determine the nature of any secondary bug storms. If another Mass Migration results, the entire map

*Ifawind condition is in use (see p. 57), apply the following rules to determine bug drift, in the direction of the prevailing wind: Light Gale = 1 hex; Moderate Gale =2
hexes; Heavy Gale = 3 hexes; Storm = 4 hexes. Bug storms cannot be used in the same game with Tornado F1—F3 or Tornado F4+ wind conditions.

If a scenario takes place under such conditions, modify
movement and combat as follows.

Bug storms are abstracted into three main varieties:
Localized (where small, globular clusters of insectoids gen-
erally mill about in somewhat stationary 30-meter areas),
Transient (where larger clusters move about in a relentless
search for food or such) and Mass Migrations (which can
blanket entire strips of land as the creatures move in a
mind-numbing mass).

If players opt to simulate a bug storm in their games, the
type of bug storm that occurs may be randomly determined
by rolling 1D6 and consulting the Bug Storm Type Table
(above), which will determine the shape and general nature of
the storm as it should appear on the playing area. In addition,
the players should determine if the bugs are particularly hos-
tile or voracious—and will thus eagerly attack other creatures
in the storm area. This can be determined by the gamemaster
or player agreement, or by a 2D6 roll result of 10+ prior to the
start of play.

Bug storms extend up to four levels above the underlying
terrain in every hex covered by the storm, representing the
area that is considered filled with a swirling mass of tiny, fly-
ing creatures.

All non-energy ranged weapons that fire into or through a
bug storm hex suffer a +1 to-hit modifier (regardless of the
number of hexes), while all energy weapons suffer a +2 to-hit
modifier. Furthermore, conventional infantry units, exoskel-
etons without a Clan chassis weight, extended life-support,
or a minimum of 1 point of armor, and Support Vehicles that
feature either an open convertible top or a pillion seat must
spend 1 extra MP per bug storm hex entered.

If the creatures are hostile or voracious, make a 2D6 roll
against the same unit types slowed down by bug storm ef-
fects for every bug storm hex entered. On a result of 11 or 12,
the bugs inflict damage to these units based on their type.
Conventional infantry lose 1D6 troopers to damage from the
storm (apply the damage as though the attack originated
from another infantry unit), while susceptible exoskeletons
lose 1 trooper from the storm. Susceptible Support Vehicles

must make another 1D6 roll, suffering a Driver Hit on a result
of 1-3, a Gunner Hit on 4-5, or a Crew Stunned on 6, re-rolling
any result that does not apply. If the Support Vehicle has al-
ready lost both its driver and gunner and its crew is stunned,
any additional damage from the storm kills the Support
Vehicle's crew.

Deep Snow

If a scenario uses deep snow, apply the following rules.

All Units: Apply a +1 MP cost per hex (unless the vehicle
mounts the Snowmobile Chassis and Controls modification)
and a +1 modifier to all Piloting/Driving Skill Rolls; additionally,
units entering deep snow may get stuck (see Bog Down Rules,
p. 62).

Fire: If a fire starts in a hex that includes deep snow, after
three turns during the End Phase the deep snow is reduced
to mud.

Heat: Apply -1 Heat Point per turn; for ‘Mechs, this modi-
fier only applies if a heat sink is mounted in the legs (if the
‘Mech is prone, a maximum of -3 extra Heat Points per turn
are dissipated).

Weapons Fire: If a flamer, incendiary LRMs or plasma
weapon is used on a deep snow hex to try to start a fire (see p.
43), roll 2D6. On a result of 12, the Deep Snow terrain modifi-
cation is reduced to mud; no fire is started. Any weapons fire
that strikes the hex due to a missed shot (see p. 81) is ignored.
However, if missile infernos, inferno fuel ammo, inferno-IV ar-
tillery or inferno bombs hit a target hex (whether intentionally
or not), the deep snow is automatically reduced to mud; as
above, no fire is started.

Spheroid Units: A landing Spheroid unit automatically
converts any deep snow hexes where it lands into that hex’s
underlying terrain; clear, rough and so on.

Note: Unless the underlying terrain is specified in the
scenario rules, the players may agree to treat the underlying
terrain of deep snow as Ice (see p. 50) or Clear terrain.

Prohibited Conditions: Cannot be used with Vacuum
Atmospheric Pressures, or with Extreme Temperatures of 30
degrees Celsius and above.
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Modifiers (BattleMechs/ProtoMechs/Battle Armor/Submarines)

Walk/Cruise Weapon Attack MP Physical Attack BattleMech BattleMech Hull Breach
Depth Modifier Modifier Modifier* Piloting Modifier Heat Modifier TN
15 orless +3/+3/+0/+0 +0/+0/+0/+0 +0/+0/+0/+0 +1 -1t 10/10/10/10
16-20% +4/+4/+0/+0 +1/+1/+0/+0 +1/+1/+0/+0 +2 -6 10/10/10/10
21-25 +5/+5/4+1/+0 +2/+2/41/4+0 +2/+3/4+1/4+0 +3 =/ 9/9/10/10
26-30 +6/+6/+2/+0 +3/+3/42/+0 +3/NA/+2/+0 +4 -9 9/9/10/10
31-35° +7/+7/42/+0 +4/+4/43/+0 +5/NA/+3/+0 +5 -12 8/8/10/9
36-50 +9/+9/+3/4+0 +6/+6/+4/+0 NA/NA/+5/+0 +7 -15 8/8/9/9
51-150'" —/—/+4/+0 —/—/+6/+0 —/—/NA/+0 — — —/—/8/9
151 or more —/—/—/+0 —/—/—/+0 —/—/—/+0 — — —/—/—/8

"Applies to anti-'Mech attacks by battle armor as well as ProtoMech “frenzy” and submarine “ramming” attacks.
TPer submerged heat sink (to a maximum of —6)

#Mechs and ProtoMechs make Crush Depth Checks for each hex entered below a Depth of 15.

SBattle armor make Crush Depth Checks for each hex entered below a Depth of 30.

ftSubmarine units make Crush Depth Checks for each hex entered below a Depth of 50.

CRUSH DEPTH CHECKS (2D6)

Base: See appropriate Hull Breach TNs above. Apply the following TN modifiers by unit type:

BattleMechs: +1 for every ten (full) tons of BattleMech weight, -1 for every depth higher than 15.

ProtoMechs: +1 for every ton of ProtoMech weight, -1 for every depth higher than 15.

Battle Armor: +(battlesuit’s current armor value), -1 for every 2 full depths higher than 30.

Submarines (300 tons and under): +1 for every 5 tons of submarine weight, -1 for every 5 depths higher than 50.
Submarines (over 300 tons): +60, -1 for every 5,000 tons of submarine weight, -1 for every 5 depths higher than 50.

Extreme Depths

Though it is true that BattleMechs, certain battle armor de-
signs and submarines are fully sealed combat systems capable of
fighting underwater, the rules given in TW presuppose that such
units engage in battle close to a shoreline, where depths rarely
exceed 90 meters (15 depths). However, in some exceedingly rare
instances, these battlefield units—by accident or design—may
be required to enter extreme depths, at which point such fac-
tors as hull pressure become a dramatically increasing problem,
especially for BattleMechs, ProtoMechs and battle armor. Addi-
tionally, extreme depths can have a significantly different impact
on various units.

The Extreme Depth Table above summarizes the effects of en-
tering each depth for all relevant units. Units not on the list are
automatically destroyed upon submerging in Depth 1+ water.
The effects include Walking/Cruising MP penalties, weapon attack
penalties, physical attack penalties, heat level bonuses and Hull
Breach target numbers (which are used to determine the chance
of hull breach from attack damage as well as the likelihood of a
hull breach due to crushing pressures). All figures given are for
BattleMechs, ProtoMechs, UMU-equipped battle armor and sub-
marines, respectively. An NA entry means the action is not allowed,
while a dashed entry means the unit is automatically destroyed at
that depth. The listed modifiers include those already covered by
the Underwater Movement (Non-Naval Units) and combat under-
water rules in TW (see pp. 56 and 109, respectively), which take
effect at depths of 15 or less.




At crush depths (15 or more for BattleMechs or ProtoMechs,
30 or more for battle armor, 50 or more for submarines), the
affected unit must immediately make a Crush Depth Check
using the base Hull Breach target number (TN) for every hex
entered while below crush depth. This roll is modified as indi-
cated on the table for unit size and depths below crush depth.
If the roll result equals or exceeds the modified TN for that
depth, the unit suffers a catastrophic hull breach caused by
extreme pressure. ProtoMechs, battle armor and submarines
are instantly destroyed once they fail one of these checks.
BattleMechs must roll for a random location (based on the
Front/Back Hit Location Table) and suffer all the effects of a
hull breach to that location as described on page 121, TW. Re-
member that any checks for hull breach due to damage from
attacks, falls or collisions use the base Hull Breach TNs without
the crush depth modifiers.

IndustrialMechs: IndustrialMechs are destroyed if they
enter an Extreme Depth hex, unless they are equipped with
a fuel cell, fission or fusion power plant and they mount the
Environmental Sealing Chassis and Controls modification.
In that case they are treated as BattleMechs for purposes of
these rules.

High/Low Gravity: The Extreme Depth Table applies only
under terrestrial conditions. To reflect conditions where the
gravity effects are greater or lesser than Terra-standard, assign
a gravity rating to the scenario per the High/Low Gravity rules
(see p.55), then divide the maximum depth perrange and the
crush depth given on the table by the local gravity. Adjust the
minimum depths per range accordingly, and apply modifiers
and Hull Breach Checks only as the appropriate units reach
the depths indicated under their new depth ranges.

For example, on a 0.5-G world, each maximum depth per
range would be divided by 0.5, meaning a BattleMech would
operate per the normal TW rules up to a maximum depth of
30 [15/0.5 = 30], would make Crush Depth Checks only after
dropping below a Depth of 30, and would suffer a +4 MP pen-
alty, +1 attack penalty, +2 piloting penalty, and receive -6 heat
points per turn when operating at depths 31 through 40 [20 /
0.5 = 40, minimum of 31 determined based on 30 maximum
from previous depth range].

Fire

While not exactly a terrain modification in the same vein
as the other rules that appear in this section, fire can affect a
unit's movement, to-hit modifiers and so on. Additionally, be-
cause fire is applied and tracked on a hex-by-hex basis (albeit
usually across the duration of a game), it is most appropriately
covered here.

Players may use the following rules to simulate the effects
of fire. Place a fire counter (a pre-made counter, a penny or
whatever else works for a playing group) on any hex that is set
on fire during the game. Once started, a fire continues to burn
for the rest of the game (see Putting Out Fires, p. 45).

Buildings: For each turn that a building is on fire, it loses 2
CF (regardless of the size or type of building). If a’Mech moves
through a burning building, it suffers normal heat buildup
from fire as well as all other normal damage.

If using the expanded Construction Factor rules (see p. 121),
the fire should be tracked per level in the hex, applying 2 CF
to each level on fire.

e Accidental Fires: Weapons powerful enough to smash a
'Mech with one blow may also create extensive collateral
damage, the most devastating of which is fire. Players
may use the following rules to represent accidental fires.

A unit attempting to clear a wooded/jungle hex (see
Clearing Woods, p. 112, TW; also see Terrain Factor, p. 64)
runs the risk of setting the woods on fire accidentally. To
represent this risk, the player rolls 2D6 before each clear-
ing attempt. On a result of 5 or less, the woods have been
accidentally set alight as well as taken damage.

If a weapon attack against a unit occupying a wooded/
jungle hex misses its target, and the weapon can be used to
start fires (see Intentional Fires, below), the attacking player
rolls 2D6 to determine whether his attack accidentally set
a fire. On a result of 2 or 3, the player should make another
roll as though he were intentionally setting the hex on fire,
applying all appropriate modifiers, as well as an additional
+2 modifier; if the roll is a success, the hex has been set on
fire. A building cannot be accidentally set on fire.

If using the Missed Shots rule (see p. 81), players can
decide if they wish to roll for every wooded/jungle hex a
missed shot enters, or just the hex of the original target.
This is per unit, per turn. If a player decides that he wishes
to roll for every wooded/jungle hex a missed shot enters,
all missed shot attacks that turn from that unit must roll
for all wooded/jungle hexes they enter.

¢ Intentional Fires: Players who intend to start fires may
declare that their unit will fire its weapons at any woods/
jungle/building hex. Modify the base to-hit number by
-4 for an immobile target for this attack, as well as for
the attacker’s normal movement and other appropriate
modifiers. On a successful attack, the player rolls 2D6 and
consults the Fire Table to determine if the attack started
a fire, applying all appropriate modifiers based on the
weapon used and any planetary conditions that may be
in use, or the type of building hex. If the attack starts a fire,
place a fire counter on the target hex. Multiple successful
attempts to start a fire do not make the fire larger.

Infantry: Standard infantry weapons, with the exception of
flamers, and any other weapons that have a “Flame-Based” spe-
cial feature (see pp. 148-149, TM), cannot be used to start a fire.

Effects of Fire: During the Heat Phase, a ‘'Mech (or any
other heat-tracking unit) occupying a burning hex on the
ground absorbs an additional 5 Heat Points. A 'Mech (or any
other heat-tracking unit) also absorbs 2 Heat Points for each
burning hex that it moved out of along the ground during the

Movement Phase. A unit occupying a hex ignited during the

Weapon Attack Phase of the turn will not be affected by the

fire until the Heat Phase of the following turn.

The controlling player must make a roll each time any of the
following conditions are met.

* ProtoMechs: Any time a ProtoMech ends its Movement
Phase on the ground in a burning hex or moves along the
ground into a burning hex, the controlling player must get
aresult of 8 or higher on a 2D6 roll. If the roll fails, roll once
on the ProtoMech Hit Location Table; note that a near-miss
result is still a near miss, and so the fire would have no ef-
fect. That location is destroyed; automatically mark off the
shaded box furthest to the right in that location on the Hit
Locations and Critical Hits section of the record sheet.
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Weapon Type Success Number*
Flamer 4+
Incendiary LRMs 5+
Direct-Fire Energy or Pulse Weapon® 7+
Missile or Direct-Fire Ballistic 9+
Plasma Weapon and Inferno't Automatic®
Terrain Modifiers*
Planted Fields -1
Woods +0
Jungle +1
Deep Snow +2
Buildings
Hangar
Light -2
Medium -1
Heavy +0
Hardened +1
Standard/Wall
Light 0
Medium +1
Heavy +2
Situation Success Number*
Crossing non-burning hex +3
No Wind**
Hex is downwind 9+
Hex is 60° from downwind 11+
Light and Moderate Gale
Hex is downwind 7+
Hex is 60° from downwind 10+
Heavy Gale and Storm
Hex is downwind 6+
Hex is 60° from downwind 9+

Terrain Modifiers*
Hardened +3
Fortress
Medium +2
Heavy +3
Hardened +4
Castles Brian
Heavy +5
Hardened +6
Building Hex Mounts Armor Additional +3
Heavy Industrial Zone +2
Vacuum and Trace Atmospheric Pressure No Fire
Weather
Light and Moderate Rainfall +1
Heavy Rainfall and Torrential Downpour +2
Light and Moderate Snowfall +2
Heavy Snowfall and Light/Heavy Hail +3
Light and Moderate Gale +2
Heavy Gale, Storm and Ice Storm +4
Tornado F1-F3 and Tornado F4+ No Fire
Extreme Temperatures "

Other Terrain Fire cannot start or spread

“All modifiers are cumulative

“For every 10 degrees above 30 degrees Celsius, apply a —1 modifier. For every 10
degrees below —30 degrees Celsius, apply a -+1 modifier

May not use small laser or ER small laser, or any kind of micro laser.

HIncludes missile infernos, inferno fuel ammo, inferno-IV artillery, inferno bombs, and
incendiary grenades.

May not use any type of Gauss rifle, SRM-2 or conventional SRM infantry.

#Roll 1D6 to randomly determine the “down wind” direction each time.

SExcept under the following conditions: in Vacuum and Trace Atmospheric Pressures and
in Tornado F1-F3 and Tornado F4+, no fire is possible. For Castles Brian hexes, fire is
not automatic; instead, divide the standard Heavy and Hardened modifiers in half
(round down) and apply a +2 modifier when making the roll to start a fire.

LTS TV

Vehicles: Any time a vehicle ends its Movement Phase on
the ground in a burning hex or moves along the ground into
a burning hex (this includes Hover Vehicles, but not WiGE
Vehicles; VTOL and WIiGE vehicles must land in the hex for
these rules to apply), the controlling player must get an 8
or higher on a 2D6 roll. If the roll fails, the controlling player
must automatically roll on the Front/Rear column of the ap-
propriate unit’s Critical Hits Table (see Ground Combat Vehicle
Critical Hit Effects, p. 193, TW), with the following modifiers to
the dice roll result: -2 for Combat Vehicles; no modifier for
Support Vehicles (unless the Support Vehicle has the Armor

1]

Chassis and Controls modification and a BAR of 10, in which
case it is treated as a Combat Vehicle).

Multi-Hex Support Vehicles: Multi-hex units—Large Naval
Vessels, Rail Trains and landed Airships—are as vulnerable to
fire as other vehicles, but each hex of such units is treated
separately in terms of damage and critical effects. When a
multi-hex unit enters a burning hex (or begins a turn in one),
the unit suffers 1D6 points of damage to the appropriate
facing (or, if the hex is a center-line one, to either the left or
right sides, or turret, if present—determined randomly). If
the unit is the target of an inferno attack, then the hex of



the unit that takes the hit burns for the required number
of turns, and the unit receives 1D6 damage during each
End Phase. As with standard damage, damage from fire
may inflict penetrating critical hits if the damage rolled
exceeds the Support Vehicle’s BAR. Damage from fire that
hits the unit’s internal structure also applies critical hits as
normal. Fire on multi-hex Support Vehicles may spread
per the standard rules for fire, treating each hex of the
Support Vehicle as a Heavy Building for the roll modifier.
However, in contrast to the standard spreading fire rules,
fires on multi-hex Support Vehicles only spread in the
direction of the prevailing winds if the multi-hex Support
Vehicle is stationary at the time. If the unit is in motion,
“downwind” is considered to be in the direction opposite
the unit’s travel (toward the rear of a forward-moving
multi-hex Support Vehicle, or toward the front of a multi-
hex Support Vehicle moving in reverse). Note that fires
on multi-hex Support Vehicles may not skip hexes, unlike
normal spreading fires. These rules only apply to external
fires; internal fires use their own rules (see p. 190).
Mobile Structures: If a Mobile Structure ends its move-
ment in a hex on fire, roll 2D6. On a result of 12 or better,
that Mobile Structure catches fire. If it catches fire, treat it
as a building hex.

DropShips: Fire has no effect on DropShips.

All Other Units: Unless the controlling player gets an 8
or higher on a 2D6 roll, any unit that ends its Movement
Phase on the ground in a burning hex or moves along the
ground into a burning hex is destroyed. If a unit mounts
fire resistant armor, fire has no effect on the unit (see Fire
Resistant Armor, p. 223, TW).

Spreading Fires: Fires on the battlefield can spread from

hex to hex in the direction of the wind through woods/jungle
and building hexes, but they cannot spread into other terrain.

Determining Spread: When a fire is started, a check for
spread is first made during the End Phase of the follow-
ing turn. During the End Phase of every turn, check to
see if any fires currently on the map spread to additional
hexes (note that wind direction must be determined to
use this rule; see Wind, p. 57). Roll 2D6 for the adjacent
hex directly downwind of a fire hex. If the result is equal
to or greater than 9, and if that hex can burn (see the Fire
Table, p. 44), and is within 4 levels of the burning mate-
rial in the original hex (the levels of the burning woods,
building and so on are taken into consideration when
determining if an adjacent hex’s level is “close enough”
to catch fire), the fire spreads into the hex. Also roll 2D6
for each of the two hexes adjacent to the burning hex at
60 degrees from downwind (the remaining two hexes in
the fire's “forward arc”). If the result is equal to or greater
than 11, and if the hex can burn, the fire will spread into
that hex as well. A flammable hex directly downwind
from a fire but separated from it by a non-burning hex
may also catch fire, provided there is no terrain higher
than the terrain that is on fire, as well as the terrain in the
target hex (in which case the chance to set that hex on
fire is blocked). Apply a +3 modifier to the Target Number
9 for the adjacent hex directly downwind; if the die roll
result equals 12 (9 + 3), the fire spreads to a flammable
hex directly downwind from a fire. If one hex may catch

fire because of its relationship to several burning hexes,
roll for each possibility. Finally, the target numbers noted
above may change depending on the type of wind condi-
tions in use (see the Fire Table, p. 44).

Expanded Construction Factor: If using the expanded
Construction Factor rules (see p. 121), when determin-
ing if a fire spreads beyond its current level in the same
multi-hex building, a fire will automatically ignite the
level directly above the level on fire during the End Phase.
Additionally, for the level directly below a fire, as well as
every level adjacent to the hex on fire, roll 2D6 and apply
the appropriate building modifier from the Fire Table to
the die roll result. If the result is 9 or less, that level is now
on fire as well.

Putting Out Fires: A fire will continue to burn for the rest of

the game unless it is extinguished. The following rules cover
how to extinguish a fire. All modifiers are cumulative.

Terrain Factor: If using the Terrain Factor rules (see p. 64),
if all terrain conditions in a hex reach 0, then there is noth-
ing left in the hex to burn and the fire will go out during
the End Phase of that turn. For example, if a fire in a woods
hex reduces the wood's Terrain Factor to 0, during the End
Phase of that turn, the fire in that hex is extinguished.
Area-Effect Weapons: If 40 or more points of damage
from area-effect weapons are dealt to a hex that is on fire
in a single phase, the fire is extinguished.

Sprayers: If a unit mounts a sprayer (see p. 249, TM), di-
rectly targets a fire hex and hits it, the controlling player
rolls 2D6; on a result of 8+, the fire is extinguished. For
every sprayer that successfully strikes the target in the
same Weapon Attack Phase, the controlling players may
make a separate roll for each successful attack, or apply
a -1 modifier for each additional sprayer to a single roll. If
using the expanded Construction Factor rules (see p. 121),
the extinguishing of a fire in this manner only applies to a
targeted level within the building hex on fire.

Infantry: The controlling player may nominate a platoon
(or battle armor squad) of infantry to fight the fire; the
infantry must be in an adjacent hex and cannot have
taken any other actions that turn (it cannot have moved
or made any attacks). During the End Phase of a turn, the
controlling player rolls 2D6; on a result of 10+, the fire is
extinguished. For each additional active platoon/squad
fighting the fire, the controlling player may make a sepa-
rate roll for each successful attack, or apply a -1 modifier
for each additional active platoon/squad to a single roll. If
using the expanded Construction Factor rules (see p. 121),
the extinguishing of a fire in this manner only applies to a
targeted level within the building hex on fire.

Weather: Depending on the conditions in use, weather
can extinguish a fire. Roll 2D6 for each fire hex on the
board during the End Phase of each turn (after fire
spreading is determined). If any of the following weather
is in use, for light hail, light snowfall and light rainfall, add
1 to the roll result; in moderate snowfall, moderate rainfall
and heavy hail, add 2; in heavy rainfall or heavy snowfall,
add 3; in torrential downpour, add 4. If the final modified
result is 11 or greater, the fire is extinguished.

Smoke: During every End Phase (including the End Phase

when the fire was started), for as long as a fire is alight, it
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spreads smoke (see Smoke, p. 47) to the adjacent hex downwind
and to the two adjacent hexes 60 degrees from downwind (the

three adjacent hexes of the fire’s “forward arc”); note that wind

direction must be determined to use this rule; see Wind, p. 57).
The spreading of smoke occurs after drift and dissipation, as well

as after players check for the spreading of fire. A fire does not cre-
ate smoke in its own hex (though another fire may do so).

Use the Fire and Smoke Resolution Table to easily determine
the order in which to resolve each fire and smoke action during
the End Phase of each turn.

Prohibited Conditions: Cannot be used with Vacuum Atmo-
spheric Pressure.

FIRE AND SMOKE RESOLUTION SEQUENCE
Follow these steps, in order, during every End Phase:
1. Drift existing smoke clouds
2. Check for dissipation of existing smoke clouds

3. Check for spread of existing fires
4. Place new smoke clouds from existing fires (including any

new fires started)

5.Check for weather conditions extinguishing existing fires

(including any new fires started)

In the Fire Diagram, during Turn 1 the ‘Mech in Hex A on the
City (Skyscraper) map fires a PPC and an LRM-20 at the Medium
standard building in Hex B in an attempt to set it on fire. The
Heavy Snowfall weather condition is in use and the players
determined the wind direction before play began. Both attacks
hit. Direct-fire energy weapons normally start fires on a die
roll result of 7 or higher, but the player must modify this target
number by +1 because the target is a Medium building, as well
as +3 for the heavy snowfall, for a final modified Target Number
of 11. Meanwhile, a missile weapon normally starts a fire on a
die roll result of 9 or higher. Applying all the same modifiers,
the controlling player determines that the final modified Target
Number for the missiles is 13, so that weapon cannot start a fire
in the target hex. The player rolls once for the direct-fire energy
weapon with a result of 11! He's got his fire.

During the End Phase of Turn 1, the players automatically
place a light smoke token in Hex F. As the building in hexes D
and E is not apart of the building in Hex B, the light smoke for
those two hexes is placed on the roof of those buildings, rising
to Level 8 as the smoke is two levels tall; the players verify that
the height of the burning material in Hex B (which is Level 4, the
height of the building), is within 4 hexes of the height of hexes
D andE, so the smoke tokens stay put in those hexes.

Also during the End Phase of Turn 1, since heavy snowfall is
in effect, the players must determine if the fire is immediately
putout. The players roll 2D6 for a result of 7. The +3 modifier for
heavy snowfall brings the result to 10, 1 less than the number
needed, so the fire is not extinguished.

During the End Phase of Turn 2, the players must drift smoke
and check for dissipation. The players note that a light gale is
in effect and so the smoke will only drift 1 hex. The “cloud” of
smoke that occupies hexes D, E and F will move in the direction
of the wind to occupy hexes H, | and J.

Next, the players must determine if that cloud of smoke
dissipates. The players roll 2D6 for a result of 9, 2 less than the
number needed, so the smoke cloud does not dissipate.

LEVEL 4
MEDILMW

® FIRE DIAGRAM ®

Now the players place a new smoke cloud in hexes D, E and
F as aresult of the fire in Hex B.

Time now to see if the fire spreads. A light gale is in effect
and so instead of the standard 9 and 11 target numbers, the
players will be rolling against target numbers 7 and 10. For Hex
E (directly downwind of Hex B), the 2D6 roll result of 6 does not
equal or exceed the 7, so no fire is started. Another 2D6 roll is
made each for hexes D and F at Target Number 10 each; roll
results of 10 and 11 mean that both hexes are on fire! Now,
under normal conditions, Hex | could potentially catch fire.
However, it has two strikes against it. First, the building in Hex
Eiis higher than the burning material in Hex B and the terrain in
Hex I. Second, Hex | is clear.. .so no fire for that hex.

Next, the players check for dissipation against Target Number
11. A result of 7 means the smoke cloud did not dissipate.

Because two more hexes are on fire, the players place smoke
counters. For the fire in Hex D, smoke is placed in hexes G, Hand
E (which they designate as Cloud 2 for ease of tracking); those
building hexes are part of the same multi-hex building as Hex
D, and so the smoke is on all levels inside the building, not on
the roof. For the fire in Hex F, smoke will be placed in hexes E, J
and K (designated as Cloud 3); the players verify that the height
of the burning material (the woods) in Hex F is within 4 levels of
the height of the building in Hex E and so the smoke is on the
roof (even though 4 levels separate the smoke in Hex D from
the other two hexes, they are still considered a “cloud” and will
move together).
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Finally, for the heavy snowfall, the players must again
determine if the fires go out. The players roll for each hex
on fire and get results of 3, 5 and 6; with the +3 modifier
added to each die roll result, no fires go out.

During the End Phase of Turn 3, the players must again
drift smoke and check for dissipation. Cloud 1, which occu-
pies hexes H, | and J, would normally drift into hexes M, N
and O. While the smoke enters hexes M and N just fine, the
Level 5 building in Hex O is more than 4 levels taller than
the underlying terrain of Hex J, and so the smoke will not
enter that hex. Instead, the smoke from Hex J will enter Hex
N, shrinking Cloud 1 from three hexes to two and turning
the light smoke in Hex N to heavy smoke.

Because Cloud 2 is in a building hex out of the wind, the
players randomly roll a direction for the smoke to drift. A
1D6 roll result of 3 means Cloud 2 would normally enter
hexes C, D and B. However, since Hex B is not part of the
multi-hex building that Cloud 2 occupies and this move-
ment places it directly opposite the direction of the wind,
Cloud 2 will not enter that hex and so now occupies hexes
G, DandE at all levels inside the building.

Cloud 3 would normally move from hexes E, J and K
to |, O and P. As before, however, O and P contain Level 5
buildings, which are more than 4 levels higher than the
underlying terrain in hexes J and I. Once again, the smoke
cloud will change from three hexes to two, occupying hexes
I and J, with the smoke in Hex | becoming heavy smoke.

Next, the players must determine dissipation, with the
following results: 12, 8 and 3. Cloud 1 has dissipated.

Now the players place new smoke clouds. As previously,
the fire in Hex B will place Cloud 4 in hexes D, E and F; Hex D
will place Cloud 4 in hexes G, Hand E (again, inside the build-
ing); the fire in Hex F will place Cloud 5 in hexes E, J and K.

Now it's time to check for the spread of the fires. Again,
with the light gale in effect, the target numbers are 7 and
10. The players have three fires to look at and so randomly
determine to start with Hex B. As hexes D and F are already
on fire (and Hex | cannot be set on fire), the players only
need to determine if Hex E catches fire. They get a 2D6
result of 7 and Hex E catches fire.

Next, the players roll for the fire in Hex D. For Hex H
(directly downwind), the 2D6 roll result of 9 causes that hex
to catch fire as well, while a die roll result of 9 for Hex G
means that hex is not on fire. Hex E is already on fire, and
so the players do not roll for that hex.

For the last fire in Hex F, Hex E is already on fire, while
hexes J and K cannot catch fire. The final hex that can
catch fire from Hex F is Hex O. The Target Number for being
directly downwind is 7, but a +3 modifier is applied for the
intervening non-burning hex, bringing the TN to 10. The
2D6 result of 9 means no fire starts in that hex.

The players remember to place smoke hexes for the fires
that just started: the fire in Hex E will place smoke (Cloud 5)
in hexes H, | and J (the smoke in Hex J is inside the building
at all levels), while the fire in Hex H will place smoke (Cloud
6) into hexes L, Mand |.

Finally, the players roll to determine if any of the hexes
on fire are extinguished. 2D6 results of 7, 5, 3 and 9, after
applying the +3 modifier, means that Hex H is extinguished
even though the fire there just started.

1D6 Roll Wind Strength®
1-2 No Wind
3 Light Gale™
4 Moderate Gale™
5 Strong Gale™
6 Storm™

“Tornado F1-F3 and Tornado F4+ Weather Conditions are not on this table,
as smoke does not exist under such conditions.

“See Weather Conditions (p. 57) for additional game effects from such
wind conditions.

Smoke

As with fire, smoke is not exactly a terrain modification in
the same vein as the other rules that appear in this section.
However, as it too can affect a unit’s to-hit modifiers and is ap-
plied and tracked on a hex-by-hex basis (albeit usually across
the duration of a game), the rules are most appropriately
covered here.

Light and Heavy Smoke: Smoke is divided into two catego-
ries: light and heavy. Regardless of the type of smoke involved,
it always rises 2 levels above the underlying ground terrain (if
there are woods or jungle in a hex, the smoke does not rise 2
levels above the trees, but above the ground beneath them).
® Light Smoke: Light smoke is generated by most fires, as

well as certain types of smoke-delivering weapons. In
cases where the type of smoke is not specifically stated,
assume it is light smoke. Light smoke acts as light woods
for purposes of line of sight and attack modifiers.

® Heavy Smoke: Heavy smoke is usually created by smoke-
delivering weapons, but it is also generated by burning
Heavy or Hardened buildings, as well as fires set by in-
ferno rounds or erupting lava. Heavy smoke acts as heavy
woods for purposes of line of sight and attack modifiers.

Smoke Drift/Dissipation: Wind strength and direction
will determine how smoke drifts and dissipates; players only
start to determine drift and dissipation for smoke during the
End Phase following the turn in which the smoke was initially
placed. Use the standard rule for determining wind direction
(see p. 57). To determine the strength of the wind—provided
no wind conditions are already determined—roll 1D6 and
consult the Wind Strength Table, above. If no specific wind
strength is selected or generated, assume that Light Gale
conditions prevail.

If players are using the Shifting Winds rules (see p. 57), those
rules should be resolved first during the End Phase, before
smoke drift and dissipation is resolved.

e Drift: In Light Gale and Moderate Gale winds, all smoke
on the map drifts 1 hex per turn. In Strong Gale winds,
smoke drifts 2 hexes per turn. Finally, in Storm winds,
smoke drifts 3 hexes per turn. Smoke drifts during the
End Phase of a turn in the direction of the prevailing
wind. Any smoke that drifts off the edge of the playing
area is removed from play. Smoke does not drift in Calm
conditions. If two light smoke clouds drift into the same
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hex, they are considered heavy smoke for as long as the two
occupy the same hex. Inside a building, smoke drifts 1 hex
per turn in a random direction (see Buildings, below); if this
would result in smoke exiting the building in a direction op-
posite the direction of the wind (if any), the smoke will stay
in its hex. After resolving all smoke drift, determine smoke
dissipation.

¢ Level Changes: As smoke enters a new he, it will only
change 4 levels up or down (taking into consideration the
height of the burning material, whether a building, woods
and so on); if the level change is 1 to 4 levels, the smoke
will automatically adjust its 2 levels of height to the level of
the underlying terrain in the new hex. If smoke enters a hex
whose level is more than 4 levels below the hex it is exiting,
the smoke automatically dissipates (see below). If smoke
enters a hex whose level is higher than 4 levels above the
hex it is exiting, it will not enter that hex. Instead, randomly
determine the hex to the right or left; the smoke enters that
hex instead. This may shrink the smoke hex or make it dive,
depending upon the terrain. If the smoke cannot enter either
of those adjacent hexes, it will stay in its current hex.

¢ Buildings: If smoke enters a building hex from another hex
that is not part of the same building, the smoke does not af-
fect the interior of the building; it will either be on top of the
building, or depending on the level changes involved, may
not enter the hex (see above). If smoke enters a building hex
from a fire in the same multi-hex building, then the smoke af-
fects all levels within that building hex (the smoke will not be
on top of the building hex). If smoke exits from the interior
of a building hex (as opposed to the roof), regardless of the
height of the building, it will automatically be at the level of
the underlying terrain in that new hex. If players are using
the expanded Construction Factor rules (see p. 121), smoke
drift should be determined by level (meaningitis only 1 level
tall); in this case, smoke exiting a building does so at the level
at which it is being tracked, which means the changes in
levels to the new hex must be taken into consideration (see
Level Changes, above). After that, if it still exists, it will rise the
standard 2 levels tall.

e Dissipation: To determine dissipation, roll 2D6 for each cloud
of smoke on the board during the End Phase of each turn
(this is done after smoke drift, but before fire spreading is
determined). A cloud is any amount of smoke that has been
generated in a single turn and covers a single hex or a group
of contiguous hexes. For example, a group of seven smoke
hexes created by smoke LRMs is covered by a single cloud.
(Use smoke markers of various shapes and sizes to keep track
of clouds.) For Moderate Gale winds, add 1 to the roll result;
in Strong Gale winds, add 3; in Storm Gale winds, add 5. If
the final modified result is 11 or greater, the smoke cloud
dissipates. A Light Smoke cloud that dissipates is removed
from the map. A Heavy Smoke cloud that dissipates becomes
Light Smoke. Do not add any modifiers to a roll made for a
smoke cloud inside a building.

After resolving smoke drift and dissipation, determine if any con-
tinuing fire on the playing area generates more smoke or spreads.

Prohibited Conditions: Cannot be used with Vacuum Atmo-
spheric Pressure.

Geyser

On some planets, geologic activity creates geysers and mud
spouts that can erupt without warning. Often, the only clues to a
geyser’s presence are small holes or cracks in the ground—clues
that are easily overlooked by troops in combat. When a geyser
erupts, it spews steam and water into the air, obscuring line of
sight and making movement through the terrain more difficult.

Before beginning the game, geysers can be placed on the map
in set locations; if a gamemaster is overseeing play, he can secretly
select the geyser sites and conceal their locations from the play-
ers. In any case, a geyser has no effect on the underlying terrain
until it erupts.

To reflect the unpredictable nature of geysers, the gamemaster
or players determine geyser activity by rolling 1D6 for each geyser
on the map during the End Phase of each turn.

On a result of 1, the geyser erupts, creating the effect listed on
the Expanded Movement Cost and Terrain Table. Treat the erupt-
ing geyser as ultra-heavy woods for the purpose of determining
line of sight into or through the hex.

To determine how many turns a geyser eruption lasts, roll 1D6.
By keeping the duration secret from the players, a gamemaster
can prevent the players from predicting when the effects will end.

Geyser rules can also be used to simulate the effects of small
magma eruptions on volcanic planets. In such cases, any unit that
enters or stands in a hex where a magma eruption occurs suffers
the same effects as if it had fallen into liquid magma (see Magma,
p. 36). After the eruption, treat the hex as a liquid magma hex for
the remainder of the game.

Terrain: If a geyser is placed in any hex that contains any other
type of terrain with a Terrain Factor/Construction Factor (buildings,
woods, terrain modifications and so on), the geyser’s eruption au-
tomatically reduces the Terrain Factor to O (see Terrain Factor Rules,
p. 64). If this causes the terrain to collapse (such as a building),
players resolved that event at the end of the phase in which the
geyser erupted.

Prohibited Conditions: Cannot be used with Vacuum Atmo-
spheric Pressures, or with Extreme Temperatures of -30 degrees
Celsius and below.




Hazardous Liquid Pools

Hazardous or caustic liquid represents manmade hazardous
material (nuclear waste, chemical waste and so on) as well as
naturally occurring alien substances, all of which can quickly
damage manmade materials such as armor (much less what
they can do to human skin).

While “dry” hazardous material can be just as dangerous,
these game rules assume that it is more difficult to take dam-
age from such contact. By comparison, hazardous liquid “pools”
into a central, concentrated area, allowing for an immersion
that can touch every surface of a unit for maximum damage.

Before beginning the game, pools of hazardous liquid can
be placed on the playing area in set locations. Unlike geysers
(see p. 48), these are not secretly placed—once a unit nears
such a terrain modification, the pilot or driver can easily tell
where it is located—or hidden, such as in the basement of a
building, inside a tank and so on. These pools can be single- or
multi-hex sized, as well as different depths. The ultimate hex
size and depth of each pool—as well as how many pools—is
left up to the players’ discretion. However, when placing each
hazardous liquid pool, players should observe the following
thumbnail rule: placing such pools in woods, jungle or resi-
dential building hexes, doesn't really pass the “realistic” litmus
test. In the end, though, provided all players agree, such pools
can be placed anywhere.

For purposes of movement, Piloting/Driving Skill Rolls and unit
prohibition, a hazardous liquid pool is considered a water hex.

Unlike many other types of terrain, which have a set effect,
the nature of a pool of hazardous/caustic liquid—composed
of myriad different chemicals constantly mixing—means that
from one moment to the next its effect can change. When-
ever a unit enters a hex containing a hazardous liquid pool
(or begins the Ground Movement Phase in such a hex), the
controlling player immediately rolls 1D6 and consults the
Hazardous Liquid Pool Table to determine the damage to be
applied to the unit. (When starting the Ground Movement
Phase in such a hex, the controlling player makes the roll and
assigns the damage before beginning movement.)

Once the total Damage Value of the attack has been de-
termined through a dice roll, divide the damage into 5-point
Damage Value groupings and assign each grouping to a ran-
dom location (provided the unit has locations); if a ‘Mech is
standing in a Level 1 hazardous liquid pool, the damage can
only be applied to the legs.

Support Vehicles: Double the damage against Support Ve-
hicles unless the vehicle is equipped with the Environmental
Sealing Chassis and Controls modification.

Infantry: In the case of battle armor, each trooper takes the
assigned damage. For conventional infantry, double the dam-
age; it is assigned as though the attack came from another
infantry unit (unless the infantry are XCT troops (see p. 351), in
which case divide the damage by 3 [once any dividing of the
dice roll result is done as noted on the table], rounding down
to a minimum of 1.

Water Hexes: Players can decide to assign a Hazardous Liquid
Pool terrain modification to a water hex. In such a case, the entire
hex, no matter its depth, is considered this terrain modification.

Furthermore, as most such hazardous/caustic liquids are
more viscous than water, they will adhere together, even if
traveling through water, allowing players to move such terrain

1D6 Roll  Classification Damage*
1-2 Class 0: Normal No Damage
3 Class 1: Slightly Hazardous 1D6/2 Damage
4 Class 2: Hazardous 1D6 Damage
5 Class 3: Extreme Danger 2D6/2 Damage
6 Deadly 2D6 Damage

*Round all damage down.

modifications around the board (provided there are appropri-
ate water hexes to enter). The Water Flow rules must be in use
to move hazardous liquid pools around the board (see p. 52).
Adding this element to the game will require some adjudi-
cation. First, if there are very few water hexes on the playing
area, the added complexity of these rules probably does not
outweigh the added fun of such a feature. Second, multi-hex
hazardous liquid pools can be very hard to adjudicate in terms
of how they react with water as they flow into smaller or larger
areas, and so only single-hex hazardous liquid pools can be
assigned to water hexes.
The following rules build on the Water Flow rules (see p. 52).
® River: During the End Phase of every turn, a hazardous
liquid pool will travel 1 hex in the direction of the flow
of water, into the most appropriate hex; if multiple hexes
are equally appropriate, determine randomly which hex
the pool enters. While it can enter a Depth 0 water hex, it
cannot enter a non-water hey; if it would logically enter a
non-water hex, either choose another appropriate hex or,
depending on the flow of the water, the hazardous liquid
pool may stay in the water hex adjacent to the non-water
hex. If the hazardous liquid pool starts the turn in a hex
that also contains the Rapids terrain modification (see p.
50), it will move 2 hexes; if the hex contains the Torrent
terrain modification (see p. 52), it will move 3 hexes.
e Lake: The hazardous liquid pool will travel 1 hex in the
direction of the flow of water; if the pool starts the turn in
a hex that also contains the Rapids terrain modification
(see p. 50), it will move 2 hexes; if the hex contains the Tor-
rent terrain modification (see p. 52), it will move 3 hexes.
While it can enter a Depth 0 water he, it cannot enter a
non-water hex; if it would logically enter a non-water hex,
either choose another appropriate hex or, depending on
the flow of the water, the hazardous liquid pool may stay
in the water hex adjacent to the non-water hex.
Eruptions: The erupting magma rules (see p. 37) can be
adapted for alien environments, where caustic and strange lig-
uids are not simply found in stagnant pools, but can suddenly
erupt into the air, spewing their toxic mix. Use the mechanics
for determining when an eruption will occur; once it does, use
the radius of effect in the erupting magma rules, but instead
of applying damage for magma, roll to determine what type of
liquid has erupted and apply that damage, as appropriate; the
erupting target hex is now a Depth 1 hazardous liquid pool
(1 depth below the previous level of the underlying terrain;
ignore all previous terrain).

INTRODUCTION

GROUND MOVEMENT

wl

ADVANCED
COMBAT]

ADVANCED
BUILDINGS}

ADVANCED
SURRORT]

(UEHICLES

ADVANGED
SURPORTAVEHICLE]
CONSTRUCTION

(WEARONS]
(AND]EQUIPMENT

RECORDISHEETS




Prohibited Conditions: Cannot be used with Vacuum Atmo-
spheric Pressure, or with Extreme Temperatures of —30 degrees
Celsius and below.

Ice

Prior to the start of a game, players should indicate which
hexes are ice-coated. Water hexes must be designated as either
ice-covered or frozen solid.

‘Mechs and Non-Hover Ground Vehicles: Apply a +4 modifier
to any Piloting/Driving Skill Rolls made in an ice hex, and units
must spend extra MP when moving across Ice hexes or risk falling
(see Careful Movement, p. 63). In addition, ‘Mechs and ground ve-
hicles that make a facing change and then move on an ice-coated
hex must check to see if they skid (see Skidding, p. 62, TW), even
if they are moving at Walking or Cruising speed. If using Hurried
Movement (see p. 20) in a hex with ice, apply another +3 modifier
(this is in addition to all the the modifiers noted above).

Breaking Through Ice: Any ‘Mech or ground vehicle that enters
an ice-covered water hex may break through the ice and fall into
the water below unless the hex is frozen solid. VTOLs and WiGE ve-
hicles can only break through the ice if they are landing on it. Roll
1D6. On a result of 6, the ice breaks and the unit falls into the water.
‘Mechs take one-half normal falling damage (for falling in water). If
an IndustrialMech mounts a fuel cell, fission or fusion power plant
and the Environmental Sealing Chassis and Controls modification,
use the standard rules as noted in this section; otherwise, it is
destroyed. Vehicles are destroyed (but hovercraft are unaffected
unless the unit is immobilized, in which case it is destroyed). The
water hex remains unfrozen for the remainder of the game.

Note that the tonnage of the unitis not a factor in breaking through
the ice—breaking through depends on ground pressure, not overall
weight. Larger BattleMechs and vehicles have larger “footprints,” so
the weight of their presence on the ice exerts pressure per square
meter as low as that of lighter units with smaller footprints.

After falling through the ice, a ‘Mech can climb out of a Depth
1 or Depth 2 water hex and move back onto the ice. A ‘Mech in
Depth 3+ water must travel under the ice, following the underly-
ing terrain, until it reaches a Depth 2 hex, at which point it can
break through the ice (see Underwater Movement, p. 56, TW), or
until it reaches a Depth 1 hex, at which time it automatically
breaks through the ice, converting the hex to open water.

A ProtoMech can only climb out of a Depth 1 hex.

Jumping: For jumping ‘Mechs that land on an ice-covered
water hex, roll 1D6. On a result of 4+, they break the ice and fall
through. If the ice does not break, the ‘Mech must make an im-
mediate standard Piloting Skill Roll with an additional +4 modifier
to remain standing; if it falls, it takes normal falling damage, and
another roll must be made immediately to see if the ice breaks
(this time only on a 6 or greater).

Crashing: VTOL and WiGE vehicles crashing into a hex roll 1D6.
On a result of 4+, they break through the ice and are automati-
cally destroyed.

Mobile Structure: A Mobile Structure automatically breaks
through ice if it enters an ice hex.

Non-Spheroid Aerospace Unit: Apply a +2 modifier to the
landing/liftoff roll for every hex of ice entered by a landing or
lifting-off non-Spheroid aerospace unit.

Spheroid Units: A landing Spheroid unit automatically con-
verts any ice hexes it lands in into the hex’s underlying terrain:
clear, rough and so on.

—
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Infantry: Unless a battle armor unit has UMU MP, or a conven-
tional infantry unit has the SCUBA specialization (see p. 341), if an
infantry unit is in an ice hex that breaks and it falls into water, the
unit is destroyed.

Terrain Factor: An ice-covered water hex can be converted
into a normal water hex by melting the ice with weapons fire (see
Terrain Factor Rules, p. 64); see Weapons Fire, below, for additional
ways that weapons fire can eliminate ice. Units (except Hover and
airborne VTOL and WIGE Vehicles) occupying a hex converted in
this way fall into the water.

Fire: If a fire is started in a hex that includes ice, after two turns
during the End Phase the ice is reduced to mud.

Weapons Fire: If a flamer, incendiary LRMs or plasma weapon
is used on an ice hex to try to start a fire (see p. 43), roll 2D6. On
aresult of 10, the Ice terrain modification is converted to mud or
water, as appropriate for the underlying terrain; no fire is started.
Weapons fire that strikes the hex from a missed shot (see p. 81) is
ignored. However, if missile infernos, inferno fuel ammo, inferno-IV
artillery or inferno bombs hit a target hex (whether intentionally
or not), the Ice terrain modification is automatically reduced to
mud; as above, no fire is started.

Prohibited Conditions: Cannot be used with Extreme Tem-
peratures of 30 degrees Celsius and above.

Mud

A quick and easy way to apply mud to a playing area is to
make any Depth 0 water hex mud. As always, though, players can
choose to add mud however they wish.

Apply a +1 MP cost to enter a mud hex, as well as a +1 modifier
to all Driving Skill Rolls made while in that hex.

Units entering a hex containing the Mud terrain modification
may also get stuck (see Bog Down Rules, p. 62)

'Mechs, Hover Vehicles and Mobile Structures: 'Mechs, Hover
Vehicles and Mobile Structures ignore mud.

Non-DropShip Aerospace Units/VTOLs/WiGEs: These units
only make a Bog Down Roll if they end their movement on the
ground in such a hex; DropShips never get stuck in mud.

Spheroid Units: A landing Spheroid unit automatically con-
verts any mud hexes it lands in into the hex’s underlying terrain:
clear, rough and so on.

Prohibited Conditions: Cannot be used with Vacuum Atmo-
spheric Pressures, or with Extreme Temperatures of -30 degrees
Celsius and below.

Rapids

For any water of Depth 1 or greater that contains rapids, apply a
+1 MP cost to enter that hex, as well as a +2 modifier to all Piloting
Skill Rolls made while in that hex.

Water Flow: All the rules for water flow (see p. 52) also apply to
rapids, with the following additions.

A unit that fails a Piloting Skill Roll, in addition to falling, will be
displaced 2 hexes in the direction of the flow of water. Additionally,
all Naval Vehicles on the surface of the water, in order not to be
moved by water flow, must spend 1 MP at the end of their move-
ment in order to “hold position”in the hex where they ended their
movement. If the MP are not spent, the Naval Vehicle is displaced
2 hexes in the direction of the flow of water; if only 1 MP is spent
at the end of movement, the Naval Vehicle is only displaced 1 hex.
As with failing a Piloting Skill Roll, a unit cannot displaced into a
Depth 0 water hex.




Prohibited Conditions: Cannot be used with Trace or Vac-
uum Atmospheric Pressures, or with Extreme Temperatures of
-30 degrees Celsius and below.

Rails

Rails represent a variety of tracks, from traditional steel rails
on wooden ties to advanced extruded ferrocrete troughs for
maglevs and more. However, all of them act as aroad, in that a
rail passes through terrain of some other type in a hex.

A rail hex is treated as rough terrain by all ground vehicles
and 'Mechs, but has no effect on any other unit’s movement
and does not affect line of sight. As with a road (see p. 61, TW),
if such units are traveling along the rail, they only need to pay
the cost for moving in a rough hex, not the additional cost of
whatever may be the underlying terrain.

Railroads have a CF of 20 and may be attacked per standard
rules for attacking buildings. Once destroyed, a rail hex is
treated as a clear hex for movement and line of sight.

Rail Support Vehicles: For Rail Support Vehicles to move
on a mapsheet, they must move through a continuous, unbro-
ken line of rail hexes (see Rail, p. 149).

Roads

As noted on p. 61 of Total Warfare, a road is simply a narrow
strip of cleared terrain that passes through terrain of some
other type. The rules in TW represent a paved road. However,
there are other types of road that provide varying effects for
different unit types.

All the standard rules for road movement as noted on p. 61,
TW, still apply.

Dirt Road: Tracked and Hover vehicles (except Large Ve-
hicles) and infantry traveling on a dirt road pay only 1 MP per
hex, regardless of the hex’s underlying terrain. Infantry (except
mechanized) using Ground Movement on a dirt road may
receive a movement bonus of 1 MP. To gain the extra MP, the
unit must begin its turn on a dirt road and continue to travel
on the dirt road for the entire Movement Phase.

Gravel Road: Vehicles (except Large Vehicles) and infantry
traveling on a gravel road pay only 1 MP per hex, regardless of
the hex’s underlying terrain. Infantry, Hover and Tracked ve-

Free Rasalhague Republic troops guard an important crossroads.

hicles using Ground Movement on a gravel road may receive
a movement bonus of 1 MP. To gain the extra MP, the unit must
begin its turn on a gravel road and continue to travel on the
dirt road for the entire Movement Phase.

Swamp

Apply a +2 MP cost to enter a hex with the Swamp terrain
modification, as well as a +2 modifier to all Driving Skill Rolls
made while in that hex. Units may also get stuck (see Bog
Down Rules, p. 62).

'"Mechs: ‘Mechs only apply a +1 MP cost to enter a swamp
hex, as well as a +1 modifier to all Piloting Skill Rolls made
while in that hex. ‘Mechs or vehicles that jump into a swamp
hex are automatically stuck (see Bog Down Rules, p. 62).

Hover Vehicles and Mobile Structures: Hover Vehicles
and Mobile Structures ignore swamps.

Non-DropShip Aerospace Units/VTOLs/WiGEs: Any
of these units that end their movement on the ground in
a swamp hex are automatically stuck (see Bog Down Rules,
p. 62).

Small Craft and DropShips: If a Small Craft or DropShip
ends its movement on the ground, and all hexes it touches on
the ground are swamp hexes, then it might get stuck (see Bog
Down Rules, p. 62).

Quicksand: A swamp hex can also unexpectedly turn into
quicksand; it remains quicksand for the rest of the scenario. Any-
time a unit (not including DropShips) enters a swamp hex and
becomes stuck, roll 2D6. On a result of 12, the swamp hex has
become a quicksand hex. If a unit is in a hex that turns to quick-
sand, or enters a quicksand hex, it automatically gets stuck.

During every End Phase after the turn in which the swamp
hex becomes a quicksand hex, the unit will sink 1 level; apply
a +3 modifier to the Piloting Skill Roll to get unstuck from a
quicksand hex, as well as a cumulative +3 modifier for each
level under the surface. As soon as the surface of the quicksand
hex is higher than the unit in question, the unit is destroyed.

Prohibited Conditions: Cannot be used with Vacuum
Atmospheric Pressure, or with Extreme Temperatures of -30
degrees Celsius and below.

During the Movement Phase of Turn 1, an infantry unit
entered a swamp hex and did not get stuck. However, it
did not have enough MP to exit the hex, and when a
‘Mech entered the same hex and got stuck, the controlling
player rolled 2D6 with a result of 12! The hex became a
quicksand hex, and so the infantry unit is automatically
stuck along with the ‘Mech. During the Movement Phase
of Turn 2, both units must make Piloting Skill Rolls to try
to get unstuck, both applying a +3 modifier. Neither roll is
successful, and during the End Phase of Turn 2, both units
sink 1 level. During the Movement Phase of Turn 3, both
players must make a successful Piloting Skill Roll with a +5
modifier. Again, neither is successful, and during the End
Phase of Turn 3 both units sink another level. The surface of
the quicksand hex is now higher than the infantry and so
the infantry unit is destroyed. During the Movement Phase
of Turn 4, the ‘Mech has one final chance at getting unstuck
by making a successful Piloting Skill Roll with a +7 modifier.
Ifthis roll fails, during the End Phase of Turn 4 the ‘Mech will
sink 1 more level. That will put the surface of the quicksand
higher than the ‘Mech, destroying the unit.
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Thin Snow

If a scenario uses thin snow, apply the following rules.

Wheeled Vehicles and Conventional Infantry: Apply a +1 MP
cost per hex (unless the vehicle mounts the Snowmobile Chassis
and Controls modification) and a +1 modifier to all Driving Skill
Rolls.

Fire: If a fire is started in a hex that includes thin snow, during
the End Phase of the following turn, the snow is reduced to mud.

Weapons Fire: If a flamer, incendiary LRMs or plasma weapon
is used on a thin snow hex to try to start a fire (see p. 43), roll 2D6.
On a result of 8, the Thin Snow terrain modification is reduced to
mud; no fire is started. Weapons fire that strikes the hex from a
missed shot (see p. 81) is ignored. However, if missile infernos, in-
ferno fuel ammo, inferno-IV artillery or inferno bombs hit a target
hex (whether intentionally or not), the thin snow is automatically
reduced to mud; as above, no fire is started.

Spheroid Units: A landing Spheroid unit automatically con-
verts any thin snow hexes it lands in into the hex’s underlying
terrain: clear, rough and so on.

Note: Unless the underlying terrain is specified in the scenario
rules, the players may agree to treat the underlying terrain of thin
snow as ice (see p. 50) or Clear terrain.

Prohibited Conditions: Cannot be used with Vacuum Atmo-
spheric Pressure, or with Extreme Temperatures of 30 degrees
Celsius and above.

Torrent

For any water hex of Depth 1 or deeper that contains torrents,
apply a +2 MP cost to enter that hex, as well as a +3 modifier to all
Piloting Skill Rolls made while in that hex.

Water Flow: All the rules for water flow (below) also apply to
water flow for torrents, with the following additions.

A unit that fails a Piloting Skill Roll, in addition to falling, is dis-
placed 3 hexes in the direction of the flow of water. Additionally,
all Naval Vehicles on the surface of the water, in order not to be
moved by water flow, must spend 3 MP at the end of their move-
ment in order to “hold position”in the hex where they ended their
movement. If the MP are not spent, the Naval Vehicle is displaced
3 hexes in the direction of the flow of water; if only 2 MP are spent
at the end of the movement, then the Naval Vehicle is only dis-
placed 1 hex; if only 1 MP is spent, then the Naval Vehicle is only
displaced 2 hexes. As with failing a Piloting Skill Roll, a unit cannot
be displaced into a Depth 0 water hex.

Prohibited Conditions: Cannot be used with Trace or Vacuum
Atmospheric Pressures, or with Extreme Temperatures of -30 de-
grees Celsius and below.

Water Flow

In standard Classic BattleTech rules, the flow of water in a water
hex does not have any effect on a game. However, particularly
when using some terrain modifications—such as rapids and tor-
rents—the flow of water can add a fun, tactical element.

Before play begins, all water hexes on the playing area must be
classified as a “river hex” or a“lake hex;” generally speaking, a river
on a map is a thin number of continuous water hexes that actually
crosses a portion of the map. For purposes of these rules, a river
flows in one direction, while a lake can flow in multiple directions.

Once the players have agreed which water hexes on the
playing area are river hexes and which are lake hexes, use the
following rules.

e River: Ariver flows in one direction or the other; the players
need to determine which two directions the river can pos-
sibly flow. Before beginning play, roll 1D6. On a result of 1-3,
it flows in one direction, while on a result of 4-6, it flows in
the opposite direction. This direction of flow continues for
the duration of the scenario.

® Lake: Whenever necessary—when something is in the hex
that may be moved by the flow of water—check to see the
direction of a lake hex. Declare one side of the water hex to
be Direction 1 (using the numbered hexside as Direction
1 is helpful), and then number the remaining hexsides as
2 through 6, moving clockwise. Now roll 1D6. The water is
currently traveling in the direction that corresponds to the
roll result. This check need only be made once per turn; re-
gardless of when it is made in the turn, that direction of flow
applies to all units, conditions and so on. On a subsequent
turn, if necessary, a new check is made to determine the
direction of water flow.

If a unit in a water hex fails a Piloting Skill Roll, in addition to
falling, it is displaced 1 hex in the direction of the flow of water.
However, a unit cannot be displaced into a Depth 0 water hex, or
any non-water hex; if it would enter a Depth 0 water hex or a non-
water hex, either choose another appropriate hex or, depending
on the flow of the water, the unit may stay in the water hex adja-
cent to the hex it cannot enter.

Additionally, all Naval Vehicles on the surface of the water, in
order not to be moved by water flow, must spend 1 MP at the end
of their movement in order to “hold position” in the hex where
they ended their movement. If the MP is not spent, the Naval Ves-
sel is displaced 1 hex in the direction of the flow of water. As with
failing a Piloting Skill Roll above, a unit cannot be displaced into
a Depth 0 water hex.

A unit displaced by water flow automatically changes its fac-
ing to most appropriately match the direction of water flow. For
a vehicle, this will be either the nose or rear; for a fallen ‘Mech, this
will be either head or feet.

If multiple units within a hex must be moved by water flow,
randomly determine which units to move first, then completely re-
solve each unit’s movement (and any fallout from such movement)
before moving on to the next unit. For example, such movement
may cause a displacement and/or domino effect (see p. 151, TW).

In all instances, movement due to water flow occurs at the end
of the Movement Phase (Ground); all water movement is simulta-
neous and is resolved on the playing area after all other movement
is resolved that occurs during the Movement Phase (Ground).

In the Water Flow Diagram on p.53, a'Mech and two identi-
cal Naval Vehicles are moving through water on the Battleforce
map. Prior to the start of play, the players determined that
hexes A and B (as well as the other hexes to the right and
bottom of hexes A and B) are lake hexes, while hexes C, D, Eand
F are river hexes. Additionally, they determined the direction of
the flow of water for the river hexes, which will remain constant
for the entire scenario. Finally, a Torrent terrain modification is
in effect for the river hexes.

During the Movement Phase of Turn 1, the ‘Mech in Hex A
entered the Depth 1 water in that hex and failed a Piloting
Skill Roll, which means it falls; it doesn’t have enough MP
remaining to stand again. The controlling player rolls 1D6 to
determine the direction of the fall and gets a result of 3: two




hexsides right. Additionally, the
controlling player forgot to keep
1 MP reserved for both his Naval
Vehicles, so they are also at the
mercy of the water.

Because lake hexes A and B
are now occupied by units that
can be affected by water flow,
the direction of flow for each hex
is determined; as it is a lake hex,
they can both be moved in differ-
ent directions. For Hex A and for
Hex B, the 1D6 die roll result is 1.
As a unit cannot be displaced into
a non-water hex by water flow,
the Naval Vehicle in Hex B will
not enter Hex H and remains in
its current hex (its facing does not
change because it did not enter
a new hex). However, both the
Naval Vehicle and the ‘Mech in
Hex A are moved into Hex C. The
Naval Vehicle’s facing is changed
so that its front is now facing
Hexside 1, while the ‘Mech’s facing
ischanged so thatits facing is now
Hexside 4. Because all water flow
is simultaneous, the movement
of the river hexes does not apply
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cannot get it out of the water. s S, e

Additionally, the player remem-
bers to reserve 3 MP (as the units
are now in a torrent hex) for the
Naval Vehicle in Hex C to remain
in place. Unfortunately, combat
the previous turn made the Naval
Vehicle in Hex Bimmobile, so it is
unable to expend the 1 MP required to remain in place in a
lake hex; it will drift with the water. The controlling player
once again rolls to determine direction of the lake hex
and gets a 6. Worse luck! As the Naval Vehicle in Hex B is
displaced into Hex C (its facing changes so it is now facing
Hexside 3), the stacking rules are violated, and so the player
randomly determines which unit will be displaced. Another
die roll result determines that the ‘Mech is displaced. The
‘Mech is then moved into Hex D. Because this displacement
occurred due to stacking limit violation rather than water
flow, the ‘Mech’s facing does not change; the water flow
in Hex D does not affect the ‘Mech, as water flow occurred
before the unit’s displacement.

If the ‘Mech fell in Hex D during the Movement Phase
of Turn 3 and was unable to stand up again, the torrent
river flow would finally come into play, moving the ‘Mech
from Hex D, through hexes E and F, and finally into Hex G,
changing its facing appropriately.

® WATER FLOW DIAGRAM e

Jeremiah Youngblood jumps his Phoenix Hawk into a turbulent lake.
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TERRAIN CONDITIONS

Terrain conditions represent global terrain and/or environ-
mental conditions, such as vacuum, high and low gravity, toxic
atmosphere and so on.

As noted previously, modifiers and unit prohibitions imposed by
terrain conditions are added to modifiers and unit prohibitions im-
posed by the underlying base terrain type and terrain modifications.

The following entries describe rules for terrain conditions.

Atmospheric Pressure (Density)

A myriad of worlds and planetoids make up the Inner Sphere,
many of them with atmospheric pressures stretching from
vacuum (effectively no atmosphere at all), to very high (dense), or
somewhere in between. The following rules simulate these vari-
ous conditions.

Vacuum: If a scenario takes place under such conditions, modify
movement and combat as follows.

e All BattleMechs and battle armor are capable of operating in
avacuum.

e Prohibited Units: Vehicles, conventional infantry and con-
ventional fighters cannot operate in a vacuum. The only
exceptions are the following: any non-infantry unit that
mounts both a fusion engine (in the case of IndustrialMechs,
this also includes fuel cells and fission power plants) and the
Environmental Sealing Chassis and Controls modifications
can operate in a vacuum; for conventional infantry, if the unit
are XCT troops (see p. 351), it can also operate in a vacuum.

* Non-Spheroid Aerospace Units: Non-Spheroid aerospace
units that fit the criteria for operating in a vacuum move
on the board as though they were Spheroid units; conven-
tional fighters and Fixed-Wing Support Vehicles must mount
VSTOL equipment.

¢ HullIntegrity: Whenever a non-aerospace/non-infantry unit
operating in a vacuum takes a hit that inflicts damage, the
controlling player rolls 2D6.

On a result of 10 or greater, the unit’s hull has been
breached. The integrity of that location has been lost and all
components in that location are exposed to vacuum. If all of
alocation’s armor is destroyed, that location is automatically
breached. Treat all of a ‘Mech’s components in a breached
location as nonfunctional. None of that location’s actuators,
weapons or other equipment works; if the breached loca-
tion contains engine slots, the engine now functions as if it
took as many critical hits as there were engine critical slots
in that location.

Note that these hits are not technically critical hits and, for
example, will not cause ammunition to explode. Equipment
and components in the breached location can still take criti-
cal hits per the standard rules, even though the component
is temporarily nonfunctional.

Breached locations continue to take damage as usual. Do
not transfer combat damage inflicted on a breached location
until that location’s internal structure is destroyed.

0 ’'Mechs: If a 'Mech’s head is breached, the pilot is auto-
matically killed. Additionally, a life-support critical hit
eliminates the 'Mech’s internal air supply. During the End
Phase of every turn that the 'Mech remains in vacuum,
the pilot takes 1 point of damage. Each point of Life Sup-
port damage requires the pilot to make an immediate
Consciousness Roll. A failure inflicts a point of damage on

the pilot. Until the unit is removed from the game (is de-
stroyed, the pilot ejects and so on), a Consciousness Roll
must be made at the end of every turn in which the pilot
is active and the Life Support remains damaged. Every
failure inflicts an additional point of damage on the pilot.

o0 ProtoMechs: If a ProtoMech’s center torso is breached,
the pilot is automatically killed.

0 Vehicles: If any location on a vehicle is breached in a
vacuum, the vehicle is destroyed.

o Infantry: As noted above, conventional infantry units
that are XCT Troops (see p. 351) can function normally in a
vacuum. However, double any damage taken by an infan-
try unit while operating in a vacuum to represent the loss
of personnel due to suit breaches, damage that normally
would not result in any casualties.

Trace Atmosphere: If a scenario takes place under such condi-
tions, modify movement and combat as follows. Trace Atmosphere
follows all the same rules for Vacuum Atmosphere noted above,
except the following.
¢ Non-Spheroid Aerospace Units: Non-Spheroid aerospace

units that fit the criteria for operating in a Trace Atmosphere
move on the Low-Altitude Map as though they were moving
in Atmospheric Row 4 on the High-Altitude Movement map
(see p. 79, TW); all movement on the High-Altitude Map is
considered to be at Atmospheric Row 4.

®  Hull Integrity: Breaches only occur on a result of 12.

*  Wind Condition: If wind conditions are used with Trace Atmo-
sphere, the Trace Atmosphere reduces the wind speed by two
categories, so that a Strong Gale would become a Light Gale
and a Moderate Gale would mean no wind condition at all.

Thin Atmosphere: If a scenario takes place under such condi-
tions, modify movement as follows.

*  WIGE, VTOL and Hovercraft: Apply a -2 Cruising MP pen-
alty (multiply the new Cruising MP by 1.5 and round down
to determine the new Flanking speed); WiGE Vehicles must
expend 7 MP to take off.

* Non-Spheroid Aerospace Units (excluding Airships): In-
crease the number of landing/liftoff hexes required by such
units by 1.5 (round up).

*  Wind Condition: If wind conditions are used with Thin At-
mosphere, the Thin Atmosphere reduces the wind speed by
one category, so that a Strong Gale would become a Moder-
ate Gale.

Standard Atmosphere: This represents Terran standard and so
no additional effects apply to movement and combat.

High Atmosphere: If a scenario takes place under such condi-
tions, modify movement as follows.

*  WIGE, VTOL and Hovercraft: Apply a +1 Cruising MP (multi-
ply the new Cruising MP by 1.5, rounding down, to determine
the new Flanking speed); WiGE Vehicles must expend only 4
MP to take off.

e Airships: Each .1-bar atmosphere above 1.2 increases an Air-
ship's carrying capacity by 10 percent (round down).

* Non-Spheroid Aerospace Units (excluding Airships): De-
crease the number of landing/liftoff hexes required by such
units by .75 (round up).

¢  Wind Condition: If wind conditions are used with High At-
mosphere, the High Atmosphere increases the wind speed by
one category, so that a Strong Gale would become a Storm;
this cannot increase the wind condition above a Tornado F4+.




Very High Atmosphere: If a scenario takes place under

such conditions, modify movement as follows.

® Aerospace Units: Instead of 4 rows on the High-Altitude
Map between the Ground Hexes row and Space/Atmo-
sphere Interface row (see p. 79, TW), there are 7 rows.

®  Wind Condition: If wind conditions are used with Very
High Atmosphere, the Very High Atmosphere increases
the wind speed by two categories, so that a Strong Gale
would become a Tornado F1-F3; this cannot increase the
wind condition above a Tornado F4+.

Earthquake

If a scenario takes place under such conditions, modify
movement and combat as follows.

When using the earthquake rules, assign a strength value
to the tremor, ranging from +1 (mild) to +5 (severe). Apply
this value as a to-hit modifier to any weapon or physical at-
tacks made during the same turn as the tremor. Additionally,
players must make a Piloting Skill Roll for each standing ‘Mech
they control at the start of each Movement Phase during the
tremor. Apply a Piloting Skill Roll modifier equal to the strength
of the tremor. If the Piloting Skill Roll fails, the 'Mech falls and
takes damage per standard rules. If the Piloting Skill Roll result
equals 2, a fissure may open up beneath that ‘'Mech. Make a
second roll and check the Basements Table (see p. 179, TW)
to determine if a fissure opens and the sublevel of the fissure.
The 'Mech will fall into the fissure the same way it would fall
into a basement. Treat the fissure as a permanent map feature
of Sub-level 1 or Sub-level 2 for the remainder of the scenario.

Four-legged 'Mechs: For four-legged ‘Mechs, the Piloting
Skill Roll modifier equals half the strength value of the tremor,
rounding down (their extra legs provide improved stability).
The standard -2 Piloting Skill Roll modifier for four-legged
'Mechs applies as well.

Electromagnetic Interference (EMI)

Many worlds and settings in the BattleTech universe remain
so rich in heavy metals or are inundated with such powerful
background radiation (caused by everything from an irregular
planetary magnetic field to local solar activity) that even the
well-shielded sensors and communications gear used by Bat-
tleMechs, ground vehicles and battle armor are overwhelmed
by the resulting interference.

If a scenario takes place under such conditions, modify
combat as follows.

Apply a +2 to-hit modifier for all ranged weapon attacks and
a -2 penalty to rolls on the Cluster Hits Table (regardless of the
weapon system used) made by all units operating within an
affected area. This area of effect may cover the entire playing
area, or—if the players and/or gamemaster decide—be con-
fined to select mapsheet-sized regions, to represent a more
localized phenomenon.

Additionally, all active probes within an EMI-affected region
are rendered useless, while ECM systems double their effec-
tive range.

High/Low Gravity
Combat on worlds whose gravity is significantly greater or
less than normal Earth gravity (1 G) affects a unit's movement.

Determining Movement Effects: As shown in the follow-
ing rules, while low gravity generally allows units to move
faster, it does not reduce their mass and momentum, and so
offers a chance that the unit will suffer damage through nor-
mal movement. For example, a ‘Mech traveling at 200 kph on
a.5-G world is likely to snap off its legs. Gravity affects all units’
movement in the same way. To determine a unit’s movement
rates as affected by gravity, divide its Walking (or Cruising) and
Jumping MP by the G-rating of the world and round to the
nearest whole number (round down at .5).

Calculate the new Running (or Flanking) MP based on the
revised Walking (or Cruising) MP.

Thus, a unit with a normal Walking MP of 4 would have
Walking MP of 5 on a.75-G world (4 + .75 = 5.3, rounded to 5).
On a 1.25-G world, that same unit would have a Walking MP of
3 (4 + 1.25 = 3.2, rounded to 3). Units whose MP is reduced to
0 by the effects of gravity are incapable of moving.

Potential Damage From Running/Flanking Movement:
‘Mech legs and vehicle suspensions are designed to operate
at maximum efficiency on worlds with close to 1 G gravity. If
the gravity of a world allows the unit to move faster than nor-
mal, the strain on the unit’s systems may damage its internal
structure. If a unit spends more MP than its normal Running
(or Flanking) MP during a turn (as in the example above of the
unit moving on a world with .75 G), the player must make a
Piloting Skill Roll at the end of the phase in which the Running
MP was exceeded, appropriately modified for relevant condi-
tions, to determine if the unit takes any damage from moving
at an unusual rate. If the Piloting Skill Roll fails, the unit takes
the following damage: a ‘Mech takes 1 point of internal struc-
ture damage to each of its legs for every point of movement
by which the unit exceeded its normal Running MP (the ‘Mech
does not fall if this roll fails). Thus, a ‘Mech with a normal Run-
ning MP of 8 that spends 10 MP running during a turn and then
fails a Piloting Skill Roll would take 2 points of internal structure
damage to each of its legs. A vehicle takes 1 point of damage to
its Front side internal structure for each Movement Point spent
that exceeds its normal Flanking Speed MP and must make a
single roll on the Motive System Damage Table (regardless of
how much damage is received, only a single roll is made). Roll
on the Determining Critical Hits Table to resolve whether inter-
nal structure damage resulted in a critical hit. Apply critical hit
results before the Weapon Attack Phase of the turn.

Potential Damage From Jumping: Make a Piloting Skill
Roll, adding the appropriate modifiers for low gravity; a
standard Piloting Skill Roll is made in high gravity, with no
modifiers. If the roll fails for low gravity, the BattleMech takes 1
point of internal structure damage to each leg for each Move-
ment Point spent jumping that exceeds its normal Jumping
MP. If the roll fails for high gravity, the BattleMech takes 1 point
of internal structure damage to each leg for every 1 Walking
MP lost from its normal Walking MP.

Falling: Calculate damage from falls taken in unusual grav-
ity normally, then multiply the result by the G-rating of the
world and apply the total damage to the unit.

ProtoMechs: A ProtoMech'’s MP is not increased for low
gravity, though it is reduced for high gravity. A ProtoMech
does not need to make a roll when jumping in low gravity

Weapon Attacks: Add a +1 to-hit modifier to all direct-fire
ballistic and missile weapon attacks for every .2 G (or fraction
thereof) above or below the Terran standard 1 G.
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Meteor Showers

Meteor showers that actually affect a ground battle are
rare in the extreme, but may occur on worlds with little to no
atmosphere to burn up inbound debris from space or where the
rocks that do fall are large enough to survive re-entry.

To simulate a meteor shower, players take turns rolling 1D6
during the End Phase of each turn. The result is the number of
impacts that will occur at the end of the Movement Phase in the
following turn. Impacts occur at random locations on the map,
and deliver 3D6 damage points to any units in the hex of impact
(delivered in 5-point clusters across the affected unit’s Front facing).
Double this damage if the unit consists of infantry or battle armor,
or is a Support Vehicle with a BAR Rating of less than 10.

If there is an airborne non-aerospace unit in the target hex,
it may be hit by falling debris (instead of any ground units) on a
2D6 roll of 10+. If so, in the case of VTOLs, Rotor location damage
automatically destroys the unit’s rotor mechanism and results in
a crash.

Terrain Factor/Construction Factor: If using the Terrain
Factor rules (see p. 64), planetary conditions take damage as
though they were a battlefield unit; any hex with a planetary
condition that does not have a Terrain Factor is converted into a
rough hex, with the exception of water.

Tainted and Toxic Atmospheres

Many worlds in the BattleTech universe where warriors are often
called upon to fight do not possess the same concentrations of
elements in their atmospheres as Terra does. Taints and toxins,
such as elevated carbon dioxide, unsafe oxygen levels, leftover
nuclear fallout and residue from biochemical weapons have left
many planetary atmospheres unsafe for continued exposure. To
rate these hazards, many worlds are described as having a breath-
able atmosphere, a tainted atmosphere or a toxic one. Breathable
atmospheres, while they may smell a bit different from Terran
standard or have slightly different levels of various chemicals, are
safe enough for prolonged exposure and have no additional ef-
fect in game play.

Tainted atmospheres require special safeguards, and may yield
unpredictable side effects when weapons begin blazing. Toxic
atmospheres, where the taints are so excessive that only full en-
vironmental sealing can negate their effects on personnel, may
eliminate the availability of some military units (most commonly
infantry), forcing commanders to adapt their tactics accordingly.

The exact natures of various taints and toxins are many and
varied, but for simplicity’s sake, the most common atmospheric
taints fall into three broad categories: caustic (corrosive or burn-
ing to organic tissues), radiological/poisonous (atmospheres that

Atmosphere Type  Effects

Breathable No effects

. location takes damage in combat.
Caustic

Radiological/
Poisonous

Tainted: All conventional infantry must be XCT Troops (see p. 351), and any weapon attack against them deals an addi-
tional 1D6 damage points (the damage is applied as though it originated from another infantry unit). Vehicles whose armor
is breached suffer a Crew Stunned result. ‘Mech or aerospace fighter pilots suffer one extra warrior hit if the Cockpit/Crew

Toxic: Conventional infantry, and vehicles that do not contain the Environmentally Sealed Chassis and Controls modi-
fication, may not be fielded. Vehicle hull breaches or cockpit armor breaches in ‘Mechs instantly kill vehicle crews and
MechWarriors. Battle armor troopers whose suits take damage are considered destroyed on a separate 2D6 roll of 9+ (10+
for Harjel-equipped suits), even if they have armor remaining.

Tainted: All conventional infantry must be XCT Troops (see p. 351). They take double damage in combat and cannot
remain in the field outside a fortress or Castles Brian building hex or vehicle with the Environmental Sealing Chassis and
Controls modification for more than 30 turns before suffering 1D6 damage per round thereafter (the damage is applied as
though it originated from another infantry unit). Vehicles that do not have the Environmental Sealing Chassis and Controls
modification cannot remain in the field for more than 90 turns before suffering a Crew Killed result.

Toxic: Conventional infantry, and vehicles that do not contain the Environmentally Sealed Chassis and Controls modifica-
tion, may not be fielded. Breaches of vehicle armor or cockpits instantly kill vehicle crews and MechWarriors. Battle armor
troopers are killed on a separate 2D6 roll of 9+ (10+ for Harjel-equipped suits) after any damaging hit in combat.

Tainted: Increase rolls to determine the likelihood of starting fires by 2, and players must make checks for starting ac-
cidental fires when making weapon attacks against any non-water hex. Heat-tracking units that are at 15 or higher heat
may spontaneously ignite the hex they are standing in on a 2D6 result of 10+ during the End Phase of the current turn.
Aerospace fighters, DropShips, Small Craft and other jet-propelled craft may ignite all hexes in their rear arc, out to a dis-

Flammable

tance of 2 hexes, upon takeoff or landing; the 2D6 roll is made at the start of takeoff, or the end of landing, and a fire starts
on a result of 6+. Jump jets may ignite the liftoff and landing hexes on a 2D6 result of 7+ (infantry expending Jumping MP
ignite the hex on a 9+). Weapon attacks against conventional infantry are considered to be two types better (to a maximum
of the area-effect weapon); for example, a Cluster (Missile) attack would be considered an area-effect attack for purposes of
assigning damage (see the Non-Infantry Weapon Damage Against Infantry Table, p. 216, TW).

Toxic: Increase rolls to determine the likelihood of starting fires by 4, and players must make checks for starting accidental
fires when making weapon attacks against any non-water hex. Fires caused by inferno rounds and explosive ordnance
(such as AC rounds and missiles) instantly spread to all adjacent hexes. Aerospace and other jet-propelled units may not
launch in lower atmosphere. Jump jets instantly create a fire hex at the point of liftoff and landing. Non-infantry weapon
attacks against conventional infantry are treated as though the attacks originated from another infantry unit (see Damage
From Other Infantry Units, p. 216, TW).




human respiratory systems cannot metabolize, or rendered
such by natural or manmade poisons and nuclear fallout) and
flammable (atmospheres that either naturally or artificially are
more conducive to starting or spreading fires). The Tainted
and Toxic Atmospheres Table on the previous page outlines
the effects of these categories in Classic BattleTech combat.

WEATHER CONDITIONS

Weather conditions—Ilike terrain conditions—represent
global situations that apply to an entire playing area. This in-
cludes such situations as fighting at night, or on a world where
the lighting is ultra bright.

As noted previously, modifiers and unit prohibitions im-
posed by weather conditions are added to modifiers and unit
prohibitions imposed by the underlying base terrain type, ter-
rain modifications and terrain conditions.

The following entries describe rules for weather conditions.
They are organized by general category, with varying degrees
of conditions for each type: fog, hail, light, rain, snow, wind
and finally miscellaneous.

Searchlights: As various weather conditions deal with
fighting in some type of darkness, it is appropriate to address
searchlights here.

Units equipped with searchlights may turn their searchlights
on (or off) during the Movement Phase. A searchlight illumi-
nates all units in a target hex in its LOS—in the arc where the
searchlight is mounted—during any Weapon or Physical at-
tack phase. A searchlight also illuminates all intervening hexes
(and hence all units in those hexes) between the target hex
illuminated and the searchlight-equipped attacker. Hand-held
searchlights only reach 10 hexes, while mounted searchlights
reach 30 hexes. Regardless of whether the searchlight is hand-
held or mounted, the attacking unit also illuminates itself.

Units attacking illuminated units change the modifiers
for attacking in night-time conditions, based on the specific
weather condition in use: Full Moon Night (see p. 58), Moonless
Night (see p. 58), and Pitch Black (see p. 58).

If all players agree—or the scenario designates appropriate-
ly—'Mechs and Combat Vehicles that do not have searchlights
can be nominated to carry a mounted searchlight for the
duration of the scenario (hand-held searchlights cannot be
nominated in this fashion).

Each time such a designated, searchlight-equipped ‘Mech
takes a hit in any torso location (Front or Rear), or when a
searchlight-equipped Combat Vehicle takes a hit to the Front
or Side, the player must roll 2D6 to determine if the searchlight
is destroyed. A result of 7+ means the searchlight is destroyed,
in addition to the normal effects of the attack.

Finally, the controlling player can turn the searchlight off or
on during any End Phase of a turn; if it is on, he can turn it off,
if off, he can turn it on.

Wind: Use the following rules when using any type of wind
conditions in a game.
®  Wind Direction: In a game that will include any type of

wind condition (Light Gale, Moderate Gale, Strong Gale,
Storm, Tornado F1-F3 or Tornado F4+), the players must
determine wind direction. At the beginning of a given
scenario, declare one side of a hex on the playing area to
be Direction 1 and then number the remaining hexsides
as 2 through 6, moving clockwise. Roll 1D6. For the entire

game, the wind will blow in the direction indicated by
the die roll result.

¢ Shifting Winds: If players wish, they can add further
diversity to their use of wind conditions in a given sce-
nario, by having the direction and strength of the wind
shift from turn to turn. During the End Phase of each turn,
check to see if the direction or strength of the wind has
changed. First roll 1D6 for wind strength. On a result of 1,
the wind becomes one category weaker (for example, a
Strong Gale would become a Moderate Gale). On a result
of 6, it becomes one category stronger (for example a
Storm would become a Tornado F1-F3). Then roll 1D6 for
direction. On a result of 1, the wind direction changes by
one hexside (60 degrees) clockwise. On a result of 6, the
direction changes one hexside counterclockwise. A result
of 2-5 on either roll indicates no change.

FOG

LIGHT FOG

If a scenario takes place under such conditions, modify
movement and combat as follows.

All Units: Apply a +1 MP cost to enter each hex. For addi-
tional light fog rules, see Careful Movement, p. 62.

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures.

HEAVY FOG

If a scenario takes place under such conditions, modify
movement and combat as follows.

All Units: Apply a +2 MP cost to enter each hex and a +1 to-
hit modifier to all direct-fire and pulse energy weapon attacks.
For additional heavy fog rules, see Careful Movement, p. 62.

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures.

HAIL

LIGHT HAIL

If a scenario takes place under such conditions, modify
movement and combat as follows.

Conventional Infantry and Airships: During the End Phase,
each player rolls 1D6 if he or she controls any conventional
infantry or Airships. The result is the number of conventional
infantry and/or Airships that are damaged by the light hail;
if the result is more than the number of such units a player
controls, ignore the excess. Randomly determine the units af-
fected and then roll 1D6/2 separately for each unit and apply
that amount of damage as a single Damage Value grouping to
the appropriate units, in a randomly determined location; for
conventional infantry units, this damage is applied as though
the attack originated from another infantry unit.

Moderate Gale: Light hail automatically includes all modi-
fiers and effects of a Moderate Gale (see p. 61). If players are
using the Shifting Winds rules (see p. 57) and the wind shifts
to a Light Gale, the effects for light hail are lost, until the winds
shift back to a Moderate Gale. Even if the wind shifts above a
Moderate Gale, the effects of light hail remain constant.
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Extreme Temperature: Light hail automatically includes all
modifiers and effects of -40 degrees Celsius (see p. 62).

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures, or with Extreme Temperatures of
30 degrees Celsius and above.

HEAVY HAIL

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

All Units: During the End Phase, each player rolls 1D6. The
result is the number of each player’s units that take damage from
the heavy hail; if the result is more than the number of units a
player controls, ignore the excess. Randomly determine the units
affected and then roll 1D6 separately for each unit and apply that
amount of damage as a single Damage Value grouping to the
appropriate units, in a randomly determined direction of attack
and location. For battle armor, the damage is applied to a single
trooper, with any excess damage lost; for Airships and conven-
tional infantry units, double the damage (damage is applied to
the conventional infantry as though the attack originated from
another infantry unit).

Strong Gale: Heavy hail automatically includes all modifiers
and effects of a Strong Gale (see p. 61). If players are using the
Shifting Winds rules (see p. 57) and the wind shifts to a Moderate
or Light Gale, the heavy hail becomes light hail, until the winds
shift back to a Strong Gale. Even if the wind shifts above a Strong
Gale, the effects of heavy hail remain constant.

Extreme Temperature: Heavy hail automatically includes all
modifiers and effects of -40 degrees Celsius (see p. 62).

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures, or with Extreme Temperatures of
30 degrees Celsius and above.

LIGHT

DUSK/DAWN

If a scenario takes place under such conditions, modify combat
as follows.

All Units: Apply a +1 to-hit modifier to all weapon attacks.

Heat: For every 25 points of heat on a target unit that tracks
heat, apply a -1 to-hit modifier to any weapon attacks; conven-
tional infantry ignore this modifier.

Searchlights: Searchlight-equipped units do not offset these
penalties.

FULL MOON NIGHT/GLARE

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

All Units: Apply a +2 to-hit modifier to all weapon attacks.

Heat: For every 20 points of heat on a target unit that tracks
heat, apply a -1 to-hit modifier to any weapon attacks; conven-
tional infantry ignore this modifier.

Searchlights (only applies to Full Moon Night): Units
equipped with an active searchlight eliminate the +2 to-hit modi-
fier within the arc and range of their searchlight; attacks against
units equipped with an active searchlight eliminate this modifier
as well.

MOONLESS NIGHT/SOLAR FLARE

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

All Units: Apply a +3 to-hit modifier to all weapon attacks,
while applying a +1 to-hit modifier to all physical attacks.

Apply a +1 modifier to any Piloting/Driving Skill Rolls (and
Control Rolls) made if a unit used Running (Sprinting) or Flanking
(Overdrive) movement, or used Maximum Thrust that turn.

Heat: For every 15 points of heat on a target unit that tracks
heat, apply a -1 to-hit modifier to any weapon attacks; conven-
tional infantry ignore this modifier.

Searchlights (only applies to Moonless Night): Units
equipped with an active searchlight eliminate the +3 to-hit modi-
fier within the arc and range of their searchlight (physical attacks
within the arc of the searchlight eliminate the +1 modifier); any
weapon or physical attacks against units equipped with an active
searchlight eliminate this modifier as well.

PITCH BLACK

This weather condition refers to a region of the Inner Sphere
or Deep Periphery that is sparsely populated by star systems, or
some other astronomical/atmospheric condition (such as a heavy
asteroid field) that completely eliminates all light, including
starlight.

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

All Units: Apply a +4 to-hit modifier to all weapon attacks and
a +2 to-hit modifier to all physical attacks.

Apply a +2 modifier to any Piloting/Driving Skill Rolls (and
Control Rolls) made if a unit used Running (Sprinting) or Flanking
(Overdrive) movement, or used Maximum Thrust that turn.

Heat: For every 10 points of heat on a target unit that tracks
heat, apply a -1 to-hit modifier to any weapon attacks; conven-
tional infantry ignore this modifier.




Searchlights: Units equipped with an active searchlight
modify the +4 to-hit modifier to a +1 modifier within the arc
and range of their searchlight (physical attacks within the arc
of the searchlight eliminate the +2 modifier); any weapon
or physical attacks against units equipped with an active
searchlight reduce the weapon attack modifier to +1, while
completely eliminating the physical attack modifiers.

RAIN

LIGHT RAINFALL

If a scenario takes place under such conditions, modify
movement and combat as follows.

Conventional Infantry: Apply a +1 to-hit modifier to all
attacks.

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures.

MODERATE RAINFALL

If a scenario takes place under such conditions, modify
movement and combat as follows.

All Units: Apply a +1 to-hit modifier to all weapon attacks.

Mud: Moderate rainfall automatically includes all modifiers
and effects of mud (see p. 50) in any clear, Depth 0 water or
dirt road hex on the playing area.

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures.

LIGHTNING STORM

If a scenario takes place under such conditions, modify
movement and combat as follows.

During the End Phase of every turn, roll 1D6. On a result of
1-4, nothing happens. On a result of 5-6, roll 1D6 again, divid-
ing the result by 2 (round down, to a minimum of 1). This new
result indicates the number of lightning bolts that have struck
the ground. Finally, players should roll on the Lightning Bolt
Table to determine the strength of each lightning bolt.

Once the type of lightning bolt has been determined, using
any manner that the players agree on, randomly determine
the hexes where the lightning strikes. All units within that
hex take damage. This damage is applied as a single Damage
Value grouping from a single attack from a randomly deter-
mined direction, to a single location (for units with locations).
For conventional infantry, the attack is resolved as though it
originated from another infantry unit.

Terrain Factor: If players are using the Terrain Factor Rules
(see p. 64), the damage from this attack is applied to all ter-

LIGHTING BOLT TABLE

1D6Roll  Damage Value Number of hexes affected
1-3 5 1
4-5 10 1
6 15 7

*15 points of damage are applied to all units in the central hex, while 5 points
are applied to all units in adjacent hexes.

rain conditions as appropriate; remember to scale damage for
building hexes, as appropriate (see Scaled Damage, p. 126).
Moderate Rainfall: A lightning storm automatically in-
cludes all modifiers and effects of moderate rainfall (at left).
Moderate Gale: A lightning storm automatically includes
all modifiers and effects of a Moderate Gale (see p. 61).
Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures.

HEAVY RAINFALL

If a scenario takes place under such conditions, modify
movement and combat as follows.

All Units: Apply a +1 to-hit modifier to all weapon attacks
and a +1 Piloting/Driving Skill Roll modifier (this includes
Control Rolls).

Mud: Heavy rainfall automatically includes all modifiers
and effects for mud (see p. 50); mud occurs in every hex across
the playing area (except for water hexes of Depth 1+, standard
roads and building hexes).

Rapids: Heavy rainfall automatically includes all modifiers
and effects for rapids (see p. 50) for any Depth 1 or deeper
water hexes on the playing area.

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures.

GUSTING RAIN

If a scenario takes place under such conditions, modify
movement and combat as follows.

Heavy Rainfall: Gusting rain automatically includes all
modifiers and effects of heavy rainfall (above).

Strong Gale: Gusting rain automatically includes all modi-
fiers and effects for a Strong Gale (see p. 61).

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures.

TORRENTIAL DOWNPOUR

If a scenario takes place under such conditions, modify
movement and combat as follows.

All Units: Apply a +2 to-hit modifier to all weapon attacks
and a +2 modifier to all Piloting/Driving Skill and Control rolls.

Mud: A torrential downpour automatically includes all
modifiers and effects of mud (see p. 50); mud occurs in every
hex across the playing area except for water hexes of Depth
14, standard roads and building hexes. Additionally, all Depth
0 water hexes become swamp hexes (see p. 51).

Torrent: A torrential downpour automatically includes all
modifiers and effects of torrents (see p. 52) for any Depth 1 or
deeper water hexes on the playing area.

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures.
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LIGHT SNOWFALL

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

Conventional Infantry: Apply a +1 to-hit modifier to all con-
ventional infantry.

Extreme Temperature: Light snowfall automatically includes
all modifiers and effects of —-40 degrees Celsius (see p. 62).

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures.

MODERATE SNOWFALL

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

All Units: Apply a +1 to-hit modifier to all weapon attacks.

Extreme Temperature: Light snowfall automatically includes
all modifiers and effects of —-50 degrees Celsius (see p. 62).

Thin/Deep Snow: At the start of Turn 10 of a scenario (pro-
vided a scenario lasts long enough), heavy snowfall includes all
modifiers and effects of thin snow (see p. 52). At the start of Turn
20 of a scenario (provided a scenario lasts long enough), heavy
snowfall includes all modifiers and effects of deep snow (see p.
41). In both instances, thin/deep snow occurs in every hex across
the playing area (this includes the tops of buildings, but not water
hexes, unless they are frozen over).

Ice: At the start of Turn 20 of a scenario (provided the scenario
lasts long enough), heavy snowfall includes all modifiers and ef-
fects of ice (see p. 50); ice occurs in every water hex across the
playing area.

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures, or with Extreme Temperatures of
30 degrees Celsius and above.

SLEET

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

All Units: Apply a +1 to-hit modifier to all weapon attacks.

Moderate Gale: Sleet automatically includes all modifiers and
effects of a Moderate Gale (see p. 61). If players are using the Shift-
ing Winds rules (see p. 57) and the wind shifts to a Light Gale, the
effects for sleet are lost, until the winds shift back to a Moderate
Gale. If the wind shifts above a Moderate Gale, however, the af-
fects of sleet remain constant.

Ice: At the start of Turn 15 of a scenario (provided the scenario
lasts long enough), sleet includes all modifiers and effects of Ice
(see p. 50); ice occurs in every water hex across the playing area.

Extreme Temperature: Sleet automatically includes all modi-
fiers and effects of —-40 degrees Celsius (see p. 62).

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures, or with Extreme Temperatures of
30 degrees Celsius and above.

SNOW FLURRIES

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

Moderate Snowfall: Snow flurries automatically includes all
modifiers and effects of moderate snowfall (at left).

-
.

Moderate Gale: Snow flurries automatically includes all modi-
fiers and effects of a Moderate Gale (see p. 61).

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures, or with Extreme Temperatures of
30 degrees Celsius and above.

HEAVY SNOWFALL

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

All Units: Apply a +1 to-hit modifier to all weapon attacks and a
+1 modifier to all Piloting/Driving Skill Rolls (this includes Control
Rolls).

Thin/Deep Snow: At the start of Turn 5 of a scenario (provided
a scenario lasts long enough), heavy snowfall includes all modi-
fiers and effects of thin snow (see p. 52). At the start of Turn 15 of a
scenario (provided a scenario lasts long enough), heavy snowfall
includes all modifiers and effects of deep snow (see p. 41). In both
instances, thin/deep snow occurs in every hex across the playing
area (this includes the tops of buildings, but not water hexes, un-
less they are frozen over).

Ice: At the start of Turn 20 of a scenario (provided the scenario
lasts long enough), heavy snowfall includes all modifiers and ef-
fects for ice (see p. 50); ice occurs in every water hex across the
playing area.

Extreme Temperature: Heavy snowfall automatically includes
all modifiers and effects of —50 degrees Celsius (see p. 62).

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures, or with Extreme Temperatures of
30 degrees Celsius and above.

ICE STORM

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

Black Ice: An ice storm automatically includes all modifiers and
effects of black ice (see p. 40).

Extreme Temperature: An ice storm automatically includes all
modifiers and effects of -60 degrees Celsius (see p. 62).

Ice: At the start of Turn 10 of a scenario (provided the scenario
lasts long enough), an ice storm includes all modifiers and effects of
ice (see p. 50); ice occurs in every water hex across the playing area.

Moderate Gale: An ice storm automatically includes all modi-
fiers and effects for a Moderate Gale (see p. 61).

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures, or with Extreme Temperatures of
30 degrees Celsius and above.

BLIZZARD

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

Heavy Snowfall: A blizzard automatically includes all modifiers
and effects of heavy snowfall (see Heavy Snowfall, above).

Strong Gale: A blizzard automatically includes all modifiers
and effects of a Strong Gale (see p. 61).

Prohibited Conditions: Cannot be used with Thin, Trace or
Vacuum Atmospheric Pressures, or with Extreme Temperatures of
30 degrees Celsius and above.

T



WIND

LIGHT GALE

If a scenario takes place under such conditions, modify
movement as follows.

Airships: Apply a +1 modifier to all Control Rolls.

Conventional Infantry: Apply -1 Ground MP to all foot
conventional infantry, to a minimum of 0; any units reduced
to 0 MP can either move or make a weapon attack in a turn,
but not both (see p. 213, TW).

Prohibited Conditions: Cannot be used with Trace or
Vacuum Atmospheric Pressures.

MODERATE GALE

If a scenario takes place under such conditions, modify
movement and combat as follows.

All Units: Apply a +1 to-hit modifier to all missile weapon
attacks.

Airships: Apply a +2 modifier to all Control Rolls.

WiGE, VTOL: Apply a +1 modifier to all Piloting Skill Rolls.

Conventional Infantry: Apply -1 MP to both Ground and
Jumping movement to all conventional infantry, to a mini-
mum of 0; any units reduced to 0 MP can either move or make
a weapon attack in a turn, but not both (see p. 213, TW).

Prohibited Conditions: Cannot be used with Vacuum At-
mospheric Pressures.

STRONG GALE

If a scenario takes place under such conditions, modify
movement and combat as follows.

All Units: Apply a +2 to-hit modifier to all missile weapon
attacks and a +1 to-hit modifier to all direct-fire ballistic
weapon attacks.

‘Mechs: Apply a +1 modifier to all Piloting Skill Rolls.

Airships: Apply a -1 modifier to Safe Thrust and a +3 modi-
fier to all Control Rolls.

Hover, WiGE, VTOL: Apply a +2 modifier to all Driving Skill
Rolls.

Aerospace Units (excepting Airships): Apply a +1 modi-
fier to all Control Rolls.

Battle Armor: Apply -1 Ground MP, to a minimum of 0; any
such units can either move or make a weapon attack in a turn,
but not both (see p. 213, TW).

Conventional Infantry: Apply -2 Ground MP to all conven-
tional infantry, to a minimum of 0; any units reduced to 0 MP
can either move or make a weapon attack in a turn, but not
both (see p. 213, TW). No jumping movement is allowed.

Water Hexes: All water hexes contain the Rapids terrain
modification (see p. 50).

Terrain/Construction Factor: If using the Terrain Factor
Rules (see p. 64), during the End Phase of every turn, apply 10
points of damage to every base terrain type that lists a TF (CF
in the case of buildings) value greater than 0 on the Expanded
Movement Costs and Planetary Conditions Tables (see p. 126).

In the case of building hexes, this damage is scaled, depend-
ing on the building classification (see Scaled Damage, p. 32).

Prohibited Conditions: Cannot be used with Vacuum At-
mospheric Pressures.

STORM

If a scenario takes place under such conditions, modify
movement and combat as follows.

All Units: Apply a +3 to-hit modifier to all missile weapon
attacks and a +2 to-hit modifier to all direct-fire ballistic
weapon attacks.

'Mechs: Apply a +3 modifier to all Piloting Skill Rolls.

Hover, WiGE, VTOL: Apply a +3 modifier to all Driving Skill
Rolls.

Aerospace Units (excepting Airships): Apply a +2 modi-
fier to all Control Rolls.

Battle Armor: Apply -1 MP to Ground movement, to a mini-
mum of 0; any such units can either move or make a weapon
attack in a turn, but not both (see p. 213, TW). No jumping
movement is allowed.

Airships and Conventional infantry: These units cannot
operate in storm conditions.

Water Hexes: All water hexes contain the Rapids terrain
modification (see p. 50).

Terrain/Construction Factor: If using the Terrain Factor
Rules (see p. 64), during the End Phase of every turn, apply 20
points of damage to every base terrain type that lists a TF (CF
in the case of buildings) value greater than 0 on the Expanded
Movement Costs and Planetary Conditions Tables (see p. 32).

In the case of building hexes, this damage is scaled, depend-
ing on the building classification (see Scaled Damage, p. 126).

Prohibited Conditions: Cannot be used with Vacuum At-
mospheric Pressures.

TORNADO F1-F3

If a scenario takes place under such conditions, modify
movement and combat as follows.

All Units: Apply a +3 to-hit modifier to all direct-fire ballistic
weapon attacks and a +2 to-hit modifier to all direct-fire and
pulse energy weapon attacks; missile weapon attacks cannot
be made.

Apply -2 Walking/Cruising MP and a +3 modifier to all Pilot-
ing/Driving Skill Rolls.

Whipped by a growing storm, fog envelopes these Pleiades Hussars ‘Mechs.
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Aerospace Units (excepting Airships): Apply -1 Safe Thrust
MP and a +3 modifier to all Control Rolls.

Hover, VTOL, WiGE, Airship and Infantry Units: These units
cannot operate in Tornado F1-F3 conditions.

Terrain/Construction Factor: If using the Terrain Factor Rules
(see p. 64), during the End Phase of every turn, apply 40 points of
damage to every base terrain type that lists a TF (CF in the case of
buildings) value greater than 0 on the Expanded Movement Costs
and Planetary Conditions Tables (see p. 32).

In the case of building hexes, this damage is scaled, depending
on the building classification (see Scaled Damage, p. 126).

Water Hexes: All water hexes contain the Torrent terrain modi-
fication (see p. 52).

Prohibited Conditions: Cannot be used with Vacuum Atmo-
spheric Pressures.

TORNADO F4+

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

'Mechs: ‘Mechs cawing Skill Rolls. Only direct-fire and pulse
energy weapons can be used, but apply a +3 to-hit modifier.

Non-’"Mech Units: These units cannot operate in Tornado F4+
conditions.

Water Hexes: All water hexes contain the Torrent terrain modi-
fication (see p. 52).

Terrain/Construction Factor: If using the Terrain Factor Rules
(see p. 64), during the End Phase of every turn, apply 80 points of
damage to every base terrain type that lists a TF (CF in the case of
buildings) value greater than 0 on the Expanded Movement Costs
and Planetary Conditions Table (see p. 32).

In the case of building hexes, this damage is scaled, depending
on the building classification (see Scaled Damage, p. 126).

Prohibited Conditions: Cannot be used with Vacuum Atmo-
spheric Pressures.

MISC.

BLOWING SAND

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

All Units: Apply a +1 to-hit modifier to all direct-fire and pulse
energy weapon attacks.

WiGE/VTOL Vehicles: During the End Phase, each player rolls
1D6 if he controls any WIiGE or VTOL vehicles that were airborne
that turn. The result is the number of units damaged by the blow-
ing sand; if the result is more than the number of such units a
player controls, simply ignore the excess. Randomly determine
the WIiGE/VTOL vehicles affected; then roll 1D6 and divide by 2 (to
a minimum of 1) separately for each unit and apply that amount
of damage as 1-point Damage Value groupings to the appropriate
units, in a randomly determined direction of attack and location
for each point of damage.

Moderate Gale: Blowing sand automatically includes all modi-
fiers and effects of a Strong Gale (see p. 61). If players are using the
Shifting Winds rules (see p. 57) and the wind shifts to a Light Gale,
the effects for blowing sand are lost, until the winds shift back to a
Moderate Gale. For each level of wind condition above Moderate
Gale, increase the damage to WiGE/VTOL vehicles by 1 point.

EXTREME TEMPERATURES

If a scenario takes place under such conditions, modify move-
ment and combat as follows.

For combat in temperatures between -30 and 50 degrees
Celsius (-22 degrees and 122 degrees Fahrenheit), the environ-
mental conditions have no impact on a game of Classic BattleTech.
However, fighting in significantly higher or lower temperatures
affects how well units dissipate heat and degrades the combat
effectiveness of other units.

For all units that track heat, for each 10 degrees C (or fraction
thereof) higher than 50 degrees, add 1 Heat Point to the unit’s
overall heat buildup each turn. For every 10 degrees C (or fraction
thereof) less than -30 degrees, subtract 1 Heat Point from the
unit’s overall heat build-up each turn.

Vehicles: For vehicles, for each 10 degrees C (or fraction thereof)
higher than 50 degrees, reduce their Cruising speed by 1 Move-
ment Point. For every 10 degrees C (or fraction thereof) less than
-30 degrees, reduce their Cruising speed by 1 Movement Point.
Recalculate Flanking speed based on the new Cruising speed.

Infantry: Extreme temperatures affect infantry in the same
way as vehicles, slowing their movement. However, conventional
infantry platoons cannot be deployed outside a vehicle or build-
ing in temperatures that exceed 50 degrees C or are less than -30
degrees C, unless they are XCT troops (see p. 351), in which case
they ignore such movement restrictions.

ProtoMechs: ProtoMechs are affected by extreme tempera-
tures as for vehicles.

BOG DOWN RULES

Some planetary conditions may actually stick a unit in place, as
noted in the description of such conditions.

Any time a unit enters a hex that may cause it to get stuck, the
controlling player must make a Piloting/Driving Skill Roll. If the
roll fails, the unit gets stuck in the hex and may not move for the
rest of the turn; a ‘Mech that fails this roll does not fall. The unit
may torso twist or rotate its turret normally, but it may not change
its facing. For any weapon or physical attacks made against a unit
stuck in a hex, modify the to-hit number by -2.

At the start of the next turn’s Movement Phase, the player
controlling a stuck unit makes a Piloting/Driving Skill Roll. On
a successful roll, the unit breaks away from the planetary con-
dition in the hex and may move normally. If the roll fails, the
unit remains stuck (but does not fall in the case of 'Mechs) and
makes another Piloting/Driving Skill Roll at the start of the next
Movement Phase.

Jump-capable units that use Walking or Running movement to
enter tundra, magma, deep snow or mud may get stuck, but such
units can free themselves in subsequent Movement Phases by
simply jumping out of the terrain.

Additional Modifiers: For tundra, magma crust, deep snow
and mud hexes, apply a -1 modifier to the Piloting Skill Roll to
determine whether a unit entering such terrain gets stuck. Apply
the same modifier to Piloting Skill Rolls made to free a stuck unit.

Falling: If a ‘Mech falls in such a hex (for example, if it is forced
to make a Piloting Skill Roll after being displaced), it automatically
becomes stuck and its movement ends. The ‘'Mech must make
three successful Piloting Skill Rolls to be free of the hex; the first
to free itself from a stuck prone position, the second to stand up
and the third to free itself from the hex completely.




Jumping: A jumping ‘Mech that lands in such a hex auto-
matically gets stuck; jumping infantry are not automatically
stuck, however.

Infantry: For infantry entering such a hex, roll 2D6. On a
result of 4 or less, the unit gets stuck. To escape getting stuck,
an infantry unit need only make a 2D6 roll of 4+.

ProtoMechs: For ProtoMechs entering such a hex, use the
Gunnery Skill Rating when making Piloting Skill Rolls.

Skidding: A unit entering such a hex while skidding auto-
matically gets stuck.

Displacement

Units that get stuck in a hex are still displaced under the
Unit Displacement rules (see p. 151, TW); however, they will
automatically fall in the hex into which they are displaced. If a
unit is displaced into a hex where it can bog down, an immedi-
ate roll is made to see if the unit gets stuck in the new hex.

If a unit is displaced more than one hex in a single action
and the first hex into which it is displaced has a planetary con-
dition that requires a Bog Down Roll, the unit is not displaced
any further if it gets stuck. The only exception to this rule is if
a unit is displaced multiple hexes in a single action because
each of the previous hexes is occupied by another unit (that is,
if the unit was not displaced, it would violate stacking rules). In
this case, no Bog Down Roll is made and the unit is displaced
appropriately (though a Bog Down Roll is made in the final
hex into which the unit is displaced, if appropriate).

Using the Unit Displacement Diagram (see p. 153, TW),
all hexes are mud and the ‘Mech in Hex B is stuck. As ‘Mech
A falls into Hex B, it automatically gets stuck in the mud,
which means that during the Movement Phase of the fol-
lowing turn, if the player wishes to move the unit, he must
make three successful Piloting Skill Rolls. The ‘Mech in Hex B,
even though it is stuck, is still automatically displaced into
Hex C. However, because it was stuck when it was displaced,
it automatically falls in Hex C and will automatically get
stuck in a prone position. If the ‘Mech in Hex C has 2 MP
left, it can attempt to move into Hex F, or if it has 1 MP left,
it can attempt to move into Hex E; both require a Piloting
Skill Roll to move into the hex, avoiding the domino effect,
and then another Piloting Skill Roll to avoid getting stuckin
either mud hex. If the ‘Mech in Hex C does not have any MP
left, it is automatically displaced into Hex D. It must then
make a Piloting Skill Roll to avoid falling, and if successful,
another Piloting Skill Roll to avoid getting stuck; if it fails
the first roll and falls, it is automatically stuck.

CAREFUL MOVEMENT

The increased MP cost of entering hexes enveloped by light
or heavy fog or covered with ice represents the extra caution
needed to avoid tripping, falling or crashing in such condi-
tions. By paying the increased Movement cost, units can cross
such dangerous terrain without mishap.

Alternatively, players who do not wish to pay this cost can
announce their intention to pass through the terrain at full
speed before moving their units. After the unit moves 1 hex,
the player must make a Piloting/Driving Skill Roll.

If the unitis a ‘Mech and the roll fails, the ‘Mech immediately
falls and must stand up per standard rules before continuing

its movement (if this fall occurs on pavement, the unit skids
and its move is over). If the roll succeeds, the ‘Mech remains
upright and the unit may move per standard rules. However,
the player must make an additional Piloting/Driving Skill Roll
for each non-clear hex (unless there is ice in the clear hex) and
level change through which the unit passes.

If the unit is a vehicle and the roll fails, the effects depend
on the specific terrain and conditions. On icy terrain, the ve-
hicle skids (see Skidding, p. 62, TW). Unless it is in Clear terrain,
if the roll fails in fog, the vehicle crashes. In Clear terrain, the
vehicle hits a hole or other minor obstruction that costs the
unit 1 additional MP. In all other terrain, the crash ends the
vehicle’s movement, and the vehicle sustains damage to its
Front side as if it had charged.

If both fog and ice are present, the modifiers are cumulative,
because the fog’s effect on visibility is assumed to present the
greater obstacle to safe movement. All other standard rules
for fog and ice apply, regardless of unit type (see pp. 57 and
50 respectively).

EXPANDED HEAT POINT TABLE

Activity Heat Points
Walking +1 per turn
Running +2 per turn
Jumping +1 per hex (minimum of 3 per turn)
Sprinting +3 per turn

Attempting to stand

Weapons fire

Heat-causing weapons

Heat sink

First engine hit
Second engine hit

Low Temperature

High Temperature

Weather Conditions

Deep Snow

Fire/Magma Crust

Magma Liquid

+1 per attempt

Per Weapons and Equipment
Tables, p. 303, TW and p. 404.

Per Weapons and Equipment
Tables, p. 303, TW and p. 404.

-1 per operational heat sink

-2 per operational double heat sink

-1 additional per operational
single heat sink under water
(max. 6 points)

-2 additional per operational
double heat sink underwater
(max. 6 points)

+5 per turn

+10 (total) per turn

-1 per turn per 10 degrees Celsius
below -30 degrees Celsius

+1 per turn per 10 degrees Celsius
above 30 degrees Celsius

See Weather Conditions Table, p. 36

-1 per turn; for ‘Mechs this only
applies if a heat sink is mounted
in the legs.

+5 if occupied during Heat Phase

+2 per each hex exited during
Movement Phase

+10 if occupied during Heat Phase

+5 per each hex exited during
Movement Phase
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Hover and WiGE Vehicles: Hover and WiGE vehicles ignore the
effects of ice and do not need to expend Careful Movement when
moving through such conditions.

Terrain Factor: Some units may expend an additional +1 MP
for careful movement when entering a hex in order not to inflict
movement damage against the planetary conditions in that hex.
See Careful Movement under Terrain Factor Rules, p. 65.

HEAT SCALE MODIFIERS

Different planetary conditions may also affect how quickly a
unit that tracks heat generates internal heat. Though the rules for
each planetary condition note whether they affect heat, for ease

of use, the Expanded Heat Point Table (see previous page) lists the
number of Heat Points generated by all conditions, as well as the
Heat Points generated by various activities and damage. (For a full
description of heat rules, see pp. 158-161, TW.)

TERRAIN FACTOR RULES

In standard rules Classic BattleTech, all terrain—with the excep-
tion of buildings—is considered indestructible for movement
purposes. When it comes to combat, only the clearing of wooded
terrain is addressed (see Clearing Woods, p. 112, TW). However,
while simple and easy to use, such rules are far from realistic.
Particularly with the introduction of some base terrain types and

Table Key:

NLV: Non-Large Vehicles
SSV: Small Support Vehicle
LCV: Light Combat Vehicle
PM: ProtoMechs

Prohibited Units Prohibited Units
Terrain Factor Former Terrain New Terrain Movement Damage Combat Damage Careful Movement
Ultra-Heavy Woods: 120 Ultra-Heavy Woods Heavy Woods Infantry Infantry* —
Heavy Woods: 90 Heavy Woods Light Woods Infantry Infantry* —
Light Woods: 50 Light Woods§§ Rough Infantry, SSV, PM Infantry* NLV
Ultra-Heavy Jungle: 130 Ultra-Heavy Jungle Heavy Jungle Infantry Infantry* —
Heavy Jungle: 100 Heavy Jungle Jungle Infantry Infantry* —
Light Jungle: 60 Light Jungle§§ Rough Infantry, SSV, PM Infantry* NLV
Gravel Piles: 100 Gravel Piles Rough Infantry —
Magma Crust: 30 Magma Crust Magma Liquid k3 = =
Planted Fields: 30 Planted Fields Clear — — Infantry, LCV, SSV
Sand: 100 Sand Sand Sublevel 1§ = Infantry* —
Sheer Cliffs: 50 Sheer Cliffs 3 Infantry — SSV, PM
Tundra: 70 Tundra Rough Infantry — LCV, SSV, PM
Rail: 20 Rail Clear Infantry — LCV, SSV, PM
Dirt Road: 20 Dirt Road =3 — — Infantry
Gravel Road: 50 Gravel Road +H# Infantry — Infantry, LCV, SSV, PM
Paved Road: 150 Paved Road ++ Infantry, SSV, PM Infantry* Infantry, Vehicles
Paved: 200 Paved Rough Infantry, NLV, PM Infantry Large Vehicles,Mechs
Deep Snow: 30 Deep Snow Light Snow — — Infantry
Light Snow: 15 Light Snow Mud — — Infantry
Ice: 40 Ice ins — — Infantry, PM, Vehicles
Clear/Rough: 200 Clear/Rough Rough Sublevel 11 Infantry, SSV Infantry* All

“Except for infantry with the Combat Engineer specialization (see p. 341).

TThis also applies to any Clear Level terrain, so that Level 5 Clear terrain would now be Level 4 Rough.

iSee Magma, p. 36.

SIf more than 50 points of damage dealt to the hex is done by direct-fire energy or pulse weapons, it becomes a Rough Sublevel 1.

%Sl the hex started as ultra woods/jungle, it is reduced to ultra-rough.

“Sheer cliffs are simply removed from the hexside, with no additional affects, or without leaving any other condition behind.

I the underlying terrain is water, the hex is reduced to water; otherwise the condition is simply removed from the hex.

#Each road, when reduced, becomes a rough road. This means all units pay an extra 1 MP to enter the hex, but it is still a road, and so a unit may pass through a hex with an
underlying terrain that it may be prohibited from entering; all other benefits of the road are lost.




terrain modifications that can easily be damaged and/or de-
stroyed by the movement of heavy machinery—much less
the targeted impact of powerful weaponry—taking that fac-
tor into account conveys a more realistic game, while adding
whole new levels of tactics.

With that in mind, the Terrain Factor rules build on the Ter-
rain Factor concept originally described in Clearing Woods (see
p. 112, TW), but greatly expands its usage.

The Terrain Factor (TF) determines the number of dam-
age points a particular planetary condition in a specific hex
can take before being reduced or eliminated; this damage,
regardless of when it occurs, is tracked across a game until
the TF is reduced to 0. Damage can occur from movement
and/or combat (see Movement Damage and Combat Dam-
age, below). Finally, in the specific case of some planetary
conditions—noted on the Terrain Factor and Conversion
Table—the TF also represents the number of tons of total
weight that can occupy a given hex before the specific plan-
etary condition’s TF is automatically reduced to 0.

Though the TF of every planetary condition is found on
the Expanded Movement Costs and Planetary Conditions
Table (each TF is the rating per hex), those values are also
listed on the Terrain Factor and Conversion Table below, for
ease of comparison and use. The table also details whether a
planetary condition is converted to another type of planetary
condition as its TF is reduced and what it will ultimately be
converted to once its TF is reduced to 0. Note that only those
planetary conditions with a TF value higher than 0 are listed
on the Terrain Factor and Conversion Table.

The introduction to planetary conditions mentions the
added complexity of including such rules in a given scenario—
a reality particularly worth repeating for the Terrain Factor
rules. These rules provide a wonderful diversity, for the realistic
element as well as the new and fun tactics that such “terrain
destruction” allows. However, tracking damage across all the
planetary conditions of an entire playing area can significantly
increase the complexity of a game, as well as the length of time
it will take to finish that game. As a way to mitigate such a fac-
tor, players can be selective, if they wish. For example, in a given
scenario perhaps only terrain modifications can be reduced
using these rules, while all other planetary conditions cannot.
Regardless of whether a playing group is selective or plans to
apply the Terrain Factor rules across the entire playing area, all
players should be very familiar with these rules and willing to
implement them in a given scenario before play begins.

Current TF: As with Construction Factor (see p. 155, TW), the
current TF of a planetary condition in a specific hex is defined
as the TF at the instant an action takes place. For example, if
two ‘Mechs enter the same hex with a planetary condition
that has a TF above 0 at different times in the same Movement
Phase, the current TF for both units may be different, if the first
unit damaged the planetary condition’s TF.

For those planetary conditions that can be reduced through
different types of conditions—such as ultra-heavy woods, to
heavy woods, to light woods, to rough hex—its type does not
change until the TF falls below the value of the reduced hex as
shown on the Terrain Factor column of the Terrain Factor and
Conversion Table.

Note: A hex must be reduced to a rough/clear hex, with no
terrain modifications left, before the hex itself can be dam-

aged. For example, an ultra-heavy jungle hex would need
to have 130 points of damage applied to it, to reduce it to a
rough hex, and then additional damage could be applied to
that rough hex’s Terrain Factor of 200.

Movement Damage

Each time a unit enters a hex—depending on the unit type
and the planetary condition in question—it can potentially dam-
age the planetary condition(s) in that hex. If the Terrain Factor
and Conversion Table indicates that a specific unit type entering
a hex can damage a specific planetary condition in that hex, the
player divides the weight of the unit by 10 (rounding up) and
applies that value to the planetary condition, reducing its TF.

If more than one planetary condition exists in a hex, and the
unit entering the hex can damage the TF of multiple planetary
conditions, damage is applied to all appropriate conditions.

Buildings: While these rules are very similar to how building
hexes resolve damage due to unit movement, players should
refer to those specific rules when dealing with buildings (see
pp. 166, TW, and 114).

Falling Damage: Damage inflicted from a fall is also in-
flicted against all the target planetary conditions and the hex.
Determine the damage to the unit that has fallen and apply
the same damage to the hex and the planetary conditions.

Large Vehicles: Double the damage applied to a planetary
condition from a Large Vehicle.

Infantry: In the case of infantry, to determine the damage
to the TF of planetary conditions in a hex, use the Tons of
Cargo Space Occupied column of the Generic Conventional
Infantry Units Table and Battle Armor Organization/Weight
Table (see pp. 213 and 214, TW, respectively). If the Advanced
Battle Armor Weights rules are in effect (see p. 186), use those
weights instead.

Non-DropShip Aerospace Units: Non-Spheroid aerospace
units taking off and landing do not determine damage for
every hex they pass through. Instead, they only determine
damage in the final hex or hexes they occupy at the end of
landing, or the hex(s) where they began their takeoff.

DropShips: DropShips taking off and landing do not deter-
mine damage for every hex they pass through. Instead, they use
the proximity damage from their fusion exhaust, determining
damage not only for units, but for appropriate planetary condi-
tions as well, applying said damage to appropriate Terrain Factors
(see Proximity Damage, p. 88, TW). All planetary conditions in a
hex—including roads, rails and so on—with a landing or taking-
off Spheroid DropShip are automatically reduced to O TF.

Mobile Structures: A Mobile Structure automatically inflicts
150 points of damage to all terrain and terrain modifications
within a hex it enters (see p. 165).

Careful Movement: Some units can use Careful Movement
(see Careful Movement, p. 63) to avoid damaging a planetary
condition’s TF. The Terrain Factor and Conversion Table (see p.
64) notes which units can expend an extra 1 MP per hex to
avoid dealing damage.

Combat Damage

Units can use weapon attacks to reduce various planetary
conditions, changing them from one type to another. As all
such targets are immobile, apply a -4 to-hit modifier to any
such attacks.
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Specifically targeting a planetary condition to reduce its TF re-
quires a conscious effort. If an attack against a unit passes through
or into such hexes, the attack does not reduce that planetary con-
dition’s TF (unless the rules for Woods Cover and Missed Shots are
in use; see pp. 84 and 81, respectively).

Prohibited Units: Not all units can use attacks to reduce a
given planetary condition’s TF; the Terrain Factor and Conversion
Table notes which units are prohibited from damaging which
planetary conditions.

Area-Effect Weapons: Because area-effect weapons target
the hex, such weapons always damage a planetary condition in
a hex, regardless of whether or not the player made a conscious
choice to strike the hex (for example, a bomb that scatters will still
damage the TF of any planetary conditions in the hex); double the
Damage Value of these weapons against all planetary conditions
(except Clear/Rough terrain).

Buildings: These rules do not apply to buildings, which have
their own rules for resolving the damage from an attack against a
building hex (see pp. 166, TW, and p. 114).

Cluster Weapons: For weapons that use the Cluster Hits Table,
use the weapon's total Damage Value.

LOS: When trying to damage a planetary condition in a given
hex, treat the condition as a standing 'Mech. If the “Mech” would
have partial cover from the attack (see p. 102, TW), then the at-
tacker cannot attempt to damage the planetary condition. This
rule does not apply to buildings, which have their own rules for
resolving LOS (see pp. 166, TW, and p. 114).

Terrain Displacement

In most instances, when a base terrain type's or terrain modi-
fication’s TF is reduced to 0, nothing further occurs beyond the
changein a hex as described on the Terrain Factor and Conversion
Table (see p. 64). However, some instances exist when the reduc-
tion of a hex’s TF to 0 results in the terrain itself displacing.

Clear/Rough: There are two instances in which a clear/rough
hex’s terrain may displace.

e Ifaclear/rough hex’s TF is reduced to 0
e |f the total tonnage of units in the hex (DropShips do not
count) is more than the clear/rough hex's TF x 2

In both instances, if an adjacent hex is one level lower (or
more), the terrain will displace into that hex in the way described
below; if there is more than one adjacent hex with a lower level,
randomly determine which hexside the terrain displaces into (the
terrain will only displace across a single hexside).

The terrain will not collapse until the very end of the End Phase
of the turn in which the TF was reduced to 0 (or the tonnage of
units in the hex is greater than the current TF of the hex), after all
other damage resolution has occurred.

Divide the clear/rough hex’s TF at the beginning of the turn
by 5 (round up; if this number is 0 or less, no damage is applied)
and apply it to all units—and Terrain Factors—in the hex in which
the terrain displaces. Apply the damage in 5-point Damage Value
groupings, to randomly determined locations using the Front/
Back column of the appropriate hit location table; damage to
conventional infantry is applied as though the damage originated
from another infantry unit.

‘Mechs and ProtoMechs: ‘Mechs and ProtoMechs must make
an immediate Piloting Skill Roll (ProtoMechs use their Gunnery
Skill Rating) with a +3 modifier. If the roll fails, the ‘Mech falls into
the hex where the terrain is being displaced, taking standard fall-

I,

ing damage. Next, the damage from the displaced terrain above

is applied using the ‘Mech Front Hit Location Table. If the roll suc-

ceeds, the damage from the displacement is only applied to the
‘Mech’s feet, but it does not fall and stays in the target hex.

Non-Airborne Units and Infantry: Non-airborne units and
infantry (with the exception of DropShips) automatically fall into
the hex where the displacement is occurring, taking damage as
noted under ‘Mechs and ProtoMechs.

e Continued Displacement: If the target hex where the terrain
displaces has an adjacent hex one level lower (or more), the
destroyed terrain will automatically displace into that hex as
well. Divide the clear/rough hex’s TF at the start of the current
turn by 10 (round up; if this number is 0 or less, no damage is
applied) and apply it to all units—and Terrain Factors—in the
additional hex into which the terrain displaces, in the same
manner as noted above.

The terrain will continue to displace into new hexes as
long as any lower-level hex exists adjacent to the latest hex
where the terrain displaced, with the damage applied to
each unit—and Terrain Factors—in a new hex continuing in
that format; a third hex would divide the TF by 15, the fourth
hex by 20 and so on. If at any time the displacing terrain
would no longer cause damage to units in a new hex, even if
a lower-level hex exists, the terrain stops and does not enter
the new hex.

e Units and Continued Displacement: If the terrain displace-
ment continues beyond the hex in which a unit is located, all
units will automatically displace into the new hex. There are
two exceptions involving ‘Mechs and DropShips. If ‘Mechs
make their initial Piloting Skill Roll to stay standing, they are
not displaced; DropShips are never displaced.

* Order of Damage/Events: The falling and displacement of
units—and the damage involved—are resolved first in every
hex; if this results in further displacement of units, that is
resolved first. Then the damage from the displacing terrain is
applied. Finally, once all such events have been determined,
the players determine if another terrain displacement will
occur, as noted above.

* New Hex Conditions: Any hex where terrain has displaced is
now considered a gravel pile hex (see p. 30), along with any
other planetary conditions that may already exist in the hex.




While the above rules are mainly geared toward a “rock
slide,” they can be used to simulate several different types
of terrain slides. For example if using deep snow across the
entire playing area, the same rules could be used to simulate
an avalanche.

In the Terrain Damage and Displacement Diagram, a
scenario is unfolding on the Deep Canyon #1 map. The
Light Snow planetary condition exists in all hexes. As the
battle is relatively small, the players have decided to track
movement and combat damage across all planetary con-
ditions, which includes the underlying terrain of all hexes
(this choice feels particularly appropriate, as moving giant
machines of war along the edges of a canyon’s precariously
balanced rocks and crevasses can be dangerous).

During the Movement Phase of a turn, a Hauberk battle
armor unit enters Hex A. As shown on the Terrain Factor
and Conversion Table, the unit cannot damage light woods
and so no damage is applied for the movement. However,
it can damage the light snow in the hex, and so 1 point
of damage is applied to the light snow [8 tons (2 tons per
trooper as shown on the Advanced Battle Armor Weights
Table; see p. 187) /10 =.8, rounding up to 1].

When the Goblin Infantry Tank enters Hex A, it auto-
matically damages the woods and light snow. The 45-ton
tracked vehicle inflicts 5 points of damage [45 (weight of
tank)/ 10 =4.5, rounding up to 5] to the light woods as well
as the light snow.

An 85-ton BattleMaster enters Hex B, automatically
inflicting 9 points of damage [85 (weight of ‘Mech) / 10 =
8.5, rounding up to 9] against both the snow and Hex B.
Afterwards, a DI Morgan vehicle also enters Hex B, auto-
matically inflicting 10 points of damage [100 (weight of
vehicle) / 10 = 10] against the light snow and the hex; as the
light snow’s TF is only 15, it is immediately reduced to mud.

Unfortunately, during the Indirect Artillery Attack Phase
of the same turn, a Cruise Missile/90 lands precisely in
Hex B. As a result, 90 points of damage are applied to the
BattleMaster and DI Morgan (both units survive), as well
as to Hex B.

Then 65 points of damage are applied to all the immedi-
ately adjacent hexes. The players mark down the damage
to all the Clear terrain hexes (all the light snow is turned
to mud). Then they look at Hex A: the damage reduces the
light snow there to mud and the light woods to Rough
terrain (especially as the area-effect weapon damage
is doubled against such planetary conditions). Then 65
points of damage is applied to the units in Hex A as well.
The Goblin barely survives; because the cruise missile is an
area-effect weapon and damage is applied to each trooper,
the Hauberk battle armor is eliminated.

Then 40 points of damage are applied to the next adja-
cent hexes. Again, the players mark down damage to all
clear hexes (all the light snow is turned to mud); again, the
light trees in Hex E are reduced as the area-effect weapon
doubles its damage against the woods.

Finally, the players track the last 15 points of damage
applied to each clear hex in the next adjacent hexes; the
light snow is reduced to mud in all those hexes.
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The players now have something else to contend with at
the end of the End Phase of the current turn. The current TF
of Hex B is 91 [200 (TF at start of turn) — 9 (damage inflicted
by BattleMaster movement) — 10 (damage inflicted by
DI Morgan movement) — 90 (damage inflicted by Cruise
Missile/90) = 91]. If the combined weight of any units [85
("Mech tonnage) + 100 (DI Morgan tonnage) = 185] in Clear/
Rough terrain is more than double the current TF [91 (current
TF) x 2 = 182], the hex collapses. The TF of the hex is auto-
matically reduced to 0. Because there are adjacent hexes at
alower level, a displacement also automatically occurs.

First, the players determine where the displacement will
occur: into hexes A, Cor D. The players roll and determine
the displacement will fall into Hex A (it only falls into
a single hex, even if multiple hexes are available). The
controlling player of the BattleMaster must immediately
make a Piloting Skill Roll to avoid falling and being swept
away in the displacement. A roll of 10 means a success and
the ‘Mech stays on its feet despite the +3 modifier. However,
damage done by the displacing terrain must be assigned
and so 40 points of damage are applied to the ‘Mech’s legs
[200 (TF of the hex at the start of the turn) / 5 = 40]. The
BattleMaster remains standing, now in a Level 1 rough hex,
with a current TF of 200.

Unfortunately for the DI Morgan, it is automatically
displaced into Hex A. It will take 20 points of damage
for a two-level fall [100 (DI Morgan tonnage) / 10 x 2
(levels fallen) = 20)—which will also be inflicted against
the target hex—and then 40 points of damage for the
displaced terrain. The displaced terrain will also inflict 40
points of damage against the Goblin Infantry Tank (which
the players determine destroys it) and against Hex A itself,
leaving its current TF at 70 [200 (TF at start of turn) - 5
(Goblin movement) - 20 (DI Morgan falling damage) - 65
(Cruise Missile/90) — 40 (displacing terrain damage) = 70].
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An adjacent hex is at a lower level, and so displacement
continues. Displacement could move into Hexes E, F or C. The
players randomly determine the location and come up with
Hex E. Once again, the DI Morgan is automatically displaced
and so will once against take 20 points of damage for the fall;
this damage would have been inflicted against both the woods
and the target hex, but since the woods are gone, only the hex
receives the damage. Damage from displacement is then deter-
mined to be 20 points [200 (TF of the hex at the start of the turn)
/10 =20], which is applied both to the DI Morgan and Hex E.

Once again there is an adjacent hex at a lower level, and so
displacement continues. Displacement could move into hexes
F, I, Hand G. The players again randomly determine the loca-
tion and come up with Hex I. The players are almost getting
used to resolving the situation and quickly determine that the
DI Morgan is again automatically swept down, taking another
20 points of damage for the fall (which is inflicted against Hex
| as well) and then 14 points of damage from the displacement
[200 (TF of the hex at the start of the turn) / 15 = 13.3, rounding
up to 14], which is also applied to the hex.

One further displacement can still occur. Hex F is adjacent to
Hex E and a level lower, and so displacement occurs once more.
Provided the DI Morgan has survived this long, it will once
more displace into Hex F, taking another 20 points of damage
from the fall (again, is also inflicted against Hex F) and then 10
points of damage from the displacement [200 (TF of the hex
at the start of the turn) / 20 = 10], which is also applied to the
hex. Even though there is enough terrain left to displace, no
adjacent hex now exists that is also a level lower, and so no
further displacement occurs.

Finally, the players note that the hexes where a displacement
occurs (A, E, 1 and F) are now considered gravel piles.

If any of the falling and displacement had reduced a hex’s
TF to 0, then after the complete resolution of Hex B’s displace-
ment had occurred, those further displacements would also be
resolved, in the appropriate order.

PLANETARY CONDITIONS TABLES

As noted under Expanded Movement Costs and Planetary
Conditions Rules (see p. 28), players can simply assign planetary
conditions to a given scenario. However, weather is always un-
certain, and all too often intel on a battlefield is lacking, leaving
combatants to make decisions on the fly for how to overcome
bad weather and surprising terrain to still achieve victory. The
Planetary Conditions Tables help to simulate this X factor of com-
bat, by randomly injecting planetary conditions not necessarily of
any player’s choosing.

For ease of use, the tables are split into six tables covering
weather conditions and six tables covering base terrain types,
terrain modifications and terrain conditions. Each set of six tables
has a corresponding seventh “general” table to randomly roll any
of the six correlated tables. A final sub-table exists for atmospheric
pressures.

Players may either select a specific Weather Table, and then roll
1D6 to determine the exact weather rules to be used in a game,
or for a truly random situation, roll 1D6 on the General Weather
Table to determine the specific Weather Table for the scenario and
then roll 1D6 to determine the exact weather rules to be used in
agame.

Likewise, players may either select a specific Terrain Table and
then roll1D6 to determine the exact terrain rules to be used in a
game, or to really mix things up, roll 1D6 on the General Terrain
Table to determine the specific Terrain Table for the scenario and
then roll 1D6 to determine the exact terrain rules to be used in
game.

Conflicting Planetary Conditions: When randomly determin-
ing planetary conditions, remember to resolve any conflicting
conditions before play begins (see p. 29).

Planetary Conditions and Mapsheets

While any of the terrain and weather conditions in this section
can be used with any mapsheet, the Planetary Conditions to Map-
sheets Table provides a quick and easy way to match up the most
appropriate mapsheet types with the general terrain and weather
condition types in use in a given scenario.

Planetary Condition

Mapsheet Terrain

Weather Table 1: Solar

Weather Table 2: Wind

Weather Table 3: Rain

Weather Table 4: Snow

Weather Table 5: Extreme Temperature
Weather Table 6: Combined Weather
Terrain Table 1: Flora/Fauna

Terrain Table 2: Extreme Temperature
Terrain Table 3: Water

Terrain Table 4: Hostile

Terrain Table 5: High/Low Gravity
Terrain Table 6: Ground

Badlands, Wooded, Mountains
Flatlands, Coastal, Mountains
Wetlands, Hills, Mountains

Mountains

Badlands, Flatlands, Coastal, Mountains
Flatlands, Coastal, Hills, Mountains
Hills, Wetlands, Wooded

Badlands, Flatlands, Coastal, Mountains
Wetlands, Costal

Wetlands, Badlands, Mountains

Any

Hills, Badlands, Wooded, Mountains




PLANETARY CONDITIONS TABLES

_ 1D6 Weather Table 5: Extreme Temperatures* 1D6 Terrain Table 3: Water
1 Light 1 -70Cto-60C (p. 62) 1 Rapids (p. 50)
2 Wind 2 -59Cto -40C (p. 62) 2 Torrent (p. 52)
3  Rain 3 -39Cto-30C (p. 62) 3 Hazardous Liquid Pools (p. 49)
4 Snow 4 50Cto 60C (p. 62) 4 Mud (p. 50)
5 Extreme Temperatures 5 61Cto 70C (p. 62) 5 Swamp (p. 51)
6 Combined Weather 6 71Cto 80C (p. 62) 6  Extreme depths (p. 42)
1D6 Weather Table 1: Light 1D6 Weather Table 6: Combined Weather 1D6 Terrain Table 4: Hostile
1 Pitch Black (p. 58) 1 Gusting Rain (p. 59) 1 Meteor Shower (p. 56)
2 Moonless Night (p. 58) 2 Snow Flurries (p. 60) 2 Earthquakes (p. 55)
3 Full Moon Night (p. 58) 3 Blizzard (p. 60) 3 Atmospheric Pressure (p. 54)**
4 Dawn/Dusk (p. 58) 4 Blowing Sand (p. 62) 4 Tainted /Toxic Atmospheres (p. 56)
5 Glare (p. 58) 5 Ice Storm (p. 62) 5 Magma (p. 36)
6  Solar Flare (p. 58) 6  Lightning Storm (p. 59) 6  Electromagnetic Interference (p. 55)

1D6 Weather Table 2: Wind

Terrain Table 5: High/Low Gravity*

1 Light Gale (p. 61) 1 Flora/Fauna 1 .1to.3(p. 55)
2 Moderate Gale (p. 61) 2 Extreme Temperature 2 4to.6(p. 55)
3 Strong Gale (p. 61) 3  Water 3  .5t0.9(p. 55)
4 Storm (p. 61) 4 Hostile 4 1.1to1.3(p. 55)
5 Tornado F1-F3 (p. 61) 5 High/Low Gravity 5 14to1.5(p. 55)
6 Tornado F4+ (p. 62) 6 Ground 6 1.6t01.9(p. 55)
1D6 Weather Table 3: Rain 1D6 Terrain Table 1: Flora/Fauna 1D6 Terrain Table 6: Ground
1 Light Fog (p. 57) 1  Planted Fields (p. 38) 1 Sand (p.39)
2 Heavy Fog (p. 57) 2 Woods (p. 40) 2  Dirt/Gravel/Paved Roads (p. 51)***
3 Light Rainfall (p. 59) 3 Jungle (p. 31) 3 Gravel Pits (p. 30)
4 Moderate Rainfall (p. 59) 4 Clear 4 Heavy Industrial Zone (p. 31)
5 Heavy Rainfall (p. 59) 5 Level 1 Foliage (p. 36) 5  Sheer Cliffs (p. 39)
6  Torrential Downpour (p. 59) 6  Bug Storm (p. 40) 6  Half Levels (p. 31)
106 Weather Table 4: Snow 1D6 Terrain Table 2: Extreme Temperature 1D6 Atmospheric Pressure Table
1 Sleet (p. 60) 1 BlackIce (p. 40) 1 Vacuum (p. 54)
2 Light Hail (p. 57) 2 lIce(p. 50) 2 Trace (p.54)
3 Heavy Hail (p. 58) 3 Thin Snow (p. 52) 3 Thin (p.54)
4 Light Snowfall (p. 60) 4 Deep Snow (p. 41) 4 Standard (p. 54)
5  Moderate Snowfall (p. 60) 5 Tundra (p. 62) 5  High (p. 54)
6  Heavy Snowfall (p. 60) 6  Geyser (p. 48) 6  Very High (p. 55)

*Extreme Temperature weather and High/Low Gravity terrain can go above and beyond the conditions listed on the table. If the players roll a 1 or a 6 on either table,
provided all players agree, the playing group can simply choose a temperature/gravity higher or lower than that represented by the table.

**Immediately roll on the Atmospheric Pressure Table at bottom right of this page.

***Players may choose which type of road, or randomly determine which type.
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ORESTES
FREE RASALHAGUE REPUBLIC
16 FEBRUARY 3052

It had been solo combat. That was the problem—there had
been only two pilots, two machines involved. If it had been other-
wise, if it had been different, maybe there would have been more
witnesses, maybe even cockpit footage recorded by others who
stood nearby and couldn’t help but take a moment in the chaos to
stand and watch. But it had been solo. Everyone else stayed away.

Haakon Magnusson already knew this task of reconstruction
would consume him. Maybe he'd come out on the other side of it
some day, in a year or five or ten, maybe he'd have a clear enough
picture of what happened that he could say to himself, enough,
no more, now | know. | know what happened. Or maybe he would
exhaust himself and be forced to quit because he wouldn’t have
the energy to continue, or maybe his drive to discover what hap-
pened would diminish and he would no longer feel the need to
interrogate anyone who had been anywhere near Satalice that
day. He couldn’t imagine that happening, but the universe had
proved exceptionally able to produce events completely beyond
his conception.

He closed his eyes, weary, then opened them again. He didn’t
want to sleep. He didn’t want the company of his dreams right now.
They kept producing his son for him in various guises. His infant
son, his son as a youth, and, most cruelly, his son as triumphant
warrior, returning home from the fight with sweat on his brow and
a grim smile on his mouth. He would willingly go without sleep
forever if it meant he could avoid being haunted by that image.

Keeping his eyes open, though, was no better. What did he have
to look at? An empty room, white and austere like an untouched
glacier. He hated the white furnishings and their smooth, con-

Jason M. Hardy

toured surfaces. He hated the screens

fitted into the walls at various intervals,

and he especially hated the information

they kept shoving in his face. On top of all that, he hated
that the entire installation had been his idea.

R
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“This will be the easiest of all,” Haakon had said, on a planet far
away, the first time he had set up a room like this. He pointed to
the space between joists where a wall would eventually be erect-
ed. “Big, but not too big. It has to be visible from anywhere in the
room, but | don't want it to overwhelm any of the other displays.”

“What's it going to be hooked up to?” asked Vanessa, duti-
fully making annotations in her noteputer as it recorded Haakon'’s
words and translated them into text.

“Same mainframe as the others, but it doesn’t need to be as
complicated. This is going to display a simple image.”

“And that image will be ..."

“The Free Rasalhague Republic, of course, in all its glory, from
Orestes to Damian.” It would be perfect, a reminder of his
greatest joy every time he walked into the room. It would
be a comfort in his most difficult times. He could look at
the map, smile, and know that Free Rasalhague existed. That
would take the edge off any sorrow.

R/
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When Haakon had fled Rasalhague, he'd made sure his map
had come with him. He was determined to have his Republic with
him, no matter what else they took from him.

But the map was no longer a comfort. Every glance he gave it
brought sorrow. The Republic it showed was a mere shadow of its




former self, planets darkened to indicate their
fall to the Clans. More than fifty worlds gone!
Rasalhague, the heart of his nation, where he had
first designed his command room, where he had
carefully placed the map that gave him so much pride,
now seemed impossibly distant from his current border.
His nation had existed, whole and intact, for sixteen
years. The survival, even triumph, of the Republic in the
Ronin War convinced Haakon that he had been more
than a deft politician—he had been a tool of destiny.
Free Rasalhague was meant to be, and he was meant
to create and lead it.

But then the invaders had come. Swarming from the
rimward border of his nation, the Clans had captured
fifty of the Republic’s worlds in less than a year. Fifty
circles now black.

He should take the map down. How could he
look at planets like New Oslo, Skandia and Rasal-
hague, especially Rasalhague, darkened? And
more still falling. Satalice was now dark. Satalice,
where his son had been. Where Haakon had sent
the bulk of the KungsArmé, the hopes of a reel-
ing Republic.

Where those hopes had come to nothing.

R
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His son Ragnar had piloted an Ostsol, 25 tons heavier
than the Wolfhound used by the merc-turned-Wolf
barbarian, Phelan. Haakon had heard from dozens
of soldiers already, by word or by
letter, and each and every one of
their accounts was contradictory.

The one thing they all
agreed on was that Rag-
nar's last fight came at
the end of the Battle of
Satalice, after several
hours of brutal fighting.

“The Clanner drew him
out,” one infantry Idjtnant
had reported. “He must have been
planning it for awhile, but it took him a
long time to work his way to where he needed to be. But
if you were paying attention—and | had to, we always had
to know where that damn Wolfhound was—you could see
the Clanner was herding Ragnar, guiding him, practically
steering the Prince away from the center of the battle so he
could engage him one-on-one. He'd lay down a fusillade of
energy in front of the Prince to push him backward, or graze
a beam against one side or another to get him to move
laterally. The precision—I've never seen such accuracy.
He could have made them all direct hits, I'm sure of it, but
that’s not what the Clanner wanted. He wanted to take him
on by himself, so he used these shots, these darts he was
throwing, to draw the Prince out. Then, on open ground, it
was just the two of them, and the Clanner launched himself
at the Prince like a wolf at a rabbit. He got what he wanted.”

That was one story. Here was another.

“The Prince was in control the whole time,” said the driver
of a transport. “You should’ve seen how he moved on the
field, you would have been so proud. The damn Clanner




couldn’t get a clear bead on him, he was firing wild, taking shots
that didn’t come anywhere near the Prince. | could tell Ragnar
wanted a piece of this guy—I don’t know how, but you can
tell, you know? You can feel it—but there kept being people
in front of him he needed to take care of, people closer than
this damn Phelan character. It didn’t help that the Clanner was
faster, and he used his speed. Fire and run, fire and dodge, fire
and run. But the Prince wouldn’t slow down. The Prince kept
after him. He was smart, right? Knew what victory over that
Wolfhound would mean. Could take the whole day for us. So
he kept after him, playing that field like a chessboard. Every
shot set up something that was two or three moves away.
The Wolfhound tried to stay away, but he just ... he wasn't a
pure tactician, like the Prince was.”
And it just got worse. None of the accounts seemed to agree on
anything—except that the Clanner had won and Ragnar was gone.

7/
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There should have been a great funeral. Wooden boat set on
fire, sparks flying into the night sky, people mourning theatrically
and possibly throwing themselves onto the burning ship before it
drifted into the deep water. Maybe Haakon would have been one
of them.

Except Ragnar wasn't actually dead. There was no body to send

to sea. Besides, the way things were going, Haakon had trouble
believing he would be able to assemble enough true Rasal-
hagian warriors for a proper funeral.

But he could imagine. If he closed the eyes, he could feel the
flames lapping his arms, his legs, blistering his skin, eating him
away into ash.

Those people of ancient Terra knew what they were doing. A
warrior’s exit from this life should be a bright blaze of glory, not
slow decomposition in the ground. A warrior should be here

one moment, and then gone like that. Because a warrior who

stays around too long absorbs blow after blow after blow,

and even if they're light blows, even if they barely slow you

down, they eventually take their toll, and you ... you eventu-
ally aren't a warrior anymore.

Just like a nation of planets. The Inner Sphere was seemingly
based on the idea that nations could lose a planet or two on the
border and be okay. Some planets got traded back and forth the
way football teams traded aging quarterbacks. That sort of loss
could be endured.

But loss after loss after loss—that was long, drawn-out pain.
It would be better if the whole realm, the whole Republic,
were wiped away with a single blow. An explosion, or a suck-
ing black hole, and Free Rasalhague would be gone. A suitable,
dignified death.

He looked out at the night sky and focused on the space be-
tween the stars.
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There was business the next day. The volume of it seemed small,
of course, but still, there were a handful of planets and billions of
people, and a ruler had tasks to perform. And there was the slow,
backward trickle of the war.

“Supply routes are being changed,” said Haakon’s chief of staff.

“You probably don’t need to know the details, but in case you're curi-
ous a file outlining the new routes has been sent to your noteputer.”

“Are the supplies ever catching up to the troops?”

The chief glanced at a handheld screen. “Sometimes,” he
said. “But | wouldn't worry too much about it. Of all the rea-
sons we've had for losing, low supplies are far down the list.”

Haakon only nodded in reply.

“The flow of refugees seems to have slowed a bit,” the chief
said. “For once we have enough supplies on most planets to
meet the demand. It’s probably only a temporary lull, though. I'm
sure the pace will increase again, and we will need to be ready for
another surge.”

“No,” Haakon said.

“Pardon, sire?

“No. There will be no surge.”

“With all due respect, sire, the pace of attacks is not slack-
ing, and ... and, well, we have not gained additional victories.
There will be more refugees.”

“There will be more defeated Rasalhagians,” Haakon said. “But
there will be fewer refugees. They will no longer flee.”

“How doyou ...”

“They have nowhere to flee to,” Haakon said. The words came
out flat, emotionless. “Refugees flee because they are looking
for someplace safer. But there are fewer and fewer such places
in the Republic. Soon there will be none.” He looked at his ever-
shrinking map on the wall. “They have realized they will not be
able to escape Clan rule.”

The briefing ended soon after that. The chief knew better than
to dispute Haakon’s assertion. The black mood had been on him
for some time, and there was nothing the chief could do to talk
it away.

o

The chief had tried to buoy Haakon'’s spirits once, not long after
Ragnar had been lost.

“He’s not dead,” the chief said. “That’s one thing all the reports
agree on. Your son is captured, but not dead.”

Had Haakon seen the humor in anything anymore, he would
have laughed. Was that supposed to be better? Was he supposed
to be happy that his son was in the hands of the people who were
ripping his realm apart? Did anyone know what they did to their
prisoners? Or perhaps we was really dead...

Haakon kept having a vision. A vision of the last Rasalhague
forces making a final stand on some coreward planet—Ilikely here
on Orestes. The battered, shattered remnants of the KungsArmé
fall under the relentless Clan attack, until there is nothing between
Haakon and the enemy but a small unit of loyal troops. They fight
valiantly in their final battle, but there is nothing they can do to
slow the onslaught. Then, at the end, there is nothing besides
Haakon, his dead soldiers, and the advancing Clanners. And then
one of the Clan "Mechs stops, the hatch opens, and a face appears.
Ragnar’s face, but not his. The features are the same, but the
expression is twisted, malevolent. Alien. He sneers for a brief
moment, then disappears back inside his "Mech.

Then he blasts his father into nothing.

That could be what they are doing to my son, Haakon
thought. They will steal him from me completely before they
are done. What comfort can | draw from that?

The chief talked on for a while and watched Haakon’s eyes
sink deeper into his head. After that effort, the chief didn't at-
tempt to cheer him again.
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Here, in the present, days come and go, and Haakon is amazed
each morning to wake up and find out he is still alive. That he
emerges from his bedroom and functions, at least to a degree. He
had put so much planning into Ragnar’s ascension to the throne,
so much care into his upbringing, that when that stopped—
shouldn't everything else have stopped? But people went on,
events went on, much as they had before his son was lost.

He knew he was not the only one who mourned his son. The
outpouring of grief was nationwide, and the people had been
sent reeling. But even in the midst of all this, even as the Republic
fell apart, people still lived. They worked, they occasionally played,
they found time to be with those they wanted to be with. They
persisted. The entire Republic might fall, and the people would
carry on. Many of them had been alive before the Republic ex-

isted, living in a Rasalhague of the mind rather than a political

reality. They had survived without it before. They could endure
without it again.

One day, while he was looking out a window and watching
life proceed around him, a thought struck Haakon. He called
to one of his assistants, then pointed at the map.

“Turn them on,” he said. “Turn all of them on.”

The assistant complied without hesitation. Soon, it was there
again, restored with a few keystrokes. The Free Rasalhague Re-
public, mighty and strong.

The planets were still there. They had fallen, but they had not
vanished. They remained as real as their history, and that history
was written in Rasalhague ink. They had waited a long time for
independence. If necessary, they could wait again.

Haakon could not. The struggle of twenty years ago could not
be repeated, not by him. But perhaps there was someone out
there, someone who survived the onslaught, who would lead the
Republic back. Perhaps.

It was the first time since his son had fallen that Haakon saw
anything in the future except blackness.

7
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His chief of staff came again, and again and again, every day
with new business, new minutiae. The details of retreat were con-
siderable, and retreat remained all the KungsArmé could do in the
face of its implacable enemy.

Occasionally the chief brought him yet another
account of the battle between

Phelan Kell and his son. Haakon still read them all, but with an air of
detachment, as if he were reading dry history, not family tragedy.
One account in particular struck him, the story related by a crewman
from a scout vehicle. The man had eagle eyes and a sharp memory,
and his account bore the ring of truth—even though it directly
contradicted several other accounts. If it was not the complete
truth of what happened, it was a truth Haakon could accept.

“The critical element to understanding the fight between Phelan
and the Prince,” the crewman wrote, “is knowing that the Clanner
had the smaller, faster ‘Mech. Meaning he also had less firepower.

“Anyone who rises to a high rank and still prefers a light "Mech
obviously knows the key to fighting in one—never stop moving.
Never fool yourself into thinking there’s a moment where you
can stop and stand and pummel your opponent. It was a con-
cept the Clanner understood very well.

“I didn’t see the Clanner land too many clean shots on the Prince,
and | never saw him fire while standing still. He was darting, turn-
ing, serpentining, circling—anything. That made his shots wild,
but he knew how to compensate. They didn’t hit dead center
very much, but they seldom missed. A beam would cut into the
Prince’s leg, into an arm, into his torso, whittling away the edges.
Not enough to knock the Prince out, but enough to keep him off
balance. Glancing blow after glancing blow after glancing blow.

“l couldn't tell you which was the shot that finally decided the
combat. There was no single killshot. It was the final accumula-
tion of all those minor blows, all combined, that finally finished
the Prince off.

“I am only guessing at this last part, but perhaps the Clanner’s
strategy was intentional. His marksmanship was uncanny, making
hits when other warriors wouldn’t have bothered to fire. | even-
tually got the impression that the nature of the blows was inten-
tional—that the Clanner wanted to win, but wanted the Prince to
survive. And so he fought the way he did.”

Haakon had no way of knowing if that was true. Who could
know what was in a Clanner’s head? But if he couldn’t know, he
could at least believe.

He slept that night. Not soundly, but he slept. As he lay on his
pillow, he heard his heartbeat echo in his ears. He imagined it was
the heartbeat of Rasalhague, and of his son. Somehow, it was still
beating. Cataclysms and captivity would come, but that heart
would still beat.

Rasalhague would never truly fall.




Paula “Lady Death” Trevaline directly enters the fray during a raid against a Periphery world.

Combuat is at the heart of BattleTech. When 'Mechs and other
units pound each other with barrages of laser and autocannon
fire, the fun really begins. This section greatly expands the options
available to players for BattleTech combat.

As with all optional rules, all players must agree to use a par-
ticular rule in a given game. As these rules in particular will have a
direct effect on how a game unfolds, we recommend that players
review all the rules in this section before choosing the optional
rules they want to include in their game.

The following rules apply to weapon attacks and physical com-
bat, as appropriate.

EXPANDED CRITICAL HITS AND DAMAGE

In standard-rules BattleTech, the ability of weapons to deal criti-
cal hits and how those critical hits affect a’Mech are kept simple, for
game balance and also for ease of play. The expanded rules in this
section create differences between the critical damage-dealing
abilities of the proverbial “golden BB”from an LB-X autocannon and
the horrific destruction wreaked by an AC/20. What's more, instead
of a single critical hit immediately eliminating equipment, a range
of effects is introduced to better reflect degradation of ability due
to damage. This rule applies only to ‘Mechs, though it does not
apply to a‘Mech’s engine, gyros, sensors or double heat sinks.

Remember that players pick and choose which optional rules
they wish to use, and these are not intrinsically linked; players can
use both, or just one or the other of these rules in their games.

Advanced Determining Critical Hits

In place of the standard rules for determining critical hits (see
Critical Damage, p. 123, TW), use the following rules.

Every time the internal structure of a ‘'Mech takes damage
from a weapon attack, roll 2D6 and add a modifier based on the

Damage Value Grouping Modifier
1-5 +0
6-10 +1
11-15 +2
16-20 +3
21+ +4
Dice Roll
(2D6) Effect
2-8 No Critical Hit
9-10 Roll 1 Critical Hit Location
11-12 Roll 2 Critical Hit Locations
13-14 Roll 3 Critical Hit Locations
15+ Head/Limb Blown Off; Roll 3 Critical Hit Locations*
*0nly roll 3 critical hit locations if the attack strikes the torso




Damage Value grouping of the hit, as shown on the Advanced
Determining Critical Hits Table, and then compare the die roll
result to that same table. On a result of 9 or higher, the target
unit takes critical damage.

The Damage Value grouping modifier does not take into
account the weapon’s overall Damage Value (or Attack Value),
but only the Damage Value grouping as it applies to the ‘Mech.
Furthermore, it doesn’t matter how much internal structure
was damaged, just that it was in fact damaged. For example,
a HAG 40 has a Damage Value of 40 points, but since all its
damage is applied in groupings of 5 points (or less), at most
any potential critical damage by a HAG would never apply a
modifier to the die roll result. An AC/20, however, has a Dam-
age Value grouping of 20, and so would apply a +3 modifier
when determining a critical hit (again, regardless of how much
internal structure was actually damaged by the attack).

Use all other standard rules (see Critical Damage, p. 123, TW)
for determining the specific locations of critical hits rolled.

Aerospace Units Vs. Ground Units: Due to the abstract na-
ture of certain weapons when mounted on aerospace fighters,
the ability of a fighter to deal devastating damage to ground
units is significantly increased. If players wish to keep this in-
creased level of lethality for their fighters, they can feel free to
do so. However, if that increased lethality is not desired, then
when using aerospace units vs. ground units, use the standard
rules for determining critical hits.

Expanded Critical Damage

Expanded Critical Damage does not apply to the engine, gyros,
sensors, double heat sinks, or any physical attack weapons.

The expanded Critical Damage rule works as follows: every
time a piece of equipment suffers a critical hit, it may be only
damaged or it may be destroyed. If more than half of an item’s
slots have been damaged, the equipment is considered de-
stroyed. Otherwise, it may continue functioning.

When using these expanded critical damage rules, a single
critical slot can be damaged multiple times until is is “destroyed.”

At the end of a phase in which an item is damaged, roll 2D6
on the appropriate Critical Damage table to check the status
of that item. Add the total number of damaged slots for the
item, regardless of when the damage occurred, to the die roll
result. Roll only once per phase for each item damaged during
that phase, regardless of the number of times the item was hit.
Damage takes effect at the end of the phase.

The effects of multiple critical hits are cumulative. For exam-
ple, two Focus Misaligned results against a Direct-Fire Energy/
Pulse weapon result in the weapon inflicting 2 less points of
damage and an additional +2 to-hit modifier for subsequent
attacks at medium and long range. Critical effects that call for
aroll with a certain result (such as a To-Hit Roll result of 2, or a
result of 7+ for the item to work) increase their target numbers
by +1 for each additional hit. For example, an autocannon
(Direct-Fire Ballistic weapon) that has suffered three Ammo
Feed Damage results will sustain an ammunition explosion
on a To-Hit Roll result of 4 or less (rather than the result of 2
that indicates an explosion after a single Ammo Feed Dam-
aged result).

A jammed ballistic or artillery weapon may not fire. The jam
can be cleared using the same rules for clearing a jammed
Rotary Autocannon (see p. 140, TW).

Cockpit Critical Hit: Under these rules, a cockpit critical
hit does not automatically destroy the cockpit and kill the
MechWarrior. Instead, the player rolls on the Cockpit Critical
Damage Table and applies the results. Unless the player rolls a
12+, if there is internal structure remaining in the location, the
cockpit slot is not marked off as destroyed.

Electronic Equipment: For Electronic Equipment that pro-
vides a continuous effect throughout a turn, the controlling
player should roll at the start of each subsequent turn to see if
it functions (see Equipment Critical Damage Table, p. 76). For
example, an Inner Sphere Guardian ECM Suite takes 1 critical
hit in a turn and the controlling player rolls a 10 on the Equip-
ment Critical Damage Table. At the start of each subsequent
turn for the rest of the scenario, the player must roll a 10+ for
the Guardian ECM Suite to function in that turn.

Keeping Damage Secret

In a refereed tournament or one with a gamemaster, such
as a Double Blind game (see p. 220), it is more fun to keep the
effects described above secret from the players. For example, if
a player’s AC/10 has an ammo feed problem, the gamemaster
should tell the player that the weapon makes a “funny sound”
when fired. When the player gets a result of 2 on his to-hit roll,
the explosion of his weapon comes as a complete surprise.

FUMBLES

Standard-rules play assumes that all weaponry functions
perfectly until it is damaged and that all MechWarriors, while
they may miss, never do so in a catastrophic way. Real combat
is much messier and despite the best maintenance and train-
ing, both machine and warrior can fumble.

2D6*
Roll Effect

2-3 Minor damage; no effect

Moderate damage; attacks with weapon add +1
to-hit modifier

Focus misaligned; weapon inflicts -1 damage,
additional +1 to-hit modifier applies to shots at
medium and long range (as well as at extreme and
LOS range, if those rules are in use; see p. 85.
Emitter damage; weapon generates +1 Heat Point.
To-Hit Roll result of 2 for an attack with the weapon
causes overload with effects identical to an ammo
explosion, inflicting damage equal to the damage
inflicted by the weapon; for Variable Damage
weapons, use the Damage Value at short range.

8-9

Weapon severely damaged (mark off another criti-
10-11 cal slot on the weapon, the top most slot available);
cannot fire

Weapon destroyed (mark off all critical slots on the

12+
weapon)

*Add number of critical slots damaged to this result
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2D6*
Roll

Effect

2D6*
Roll Roll Effect 2-7 Minor damage; no effect
2-3  Minor damage; no effect 8-9 Moderate damage; player must roll 7+ before each use
. ) for damaged item to work
Moderate damage; attacks with weapon add +1 to-hit
4-5 . Severe damage; player must roll 10+ before each use
modifier 10-11 -
. . for damaged item to work
Barrel damage; To-Hit Roll result of 2 for attack with
6-7 o 12+  Item destroyed
weapon causes it to jam
Ammo feed damage; weapons that can fire various types
of ammo may no longer switch between them, must *Add number of critical slots damaged to this result
fire last ammo type used. To-Hit Roll result of 2 for attack
with weapon causes an ammo explosion in an ammo
8-9  bin that feeds that shot (the controlling player decides
which ammo slot explodes; if there is an ammo bin
with shots remaining, the player must select that slot,
meaning he cannot select an ammo slot that is empty if 2D6
another slot of the same ammo type is not empty). Roll Effect
10-11 Weapon severely damaged (mark off another critical slot 2-5  Minor Wound; apply one hit against MechWarrior
on the weapon, the topmost slot available); cannot fire 6-7  Moderate Wound; apply two hits against MechWarrior
124 Weapon destroyed (mark off all critical slots on the 8-9  Severe Wound; apply three hits against MechWarrior
weapon) 10-11  Critical Wound; apply four hits against MechWarrior
12+  MechWarrior Killed/Cockpit destroyed (mark off slot)
*Add number of critical slots damaged to this result
2D6* 2D6
Roll Effect Rolls Left Side Front/Rear Right Side
2-3  Minor damage; no effect - Left Torso Center Torso Right Torso
45 Moderate damage; attacks with weapon add +1 to-hit [critical] [critical] [critical]
modifier 3 Left Leg Right Arm Right Leg
Damage to ranging system; shots at medium and long 4 Left Arm Right Arm Right Arm
6y range suffer an additional +1 to-hit modifier (as well as 5 Left Arm Right Leg Right Arm
at g;(;reme and LOS range, if those rules are in use; see 6 Left Leg Right Torso Right Leg
P . 7 Left Torso Center Torso Right Torso
Ammo feed damage; weapons that can fire various
. 8 Center Torso (R) Left Torso Center Torso (R)
types of ammo may no longer switch between them, .
must fire last ammo type used. To-Hit Roll result of 2 for 9 Right Torso (R) Left Leg Left Torso (R)
attacks with weapon causes an ammo explosion in the 10 Right Arm Left Arm Left Arm
8-9  ammo bin that fed that shot (the controlling player de- 1 Right Leg Left Arm Left Leg
cides which ammo slot explodes; if there is an ammo bin 12 Head Head Head
with shots remaining, the player must select that slot,
meaning he cannot select an ammo slot that is empty if
another slot of the same ammo type is not empty). *Aresult of 2 may inflict a critical hit. Apply damage to the armor in that section in
ot e e e e e e e e e e e th’e'nolrm’al mabrlmer, but the attacking player also rolls once on the Determining
on the weapon, the topmost slot available); cannot fire Critical Hits Table, p. 124, TW.
12+ Weapon destroyed (mark off all critical slots on the

weapon)

*Add number of critical slots damaged to this result




ADVANCED FOUR-LEGGED/PRONE "MECH HIT LOCATION TABLE

2D6 Rolls Left Side Front Rear Right Side
2% Left Torso [critical] Center Torso [critical] Center Torso (R) [critical] Right Torso [critical]
3 Left Leg Right Leg Right Arm Right Leg
4 Left Rear Leg/Left Arm Right Rear Leg/Right Arm Right Front Leg/Right Leg Right Rear Leg/Right Arm
5 Left Front Leg/Left Arm Right Front Leg/Right Arm Right Rear Leg/Right Leg Right Front Leg/Right Arm
6 Left Front Leg/Left Leg Right Front Leg/Right Torso  Right Rear Leg/Right Torso (R)  Right Front Leg/Right Leg
7 Left Rear Leg/Left Torso Center Torso Center Torso (R) Right Rear Leg/Right Torso
8 Center Torso Left Torso Left Torso (R) Center Torso
9 Right Torso Left Arm Left Leg Left Torso
10 Right Arm Left Front Leg/Left Arm Left Rear Leg/Left Leg Left Arm
11 Right Front Leg/Right Leg Left Front Leg/Left Leg Left Rear Leg/Left Arm Left Front Leg/Left Leg
12 Right Rear Leg/Head Left Rear Leg/Head Left Front Leg/Head Left Rear Leg/Head

*A result of 2 may inflict a critical hit. Apply damage to the armor in that section in the normal manner, but the attacking player also rolls once on the Determining
(ritical Hits Table, p. 124, TW.

Whenever a player makes a to-hit roll with a result of 2, a
fumble has occurred and the attack always misses; note that
even if the modified To-Hit Number is 2 or less, under this rule
the player always makes a die roll and on a die roll result of 2
the shot misses.

Additionally, the controlling player should immediately
roll 2D6 again. On a result of 12, the weapon that missed
automatically receives a single critical hit (apply the critical to
the topmost unmarked critical slot of the weapon); if the Ex-
panded Critical Damage rules (see p. 75) are in use, the player
should immediately roll on the appropriate table.

FLOATING CRITICAL RULE

Under standard rules, when the possibility of a critical hit
arises by rolling a 2 on the ‘"Mech Hit Location Table, any critical
hits are applied to the location initially rolled (center, right or
left torso, depending on the attack direction). This chance for
a critical hit represents the possibility of a lucky shot penetrat-
ing a chink in the ‘'Mech'’s armor and striking a vital internal
component. As it is logical to assume that such lucky shots can
strike areas of the 'Mech other than the torso, the following
rule allows a possible critical hit to affect any area of the ‘Mech.
This rule applies only to ‘Mech hit locations.

When a player rolls a 2 on the Hit Location Table, ignore
the Torso hit location. Instead, roll the dice a second time to
determine where the shot actually hits. If another 2 is rolled,
that result indicates the shot struck the appropriate torso
location. It does not indicate another possible critical hit. If
the result is other than 2, the shot strikes the appropriate hit
location. Mark off armor for that location and roll once on the
Determining Critical Hits Table to see if any critical hits were
inflicted on that area.

ADVANCED HIT LOCATIONS
The following rules provide advanced (and more accurate)
hit locations for ‘'Mechs.

Four-Legged and Prone ‘Mech Hit Location Table

Players can use the Advanced Four-Legged/Prone ‘Mech Hit
Location Table to more accurately reflect hit locations against
standing four-legged (quad) and prone ‘'Mechs. Under ad-
vanced rules, four-legged ‘Mechs determine attack direction
the same way as vehicles (see p. 192, TW).

The Left Side and Right Side columns in the Advanced Four-
Legged/Prone ‘Mech Hit Location Table are identical to those
in the standard Hit Location Table, but are provided here for
players’ convenience.

Advanced 'Mech Hit Location Table

Players can use the Advanced ‘Mech Hit Location Table to
more accurately reflect side hit locations against biped ‘Mechs;
namely, that side hits have a chance at hitting a rear location.
Players should note that the weakest part of any ‘Mech armor
is the rear and the use of this advanced hit location table will
significantly increase the number of rear hits that may occur.

The Front/Rear column in the Advanced ‘Mech Hit Location
Table is identical to that in the standard Hit Location Table, but
is provided here for players’ convenience.

Four-legged 'Mechs: When using four-legged ‘Mechs,
players may wish to use the Front and Rear column of the
Advanced Four-Legged/Prone ‘Mech Hit Location Table and
the side columns of the Advanced ‘Mech Hit Location Table to
provide the most accurate hit location situations.

ENGINE EXPLOSIONS

Though the scientific reality of fusion engines prevents them
from exploding, the dramatic effect of such an expensive piece
of machinery blowing up in a huge ball of fire is so appealing
to the majority of BattleTech players that this rule was created
to satisfy the common desire for a good explosion.
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The fusion engines that power ‘Mechs and certain vehicles are
well protected from damage. Designed to operate under heavy
fire, they can withstand direct hits from enemy weapons. Fail-safe
devices and the basic physics of magnetic plasma confinement
present in all fusion engines prevent them from exploding when
damaged; instead, the engine shuts down immediately when cat-
astrophic damage occurs (as described in detail on pages 36-37 of
TechManual). However, secondary effects may sometimes create
massive explosions.

The fusion engine of a ‘Mech may explode any time four or
more of its slots are destroyed in the same phase of a turn, usually
when the center torso location is destroyed (also destroying the
equipment contained therein).

When the fusion engine of a ‘Mech takes four or more critical
hits in the same phase, roll 2D6. On a result of 10 or higher, the
engine explodes. In the case of fusion-powered Combat and Sup-
port Vehicles and aerospace fighters, the engine explodes on a
2D6 result of 12 after an engine critical hit.

The explosion destroys the unit and all other units in the same
hex, and also starts a fire in the hex, regardless of the terrain
(see p. 43). Any units in adjacent hexes take damage equal to
the engine’s rating divided by 10 (rounded to the nearest whole
number; round .5 down). Units 2 hexes away take damage equal
to the engine’s rating divided by 20. Units 3 hexes away take dam-
age equal to the engine’s rating divided by 40. Divide this damage
into 5-point Damage Value groupings and randomly determine
each location; determine the direction of the attack from the
direction of the hex where the engine exploded.

Area-Effect Weapon: An engine explosion is treated as an
area-effect weapon, and so all rules that apply to such weapons
also apply to an engine explosion.

Buildings, Levels (Hills) and Mobile Structures): Use the rules
for Buildings, Levels (Hills) and Mobile Structures as they interact
with artillery when determining the outcome of an engine explo-
sion’s interaction with such terrain features (see p. 184).

Water: Use the rules for Area Effect Weapons against buildings
(see p. 172, TW) when resolving the damage from an exploding
engine if the target is in a water hex. If the target is not in a water
hex and an adjacent hex is a water hex, no damage is applied to
completely submerged targets in that adjacent hex.

Woods: Woods hexes provide no protection against damage
from engine explosions, even if the Woods Cover (see p. 84) rules
arein use.

Ammunition

In Standard Rules play, the destruction of a unit by an ammo
explosion has no affect on any other unit in the vicinity. However,
some ammo explosions can be truly titanic. For those wishing
to have more spectacular results from an ammo explosion, use
all the rules above for an engine explosion, with the following
modification.

When a unit without CASE in the proper location to stop an
ammunition explosion from destroying a unit is destroyed by an
ammunition explosion, determine the total amount of damage
caused by the detonation (generally equal to the amount of shots
remaining times the maximum damage of each shot). Divide this
amount by 10 (round down) and apply it as an area-effect attack
in the destroyed unit’s hex, with all units in adjacent hexes taking
half this damage (round down).

Self-Destruct Sequence

A desperate pilot may choose to destroy his own BattleMech
rather than let it fall into enemy hands. Other pilots use this tac-
tic as a last-ditch effort to take enemy ‘Mechs down with them.
Whatever the rationale, the wide radius of a BattleMech explosion
means that it will almost certainly kill the pilot, even if he ejects.

In order to initiate a self-destruct sequence, the player must
announce to his opponent that one of his units will be self-
destructing, but not which one. The player secretly writes down
which of his units is self-destructing during the End Phase of a
turn. If the pilot wishes to eject, he will do so during the following
turn’s Movement Phase instead of moving the unit.

In the turn following the turn in which the announcement was
made, during the Weapon Attack Phase, the self-destructing unit
is revealed to all the players. The unit does not automatically ex-
plode, however. In order to correctly override the ‘Mech’s safety
features and initiate destruction, the controlling player must
make an unmodified Piloting Skill Roll. If the roll is successful, the
unit explodes. If it fails, the unit does not explode, and it can no
longer move, fire or make physical attacks. The controlling player
may continue to make Piloting Skill Rolls in subsequent Weapon
Attack Phases until successful, as long as the pilot remains in the
unit. If the pilot has ejected and the player fails the initial Piloting
Skill Roll to destroy the ‘Mech, the unit will not explode and the
enemy has just gained a nice piece of salvage.

If at any time during the self-destruct sequence the engine
receives the three critical hits required to destroy the engine, the
self-destruct sequence is aborted as the system controlling the se-
quence is destroyed. However, if an engine in this situation takes
four critical hits in the same phase, then it could still explode as
noted above.

CALLED SHOTS

A called shot is similar to an aimed shot, though less narrowly
targeted. An aimed shot is an attack against a specific hit loca-
tion and can only be made against an immobile target. An attack
“aimed” more generally, representing the pilot’s skill at directing
his attack against a desired general area, is a called shot. Called
shots can be made against active, mobile targets.

Any attack can be a called shot. The player must announce the
type of called shot—high, low, right or left—when the attack is
declared. All called shots must be made with an additional +3
to-hit modifier. If the attack hits, the hit may be resolved on a
different table than the one that would normally be used. For a
successful called shot aimed high, consult the Shot from Above
section of the Special Hit Location Table (see p. 175, TW). For one
aimed low, consult the Shot from Below section. Units cannot aim
low against a target in partial cover, or against a vehicle; vehicles
are also not subject to “aim high” attacks.

For called shots aimed right and left, a successful attack strikes
the target as though the attack had come from one hexside to the
right or left of the hexside through which the attack would normal-
ly come, based on the line of sight. Aiming left hits the next hexside
clockwise, while aiming right hits the next hexside counterclock-
wise. For example, if an attack would normally come in from the
right side, aiming right would hit the front (one additional hexside
to the right), while aiming left would hit the back (one additional
hexside to the left). This means aiming left or right makes no differ-
ence if the attack is coming in straight at the front side of a ‘Mech,
because all three front hexsides are considered “front”’




Unlike an aimed shot (see p. 110, TW), there are no restric-
tions on weapons (or targeting computers) making a called
shot; the more generalized nature of “calling an area” as op-
posed to trying to hit a specific location means that even
“scatter-style” weapons can be used in a called shot.

Advanced ‘Mech Hit Location Table: Players may wish to
disallow the use of the Advanced 'Mech Hit Location Table
with “called right” or “called left” shots, as this can significantly
increase the likelihood of rear torso hits.

WEAPON ATTACKS

Unless specifically stated otherwise, the following optional
rules apply only to weapon attacks.

Super-Heavy Combat Vehicles: Super-Heavy Combat
Vehicles (including VTOLs) are considered Large Support Ve-
hicles for the Unit Heights Table (see p. 99, TW).

LINE OF SIGHT AND DEAD ZONES

The standard line-of-sight rules work well under all cir-
cumstances except one: when two opposing units are not
separated by terrain equal to or higher than both of them or
adjacent terrain equal to or higher than one of them, and yet
logically there should be no line of sight (LOS) between them.
The example below illustrates such a situation.

In the LOS Dead Zone 1 diagram, the BattleMech in Hex
A on the Deep Canyon #2 map is at Level 3. It wants to fire
at the ‘Mech in Hex B, which is at Level 0. As the cut-away
diagram shows, no line of sight should exist between these
two units, because of the Level 3 hill in Hex X. However, the
standard LOS rules require the ‘Mech in Hex B to be adja-
cent to Hex X in order to be in the hill’s “dead zone.” As it
stands, the ‘Mech in Hex A has LOS to the one in Hex B and
socanfireonit.

The Dead Zone rule adds more complexity to calculating
LOS between units, but treats dead zones more realistically.
This rule is especially important in mountainous terrain, sink-
holes and canyons where there is often a large difference
between different units’ levels.

The Dead Zone rule replaces the following standard LOS rule
(see p. 100, TW), which reads: “Terrain along the LOS between
two units is intervening if: The terrain or feature is adjacent to
the attacker and equal to or higher than the attacker’s level;
or the terrain or feature is adjacent to the target and equal
to or higher than the target’s level.” All other standard LOS
rules still apply. Because the standard line-of-sight rules work
well in most situations, advanced line of sight should only be
used when a player thinks there is a legitimate line-of-sight
question. Players should not invoke this rule unless absolutely
necessary, as it will slow down game play.

Dead Zone Rule

Players must check for dead zones if there is no intervening
terrain equal to or higher than both the attacker and the tar-
get, but there is still some question as to whether LOS exists.
Note which of the two units is at the higher level and which is
lower. Then find the highest-level hex between the two units.
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If there is more than one of equally high levels, use the hex closest
to the lower of the two units, designating it “Hex X." The level of
Hex X may or may not create a dead zone. To find out, follow the
steps shown below.

1. Subtract the level of the lower unit from that of Hex X. This
number is “A

2. Subtract the level of Hex X from that of the higher unit. This
number is “B.

3. Subtract B from A and multiply the result by 2. This number
is“C”

4. Count the range to Hex X from both units. Subtract the range
to the lower unit from the range to the higher. This number will
be negative if the higher unit is closer to Hex X than the lower unit.
Add this number to C.

If the final result is greater than 0, the lower unit is in the dead
zone and LOS is blocked. If the result is 0 or less, then LOS exists
between the two units.

Using the previous example, the dead-zone rule works as fol-
lows. For the purposes of this rule, BattleMechs are considered to
only be 1 level above the terrain on which they are standing (as
opposed to the standard 2 levels), so the ‘Mech in Hex B is at Level
1.Hex X is at Level 3.3 - 1 =2, s0“A”is 2. The ‘Mech in Hex A is at
Level4;4-3=4,50"B"is1.2-1=1and 1x2=2,50“C"is 2.The
range from Hex X to both units is 2 hexes, and 2 — 2 = 0. The final
result is 2 (2 + 0 = 2). Because 2 is higher than 1, there is no LOS
between the two units.

The Dead Zone rule does not change the way partial cover is
determined.

Consider the ‘Mech in Hex D in the LOS Dead Zone diagram
on p. 79. To find out whether it has LOS to the ‘Mech in Hex A,
subtractits level (Level 1) from 3 (3—1=2; A=2). Next, subtract
the level of Hex X (Level 3) from that of the higher unit (4 -3 =
1;B=1). Subtract B from A (1 - 2 = -1), then multiply by 2 (-1 x
2 =-2;C=-2). The range to Hex X from the lower unit is 5; the
range to the higheris 2 (2 - 5 = -3). Add this to C (-2 + -3 =-5).
The result is -5, which is less than 1, so LOS exists between the
two ‘Mechs.

Diagramming LOS

Some players might find it easier to diagram LOS between two
units rather than using the formula provided for the Dead Zone rule.

To use the Line of Sight Chart found at the back of this rulebook,
first determine the level of the attacking unit. The level of an at-
tacking ‘Mech is the level of the hex it occupies plus 2, to account
for the 'Mech's height. Then plot the firing unit along the Level axis
on the left side of the chart. Next, determine the target unit’s dis-
tance from the attacker as well as its level, and plot it on the chart.

Then plot intervening terrain features between the two units.

Finally, use a straightedge and draw a line from the attacking
‘Mech to the target on the chart to determine whether a clear LOS
exists. (In the sample chart, the building interrupts the line, and
so no LOS exists.)

See the Missed Shot LOS Chart, p. 83, for an example; the attack-
ing unit is marked with an “F’, while the target is marked with a“T".

Line of Sight Chart: The Line of Sight Chart at the back of the
book is designed for players to photocopy, cut apart and paste
together to cover truly large ranges, as needed.

GLANCING/DIRECT BLOWS

Weapons fire in standard rules is almost always a straight-up hit
or miss affair. However, not all shots are created equal. Some shots
barely hit the target, while others are more perfectly center-lined.
The following advanced rules reflect the differences that can exist
even between multiple successful hits.

Glancing Blow

Any time a dice roll result for a weapon or physical attack is
exactly the number needed for the attack to strike its target, the
hit is considered a glancing blow. For example, if you need to roll a
9 or better to hit the target, a result of 9 would be a glancing blow.
A result of 10 or greater would be a normal hit.

A glancing blow inflicts half the normal damage against the
target (rounded down). In the case of weapons that roll on the
Cluster Hits Table, apply a -4 modifier to the dice roll result on the
Cluster Hits Table. This modifier never reduces a roll on the table
below 2.

A glancing blow is also less likely to cause critical damage. To
reflect this, apply a -2 modifier to the die roll result on the Deter-
mining Critical Hits Table if a glancing blow yields the possibility
of a critical hit; if using the Advanced Determining Critical Hits
rule (see p. 74), apply a -4 modifier.

The Glancing Blow rule does not apply to damage that does not
require a to-hit roll, such as falling damage. It also does not apply
to non-damaging attacks such as TAG. All-or-nothing attacks such
as Streak missile launchers cannot have glancing blows. If using
the Linking Weapons rule (see p. 74), the entire linked group is
considered a glancing blow.

Conventional Infantry: A glancing blow weapon attack from
a non-infantry unit against conventional infantry is treated as the
next row above on the Non-Infantry Weapon Damage Against
Infantry Table (see p. 216, TW). For example, a medium pulse laser
striking a glancing blow would be treated as a Cluster (Ballistic)
attack. No attack can be moved above a Direct Fire (Ballistic or
Energy) attack.




Direct Blow

Any time a successful weapon or physical attack is made,
the player should determine the Margin of Success (see p. 42,
TW). For every MoS of 3, increase the Damage Value of the at-
tack by 1; for weapons that roll on the Cluster Hits table, for
every MoS of 3, apply a +2 modifier to the dice roll result on
the Cluster Hits Table. The maximum Damage Value that can
occur due to a direct blow is 2 times the standard Damage
Value of the weapon. For example, a light machine gun mak-
ing a direct blow would increase its standard Damage Value
of 1 by 1, for a total Damage Value of 2. However, since that is
the maximum increase that can occur, even if the MoS of the
light machine gun attack was 6 or higher, the damage would
remain at 2. However, a MoS of 6 for a heavy machine gun
would increase the Damage Value from 3 to 5.

A direct blow is also more likely to inflict a critical hit. For
every MoS of 3, apply a +1 modifier to the die roll result when
determining critical hits; this applies whether using standard
rules or the Advanced Determining Critical Hits rule (see p. 74).

Automatic Hits: If the Modified To-Hit Number is 2 or less
for a given attack, the Target Number for the purposes of these
rules would be 2. In this instance, the player would still roll the
die, even if the strike is automatic, and compare the MoS against
aTarget Number of 2 to determine if a direct blow occurred.

Conventional Infantry: For every MoS of 3, treat a direct
blow weapon attack from a non-infantry unit against con-
ventional infantry as the next row down on the Non-Infantry
Weapon Damage Against Infantry Table (see p. 216, TW).
For each row “above” Cluster (Missile), roll 1D6 and add that
number of troopers eliminated. For example, an LRM 20 direct
blow with a MoS of 6 would first determine its standard dam-
age (20 /5 = 4) and then would roll 2D6 (1D6 for each 3 MoS

“above” Cluster (Missile)) and apply that die roll result to the 4
to determine the total number of eliminated troopers.

MISSED SHOTS

In standard-rules BattleTech, a shot that misses the target
simply vanishes (with the exception of some area-effect
weapons, such as bombs). However, reality is more brutal and
weapons always deal damage, often to friendly targets if they
are too near when a missed shot occurs. Players have two ways
to deal with missed shots: a somewhat more simplified rules
set, and a rules set that builds on the initial rules and provides
a more realistic way to determine missed shots.

Note that in a truly large game, numerous units may be
intervening in the LOS between the attacker and target, so
the use of this rule could greatly slow down game play. Play-
ers therefore may wish to only use this rule in smaller games
(though ultimately, of course, it is up to each playing group to
decide when and if they implement this rule).

Swarm and I-Swarm: Swarm and I-Swarm (see p. 371, re-
spectively) follow their own rules for a missed shot.

Determining Where a Missed Shot Hit

Whenever a weapon attack misses its target, note the die
roll result, and then use the following rules to determine what
it hit. In general the player will start at the hex closest to the
target and then move backwards towards the attacker, using
the various rules in this section to determine if a unit and/or
terrain is struck in a given hex.

If a unit (friendly or enemy) is in the LOS between the
attacker and target, and the unit is also a valid target, the
attacking player should refigure the Modified To-Hit Number
as though the attack is directed at that unit and compare
that number to the original dice roll. Note that this “simpli-
fied” rules set does not take into consideration differences
in the height of units, or differences in levels. Simply find
the next appropriate unit that could have been a target and
compare the newly figured Modified To-Hit Number against
the original dice roll to determine if the attack struck the
intervening unit as though it was the original target.

If more than one such unit is in the LOS between attacker
and target, the player should begin with the unit closest to
the original target. If more than one legal unit is in a hex
(regardless of whether the units in question are friendly or
enemy), randomly determine which unit to compare its Modi-
fied To-Hit Number against the original die roll first. If the new
attack misses, the controlling player determines a new Modi-
fied To-Hit Number against the next unit, and so on.

If any woods/jungle hexes are between the attacker and a
new target, and the Woods Cover rules (see p. 84) are in use,
automatically apply the Woods Cover rule to those hexes if
the shot strikes that new target; that is, treat each intervening
jungle/woods hex as though the target occupied that hex for
damage absorption. If several jungle/woods hexes intervene,
each hex will absorb the damage as defined under that rule.
This means that if the Damage Value of an attack drops to 0,
the controlling player no longer needs to determine a new
target for the missed shot. If a unit occupies a jungle/woods
hex, apply the damage first to the hex, and then determine
whether the attack strikes the target(s) in the hex. Note that
such woods/jungle hexes only absorb damage if the target
is struck.

If a level or building hex between the attacker and a target
provided partial cover to a ‘Mech (or hull-down to a vehicle,
or hull down to a ‘Mech, if the ‘Mech is hull down), the con-
trolling player should roll 2D6. On a result of 8 or higher, the
attack strikes the terrain; in the case of weapons that roll on
the Cluster Hits Table, the full Damage Value of the weapon
is applied (if tracking damage to terrain; see Terrain Factor
Rules, p. 64).

Note that there may be a mix of terrain types and/or units
within the intervening LOS, requiring the players to switch
through the rules above to ultimately determine the effect
of a missed shot.

If no units and/or terrain are intervening between the
attacker or target, or if the attacks against such units and/
or terrain missed, or if there is damage left over after strikes
against woods/jungle hexes, then the controlling player must
move beyond the target to determine where the missed
shot hit.

Draw a line between the attacker’s hex and the target’s
hex, out to the edge of the playing area. Using the rules
above, the controlling player should determine the ultimate
resolution of any weapons that failed to strike the target in
the hexes, along that LOS, beyond the target hex.

If any terrain equal to or higher than the target exists
beyond the target (such as a hill or a building), the shot au-
tomatically strikes that terrain feature, dealing full damage
(or whatever damage remains).
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® MISSED SHOT DIAGRAM ®

The Missed Shot rule automatically uses the Extreme and LOS
Range rule (see p. 85). If a weapon does not strike any target and
hits the edge of the playing area, any remaining damage is ig-
nored. If a weapon cannot be used at LOS Range, and the weapon
does not strike any target (either unit or terrain) and it hits its final
extreme range hex, any remaining damage is ignored.

Cluster Hits Weapons: Note that all the rules above also apply
to any damage that does not strike the target for weapons that
roll on a Cluster Hits Table. For example, a controlling player
makes a successful to-hit roll with an LRM 20 on the Cluster Hits
Table, but only rolls a 5; 9 missiles struck the target. That leaves 11
missiles that didn't strike the target, so the player would use the
rules noted above, rolling on the 11 column of the Cluster Hits
Table if a new successful attack occurs.

Aerospace Units: Missed shots from airborne aerospace units
against airborne aerospace units are simply ignored. Missed shots
from airborne aerospace units against ground targets always
strike the target hey, if tracking damage to terrain (see Terrain
Factor Rules, p. 64) or are ignored; this does not include artillery or
bombs, which use their own rules to determine where a missed
shot lands.

In the Missed Shot diagram, at left, on the Deep Canyon
#1 map, the ‘Mech in Hex A is firing a PPC and LRM 20 at the
vehicle in Hex E. The PPC completely missed, while the LRM 20
struck the target vehicle, but only 9 missiles hit the target. The
controlling player therefore needs to determine where the PPC
hit, as well as the other 11 missiles from the LRM 20 that didn’t
strike the vehicle.

Starting back toward the attacking ‘Mech from the target,
along the LOS, the first potential targets are in Hex D. An enemy
‘Mech and a friendly infantry unit occupy Hex D. As the missed
shot doesn’t care what is in the way, the controlling player
randomly determines which unit the shot will attempt to strike
first; he determines the infantry is up first. The controlling
player must completely refigure the modified to-hit number as
though the attack were originally against the infantry unit and
compare that to the original die roll result. If that shot misses,
the controlling player then completely refigures the modified
to-hit number as though the ‘Mech in Hex D were the target. If
either of those shots hit, the player automatically subtracts 2
points of damage from the PPCand LRM 11 (the remaining mis-
siles) for the intervening light woods in Hex C and then 2 more
points of damage from the light woods in Hex D. This leaves
the PPC with a Damage Value of 6 to inflict on the target, while
the LRM 11 would be an LRM 7; the controlling player rolls on
the 7 column of the Cluster Hits Table to determine how many
missiles struck the target.

If neither target in Hex D is struck (or if some of the missiles
from the “LRM 7” didn’t strike the target after a roll on the
Cluster Hits Table), the controlling player would move all the
way back to the target in Hex B and completely refigure the
modified to-hit number and once again compare it to the origi-
nal die roll result. If that target missed, the player would then
move beyond Hex E to any targets, along the LOS, out to the
edge of the playing area. If there are no additional targets and/
or terrain to hit before reaching the edge of the playing area (or
the targets were missed), then the weapons deal no damage.




LEVELS or ELEVATIONS

® MISSED SHOT LOS CHART ®

Level Difference

In the more simplified rules above, differences in a unit’s

height and/or differences in level are ignored. However, the

“true” LOS between the attacker and the target means that
often units in the LOS would not be intervening and so there
would be no way for a missed shot to strike those targets.
While these rules are more complicated, they provide the most
accurate way of determining what a missed shot strikes. While
“realistic and accurate,” the use of these rules will significantly
increase the length of a game, so players may decide to restrict
them to situations where the radical differences in terrain and
units’ heights make it hard to accurately eyeball events on
the battlefield. For example, though fighting in a city is dealt
with exactly like fighting in terrain, if combat is taking place
on a truly large “city” playing area, with missed shots fired
from units at radically different heights due to their location
on top of tall buildings, these rules may be the most effective
for determining where a missed shot hit, especially if players
are using the expanded Construction Factor rules (see p. 121)
where damage is tracked per level within a building hex.

Per Diagramming LOS (see p. 80), the controlling player
should use the Line of Sight Chart (provided at the back of this
rulebook) to graph out the various terrain features and units
between the attacker and the original target along the LOS,
and then draw the “true” LOS between the attacker and target
using a straight edge (see the Missed Shot LOS Chart and ex-
ample). Once the graph is completed, the players then use the
rules under Determining Where a Missed Shot Hit as normal, but
only those units and terrain features that fall within the LOS
graphed on the chart are taken into consideration.

If there is damage remaining from the shot and it either
goes up in the air above the playing area (for example, in the
Missed Shot Diagram, if the vehicle in Hex E fired at the ‘Mech
in Hex A and the shot did not strike any terrain or units), or
it strikes the underlying terrain of a hex (in the Line of Sight
Chart, it strikes Hex 13), the damage is ignored; if players are
using the Terrain Factor Rules (see p. 64), the damage from the
attack that struck Hex 13 would be tracked, however.

Using the Missed Shot Diagram (see p. 82) as an example,
graphing that situation would result in a graph as shown on the
Missed Shot LOS Chart, above. This chart clearly shows that both
the enemy ‘Mech and friendly infantry in Hex D are in the LOS,
and so as described in the Missed Shot Diagram example, the
player would need to determine if the shot struck either target.

Unlike the Determining Where a Missed Shot Hit rules,
where woods/jungle hexes only absorb damage if a “new
target” is struck, if those rules are in use, any woods/jungle
hexes intervening in the LOS as shown on the graph absorb
damage; in this case, the woods in Hex C and D absorb
damage from the missed shots, regardless of whether the
targets in Hex D are hit.

If the missed shots do not hit either target in Hex D, the
player would not move to the vehicle in Hex B, as it is clearly
not intervening in the “true” LOS as shown on the graph.
Instead, if the shots missed both targets, it would strike the
ground in Hex 13 on the graph (off the diagram) and the
damage would be ignored; or, if the players are tracking
terrain damage under the Terrain Factor Rules (see p. 64), 13
points of damage [21 (PPC + 11 missiles) — 4 (2 points from
each weapon for the light woods Hex C) — 4 (2 points from
each weapon for the light woods Hex D) = 13] would be
applied to Hex 13 on the graph.

DAMAGE

The following rules expand on the possibilities for damage
inflicted by weapons, offering greater variety at the expense
of simplicity.

Altered Energy Weapon Damage

Due to the constraints of focusing, energy weapons can
lose effectiveness over their range.

The Altered Energy Weapon Damage rule decreases or
increases Direct-Fire Energy and Pulse weapons damage de-
pending on the distance between the attacker and the target.
Damage inflicted at long range decreases by 1 point. For at-
tacks against very close targets (which are a bit more effective),
increase the damage done by 1 point for targets in the same
hex as or in a hex immediately adjacent to the attacker.
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Woods Cover

Woods can provide protection from an attack in much the same
way as a building, in that shots will sometimes strike trees and
overgrowth instead of the intended target.

When using the Woods Cover rule, woods in the target unit’s
hex do not provide the usual to-hit modifier for terrain. Instead,
the woods hex absorbs damage from any type of weapon attack.
A light woods/jungle hex absorbs 2 points of damage, a heavy
woods/jungle hex absorbs 4 points of damage, while an ultra
woods/jungle hex absorbs 6 points of damage. The woods will
absorb damage from each attack into its hex, in a manner similar
to the way buildings absorb damage (see Attacking Units Inside
Buildings, p.171, TW).

Remember to track damage applied to such a hex in this fash-
ion for the purposes of clearing (see Clearing Woods, p. 112, TW).
Woods cover only applies to woods occupied by the target hex;
intervening woods simply inflict the standard to-hit modifiers
rather than absorbing damage.

Cluster Hit Penalties

This optional rule reflects the fact that for some weapons that
roll on the Cluster Hit Table (missiles, LB-X and so on), the damage
spread increases at a certain range, reducing the number of hits
that will strike the target at longer ranges. This rule does not apply
to Streak or LRM miissile launchers, or to standard/extended-range
missiles from an ATM launcher.

For any HAG, LB-X, SRM, MRM or HE ATM, against targets at long
range, apply a -1 modifier to the result of the die roll on the Cluster
Hits Table. Add a +1 modifier to the die roll against targets in the
same hex as or hexes adjacent to the attacker. In all instances, this
is in addition to any other modifiers that may affect this die roll
result. These modifiers never reduce a roll on the table below 2,
or above 12.

ADVANCED FIRING
The following rules explain special firing stances and modes.

Attacks Against Large Infantry Formations

When more than a single infantry unit is located in a hex, this
increases the likelihood of an attack hitting a unit...just not ex-
actly the unit the attacker was attempting to hit. Whenever more
than one conventional infantry platoon occupies the same hex,
use the following rule.

For each additional conventional infantry platoon that occupies
the hex, apply a -1 to-hit modifier. Then randomly determine the
actual target hit. For example, a hex is occupied by two friendly
and two enemy infantry platoons. A -3 to-hit modifier would
be applied to any weapon attacks against any of the four units
occupying the hex. However, if the to-hit roll is successful, the
attacking player would randomly determine which of the four
infantry units is actually hit.

Note that these modifiers only apply if a platoon has at least
21 active troopers. If the platoon has less than 21 active troop-
ers, then that additional modifier does not apply. However, the
platoon can still be the accidental target of an attack. For example,
a battle armor unit, a platoon with 18 active troopers, a platoon
with 21 active troopers and a platoon with 28 active troopers
occupy the same hex. Regardless of the unit targeted, only a -1
to-hit modifier applies; there are two platoons with at least 21

troopers active, which activates this rule, but the platoon with
only 18 active troopers and the battle armor squad provide no
additional modifiers. However, because the rule is activated, if a
successful attack is made, the attacking player would randomly
determine which of the four infantry units is struck.

Bracing

A 'Mech may gain additional accuracy when firing weapons by
bracing itself against a hill or building, much like a twelve-meter-
tall sniper. A ‘Mech may also combine bracing with careful aim
(below) or bracing with careful aim and opportunity fire (see p. 86)
for deadly accurate shots.

The 'Mech may only brace a single arm against the hex directly
in front of it, which must be 1 level higher than the level of the
underlying terrain of the hex occupied by the ‘Mech. The bracing
action is executed during the Movement Phase of a turn and costs
1 MP; a 'Mech expending Jumping MP cannot brace in that turn
(i.e. the 'Mech would need to wait until the following turn and
only expend Walking/Running MP to brace).

While bracing, the ‘Mech is considered an immobile target;
it cannot move or make physical attacks. A bracing ‘'Mech may
not fire leg- or front-torso-mounted weapons or weapons in the
un-braced arm. The ‘'Mech may not torso twist, and weapons in
the braced arm may only fire at targets in the front firing arc. The
‘Mech may only fire weapons mounted in the braced arm.

Apply a -2 to-hit modifier to all attacks made with the weapons
in the braced arm.

A bracing ‘Mech is considered to be taking cover behind the hex
against which it is bracing (see Taking Cover, p. 88). A four-legged
‘Mech cannot brace because it has no arms. A bracing ‘Mech may
stop bracing during any subsequent Movement Phase simply by
moving. Ending a bracing action costs no MP.

Actuator Damage: Modifiers from actuator damage in a braced
arm are ignored.

ProtoMechs: ProtoMechs may brace their main guns, but
do not require any terrain to do so. Instead, the player simply
nominates a ProtoMech as “bracing” at the end of its movement.
A ProtoMech that is bracing is considered an immobile target dur-
ing any turn it is bracing. Apply a -2 to-hit modifier to any attack
made by the main gun; the ProtoMech can only make attacks with
the main gun in a turn it is bracing.

Careful Aim

Instead of firing its weapons, a unit can spend the Weapon At-
tack Phase of a turn taking careful aim on a single target within its
line of sight. While taking careful aim, the unit may make neither
weapon nor physical attacks, nor may it expend MP.

For every consecutive Weapon Attack Phase the unit spends
taking careful aim, apply a -1 to-hit modifier to any weapon
attacks against the chosen target (to a maximum of -3). Once
the unit attacks, it uses up this bonus. If the aiming unit moves,
switches targets or fails a Piloting Skill Roll, or if the target moves
out of LOS before any weapon attacks are made, careful aim is
interrupted and any accumulated bonus is lost.

Pulse/Rapid-Fire/LB-X/HAG: Pulse, Rapid-Fire (when firing
more than one shot), LB-X (when firing cluster rounds) and Hyper-
Assault Gauss rifle weapons cannot make use of careful aim.

Targeting Computers: Targeting computers apply their stan-
dard modifier when used in conjunction with careful aim.




Extreme Range

Ranged weapons can fire at targets beyond long range, but
such shots are difficult.

Use the following rules for Extreme Range.

e Extreme Range starts 1 hex beyond long range and
extends to a range equal to the weapon’s maximum
medium range times 2. For example, extreme range for a
medium laser extends from 10 to 12 hexes; the medium
laser’s long range is 9 (9 + 1 = 10), and its maximum
medium range is 6 (6 x 2 = 12). For Variable Range weap-
ons, multiply the Long Range by 1.5 (round down). If a
weapon does not have a Long Range, it cannot have an
Extreme Range.

e Apply a +6 to-hit modifier to any weapon attacks against
targets at extreme range.

e Forany weapon that rolls on the Cluster Hits Table, apply
a -2 modifier to the die roll result when rolling on the
Cluster Hits Table (this is in addition to any other modi-
fiers that may affect this die roll result). These modifiers
never reduce a roll on the table below 2.

e Divide the Damage Value of any Pulse Weapon by 2,
rounding down.

e Subtract 1 point of damage from any Direct-Fire Energy
weapon or any weapon with the word “Gauss”in its name
(except HAGS).

e Multiply the Damage Value of any Direct-Fire Ballistic (but
not Gauss) weapons by .75 (rounding down).

e ForVariable Damage weapons, use the long range Damage
Value when determining the Extreme Range Damage Value.

e In the case of special rules that use range as a deter-
mining factor and do not specifically mention extreme
range, treat extreme-range attacks in the same way as
long-range attacks; i.e. any long range modifiers are also
applied to extreme range. For example, the null-signature
system (see, p. 336) increases the modifier for long-range
attacks by +2 to a total of +6. As such, for extreme range
attacks, a +2 modifier would be added to the standard +6
extreme range modifier, for a total modifier of +8. Finally,
asitisimpossible to consider every case in the space avail-
able, the players’ judgment must prevail on occasion.

e Any weapon attack from a weapon at Extreme Range
using a C* System adds 1 range bracket beyond the clos-
est friendly unit in the C* system. For example, if a weapon
is firing at Extreme Range and the closest friendly unit is
at Short Range, the firing unit would determine the final
Modified To-Hit Number as though the closest friendly
unit was at Medium Range.

LOS Range
For those playing truly large games across dozens of maps,
players can institute LOS Range. Note that for added realism,
players can use the LOS Range rule in conjunction with the
Visual Range Table found in the Double Blind rules (see p. 221),
to provide a“hard number” of hexes that a player can visually
see under a variety of Planetary Conditions: if you can see it,
you can try to make an attack.
Use the following rules for LOS range.
e LOS Range starts 1 hex beyond extreme range and ex-
tends to the limits of the entire playing area, regardless
of how large.

e Apply a +8 to-hit modifier for any weapon attacks against
targets made at LOS range.

e Any Direct-Fire Ballistic or Missile weapon with a Long
range of less than 13 hexes cannot make use of LOS range.

e Any Direct-Fire Energy or Pulse weapon with a Long range
of less than 7 hexes cannot make use of LOS Range.

e For any weapon that rolls on the Cluster Hits Table, apply
a -3 modifier to the die roll result when rolling on the
Cluster Hits Table (this is in addition to any other modi-
fiers that may affect this die roll result). These modifiers
never reduce a roll on the table below 2.

e Divide the Damage Value of any Pulse Weapon by 3,
rounding down.

e Divide the Damage Value of any Direct-Fire Ballistic (but
not Gauss) weapons by 2, rounding down.

e Multiply the Damage Value of any Direct-Fire Energy
weapon, or any weapon with the word “Gauss” in its
name (except HAGs), by .75 (rounding down).

e ForVariable Damage weapons, use the long range Damage
Value when determining the LOS Range Damage Value.

e As with extreme range, treat LOS Range attacks as long
range attacks for any situations where range is a deter-
mining factor; i.e. any long range modifiers are applied to
LOS Range. In the null-signature system example above,
an additional +2 would be added, making the LOS Range
modifier +10.

e Note that any C? System is incompatible with LOS Range.
If a weapon is firing at LOS Range, it cannot make use of
a C? network.

Firing When Down

Under standard rules, a prone ‘Mech may only fire if neither
of its arms has been destroyed. Advanced rules allow a prone
‘Mech with one arm destroyed to prop itself up on its intact
arm and fire any non-limb mounted weapons. Apply an ad-
ditional +1 modifier (beyond the standard prone modifier)
to all shots made while prone to reflect the damaged ‘Mech’s
reduced stability. Any actuator damage modifiers are also
added.

Linking Weapons

Before the game begins, and also during the End Phase of
any turn, a player may designate certain weapons to be linked
on his units (this can be any non-infantry unit). Any or all
weapons on a single unit can be linked, but they must be able
to fire into the same firing arcs. A unit may also have more than
one linked group of weapons. For example, a ALB-3U Albatross
may link the large pulse laser and two medium lasers in its
right arm into “link 1, the SRM 6, LRM 15 and ER Large Laser
in the torsos into a “link 2" and finally, since only the LB 10-X
AC s the only weapon mounted in the left arm, it is in its own

“link 3" Additionally, provided the rules above are adhered to, a
weapon can be a part of multiple links. Linked weapons must
be clearly indicated on a unit’s record sheet.

Linked weapons must always be fired at the same target,
though all linked weapons in a given group need not fire every
time (for example if a target is out of range of some weapons
in a link, those shorter-ranged weapons need not be fired at
the target, but they cannot be fired at any other target). The
controlling player makes only one to-hit roll for the entire
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group of linked weapons. The to-hit number for the group is de-
termined according to the worst range and other modifiers in the
group. For example if a large pulse laser and a medium laser were
in a link together and the target was in range of the medium laser,
then the to-hit modifier would be determined based upon the
medium laser (i.e. its shorter range, no pulse modifier would be
applied and so on). If the roll fails, all the linked weapons miss. If
it succeeds, all the linked weapons hit. Hit location is determined
normally for each individual weapon in the linked group.

Opportunity Fire

Instead of attacking during the Weapon Attack Phase of a turn,
a unit may elect to watch for enemy units to come closer or into
line of sight and then launch an attack immediately. Such attacks
are called opportunity fire. Players should note that opportunity
fire can make the game much more complicated because it allows
attacks to be made outside the normal sequence of play. Players
should carefully consider the impact of this optional rule before
incorporating it into their game.

During any Weapon Attack Phase, in place of making a weapon
attack, a controlling player may announce the unit is in “Over-
watch” mode. From that point on, the unit’s player watches for a
chance to strike, and the unit may not move or make any attacks
until the controlling player announces that he is taking opportu-
nity fire.

At any time during the Movement Phase of any subsequent
turn, a player controlling any unit previously said to be in Over-
watch mode can announce opportunity fire. A player can even
announce opportunity fire in the middle of a target’s movement,
allowing him to attack a unit dashing from one area of cover to
another. Opportunity fire may only be used against targets in the
front firing arc, and the attacking unit cannot torso twist or rotate
its turret.

Opportunity fire is resolved immediately in the same Movement
Phase. If two or more units wish to use opportunity fire at the same
time, resolve the attacks in the order in which they were announced.
If the players cannot agree on which attack was announced first,
roll a die to determine which player starts. On a result of 1-3, Player
A goes first; on a result of 4-6, Player B goes first.

Opportunity fire works like other types of attack, except that
all such attacks include an additional +2 to-hit modifier to reflect
the speed at which the shot must be made. The target movement
modifier is based on the movement of the target up to the point
at which it is attacked. Once a unit announces opportunity fire,
it may attack with any and all of its weapons, but must make all
attacks immediately; any damage, and Piloting Skill Rolls required
due to damage, are resolved immediately. The unit may not move
or make any weapon attacks for the remainder of the turn, though
the unit may make physical attacks. A unit in over-watch that
makes any attacks using opportunity fire cannot be declared to
be in “Over-watch” mode again until the following turn’s Weapon
Attack Phase.

A unit may also make physical attacks as opportunity fire. The
controlling player must choose one type of attack or the other, and
in either case the unit ceases watching after the attack is made.

Damage from opportunity fire takes effect immediately. If the
attack forces the target’s player to make a Piloting Skill Roll, he
must do so immediately following the attack. Once the attack is
over, the target finishes its movement (if possible) and the Move-

ment Phase continues normally; if the ‘Mech fell due to a failed
Piloting Skill Roll due to damage, provided it still had MPs avail-
able, it could attempt to stand and continue moving.

Instead of announcing opportunity fire, a watching unit may
move during the Movement Phase (unless its controlling player
declares that it is still watching). A ‘'Mech that moves is no longer
in Over-watch mode for opportunity fire.

Jumping 'Mechs: A‘Mech that is jumping that is the target of
opportunity fire that fails a Piloting Skill Roll caused by that fire
falls into the hex it occupied when the attack was made. Resolve
any falling damage, displacement and so on that might occur
due to such an un-intended fall. The jumping ‘Mech’s movement
is over.

Opportunity Fire: Firing on the Move

In standard rules, all units move and then all units fire. However,
the ability to snap off a quick shot as a unit moves from cover to
cover can often be a valid and crucial tactic. As with the Oppor-
tunity Fire rules (above), the ability to interrupt movement with
weapon attacks can significantly increase not only the complexity,
but the length of a game, so all players should firmly review this
rule before deciding to add it to a game.

During the Movement Phase, a controlling player can announce
at any time (either before MP are spent, during the expenditure of
MP, or after all MP have been spent) that the unit being moved is
making a weapon attack. Only 1 weapon can be fired using this
rule. The weapon must fire into its standard firing arc. No torso or
turret twisting is allowed, so a front torso-mounted weapon could
only fire into the front arc, while a right arm-mounted weapon
could fire into the front arc and right-side arc.

Apply a +3 modifier (in addition to all other standard modi-
fiers) to reflect the nature of the rapidly taken shot. If the target
has already moved in the current Movement Phase, then apply
the standard target movement modifier; if the target has not yet
moved, then no target movement modifier is applied.

This means that a unit expending Jumping MP (infantry, a jump-
ing 'Mech, and so on) can make an attack while jJumping. In this case,
both modifiers would apply: the +3 for jumping and the +3 for the
Firing on the Move, as well as any other applicable modifiers.

Any damage inflicted against the target is resolved immediately,
with any required Piloting Skill Rolls also made immediately.

Infantry: Infantry apply a +1 to-hit modifier unless jumping;
then a +3 to-hit modifier applies. This is in addition to the +3 Fir-
ing on the Move modifier.

VTOL Vehicle: If a VTOL Vehicle does not enter a new hex at any
point in a Movement Phase, then its standard attacker movement
modifier is not applied when making a Firing on the Move attack
in that Movement Phase; in other words, the unit is only moving
vertically within the hex (any weapon attacks against such a unit
would only apply a +1 modifier for an airborne unit and would not
have any additional target movement modifiers).

Linking Weapons: If using the Linking Weapons rule (see p. 85),
a series of linked weapons can be fired in this fashion. However,
all linked weapons must be in the same location (note this restric-
tion is more stringent than the standard linking restriction of “the
same firing arc”).

Physical Attacks: While this type of attack can be made in the
same turn that an attacking unit is making a charging (ram) or
death-from-above attack, apply a +2 to-hit modifier to the physical




attack in question in order to reflect the difficulty of trying to fire
on the run while making such a difficult physical attack.

“Popping Up”: Any non-"Mech unit expending Jumping MP
can stay in its hex and simply move vertically up and down to
make use of this rule; on the other hand, a ‘Mech must enter
a new hex for each Jumping MP it expends and so cannot
simply “pop up”in the same hex using Jumping MP.

Expanded Reversing (Flipping) Arms

In standard rules, a ‘Mech cannot torso twist and reverse
its arms. However, this can occur under advanced rules. The
player must announce whether a ‘Mech is torso twisting or
reversing its arm first. Then the controlling player makes a
standard Piloting Skill Roll, applying all standard modifiers. If it
is successful, then the secondary move can be made. If it fails,
it does not result in a fall. Instead, the second move (whether a
torso twist or reversing arms) simply cannot be made.

Suppressing Fire

In place of a standard attack, a unit can use suppressing fire
in an attempt to pin an infantry unit in place. The use of this
rule requires the use of the Morale rules as well (see p. 21).

Before making a weapon attack, the controlling player must
announce that in place of a weapon attack, a suppressing fire
attack is being made. The attack is made against the hex where
the infantry is located (whether in woods, in a building and
so on). If the attack is successful (if using the Fumble rules, a
result of 2 is a miss and the suppressing fire doesn’t force a
roll; see p. 75), no damage is applied against any infantry units
occupying that hex (though damage can be applied to the
hex, if players are tracking damage: a building hex, the terrain
[see Terrain Factor Rules, p. 64] and so on). Instead, any infan-
try units (friendly or enemy) in that hex must make a Morale
Check at the end of the Weapon Attack Phase, applying the
modifiers from the Suppressing Fire Table, as well as all appro-
priate modifiers from the Morale Tables (see p. 212). If the unit
fails the Morale Check, it is not broken; none of the standard
effects for a failed Morale Check apply. Instead, any infantry
units in the hex cannot expend MP in the subsequent turn’s
Movement Phase, and apply a +1 to-hit modifier to all weapon
attacks by battle armor and a +2 to-hit modifier to all weapon
attacks by conventional infantry in that turn’s Weapon Attack
Phase as well.

Regardless of how many suppressing-fire weapon attacks
are directed at a hex in a turn, each infantry unit in a hex

Weapon Type Modifier

Direct Fire (Ballistic or Energy), +0
Cluster (Ballistic), Pulse

Cluster (Missile) +1
Burst Fire Weapon: 1D6 or 2D6 +2
Burst fire Weapon: 3D6 or 4D6+ +3
Area-Effect +4
Additional Weapons Beyond First +1

can never make more than a single Morale Check against
suppressing fire in a turn. The highest modifier as shown on
the Suppressing Fire Table is applied, with each additional
weapon that would normally apply a modifier higher than 0
applying a +1. For example, a flamer, heavy machine gun, SRM
6, PPC and medium pulse laser are announced as engaging
in suppressing fire against a target hex. The highest-modifier
weapon on the Suppressing Fire Table is the flamer at +3. Nei-
ther the PPC (Direct Fire Energy) nor the medium pulse laser
(Pulse) provide a modifier above 0. Therefore, though they
both would cause a Morale Check for suppressing fire on their
own, they do not add an additional modifier in this case. The
SRM 6 (Cluster Missile) and the heavy machine gun (additional
weapon beyond first), however, both apply a +1 modifier, for
a total of +6, which will be added to any applicable modifier
from the Morale Check Table.

Airborne Infantry: Suppressing fire against airborne infantry
(for example, infantry expending VTOL MP) cannot be made.

PARTIAL COVER
The following rules expand on partial cover. Like other ad-
vanced rules, they increase realism at the expense of simplicity.

Expanded Partial Cover

Expanded partial cover allows a unit to have 1/4 cover, 3/4
cover and vertical cover in addition to the horizontal partial
cover permitted under standard rules.

If the line of sight for an attack passes directly through the
line between two hexes, the target normally chooses the at-
tack direction. Under the expanded partial cover rules, the
attack enters the target hex through the corner, and levels in
either hex may provide partial cover to the target.

If both hexes adjacent to the line of sight and the target are
one level higher than the level of the underlying hex the target
occupies, the terrain provides standard partial cover.

If one hex’s level is equal to the level of the underlying hex
the target occupies and one hex is one level higher than the
level of the underlying hex the target occupies, the target has
1/4 cover. An attack against such a target has no partial-cover
modifier. If the hit location roll result indicates a leg hit on the
covered side, the shot hits the cover rather than the ‘Mech.

If one hex’s level is equal to the level of the underlying hex
the target occupies and one hex is equal to the level of the
target, the target is in vertical cover. The partial-cover modi-
fier is the standard +1, and any hit locations rolled against the
covered side (arm, leg, or torso, but not center torso or head)
strike the cover.

If one hex is one level higher than the level of the underly-
ing hex the target occupies and one hex is equal to the level of
the target, the target has 3/4 cover. The partial-cover modifier
is the standard +1 and any hits on the legs or the covered side
strike the cover.

If the attacker is at a higher level than the target,1/4 and
horizontal cover do not apply unless the target is actually tak-
ing cover (see Taking Cover, p. 88). A target can use vertical
cover as long as the attacker is not higher than the terrain that
provides it. Three-quarter cover is considered vertical cover if
the attacker is higher than the target; if the attacker is higher
than the hex providing 3/4 cover, such cover does not apply.
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©® EXPANDED PARTIAL COVER DIAGRAM ®

In the Expanded Partial Cover Diagram, above, the ‘Mech
in Hex A on the City (Skyscraper) map is under attack by three
other ‘Mechs. The ‘Mech in Hex B is attacking against 1/4 cover,
as the building in Hex Cis Level 1 and Hex D is Level 0. Any shots
by the Hex B’Mech that result in a right-leg hit location miss the
target ‘Mech and strike the covering building instead.

The ‘Mech in Hex E is attacking against 3/4 cover, because
the building in Hex F is equal in height to the ‘Mech in Hex A
and the building in Hex C provides partial cover to the target
‘Mech. Hits on the right leg, arm or torso will hit the building in
Hex F, while hits on the left leg will hit the building in Hex C.

The ‘Mech in Hex G is on a Level 3 building, making it Level 5.
Though it is higher than the building in Hex F, the target is
equal in height and adjacent to the building in Hex F and so
the ‘Mech in Hex G must still attack against vertical cover on
the target’s right side. Such cover does not protect the target
on the bottom left side, however, as the Hex G ‘Mech is high
enough to shoot over the Level 1 building in Hex C.

Taking Cover

A 'Mech can move to the edge of the hex it is occupying to
actively “take cover,” gaining partial cover through a single cho-
sen hexside regardless of the attacker’s level. Naturally, the hex
behind which the target takes cover must be half the level of the
'Mech—that is, one level higher than the underlying terrain in the
hex in which the 'Mech is standing. The hexside must be chosen
at the beginning of the Weapon Attack Phase, and a unit taking
cover may not torso twist.

Reversing Arm: A 'Mech that is taking cover can reverse its arms.

The following optional rules relate to physical combat.

WEIGHT CLASS PHYSICAL ATTACK MODIFIERS

In standard rules, all units are considered equal when it comes
to making physical attacks. However, despite the increased gyro
size of many larger units, it is easier to control a lighter-weight
‘Mech than a heavier one when it comes to the extra agility re-
quired to make physical attacks.

Whenever a unit makes any type of physical attack, consult the
Weight Class Physical Attack Modifiers Table (below) and apply
the appropriate modifier based on the weight of the unit; this is
in addition to all other standard modifiers. Note that these modifi-
ers ONLY apply to the physical attack itself. Any Piloting Skill Rolls
required due to the success or failure of a physical attack do not
apply these additional modifiers (see p. 23).

Weight Class Modifier
Light (Ultra-Light) -2
Medium -1
Heavy/Assault +0

NEW PHYSICAL ATTACKWEAPONS

The Advanced Weapons and Equipment section contains
numerous experimental weapons that can be used in physical
weapon attacks. The complete rules for their use are found
under BattleMech Melee Weapons, p. 288. The Physical Weapon
Attacks Addendum Table (see p. 87) provides a cheat sheet for
those weapons, presented in the same format as the standard-
rules physical attack weapons (see Physical Weapon Attacks
Table, p. 146, TW).

NEW ATTACKTYPES

The following rules describe some new types of physical attacks.
Unless otherwise noted, standard rules for physical attacks apply
(see p. 144, TW).

Blocking a Physical Attack

Not really a new type of physical attack, this rule allows a player
to potentially lessen the amount of damage from a physical at-
tack, as well as deciding where the attack will land.

The following rule only applies to incoming punch, club, physi-
cal weapon and kick attacks. A player cannot use this rule to block
any other type of physical attack.

Whenever a punch, club or physical weapon attack is announced
against a target ‘Mech, the controlling player of the target ‘Mech
can attempt to block with the right arm or the left arm that has
not already been declared as making an attack; a block with both
arms cannot be made against the same attack. However, a player
can block two different attacks, one arm to each attack, provided
all the appropriate criteria under these rules are met. The player




PHYSICAL WEAPON ATTACKS ADDENDUM TABLE

Affected To-Hit/Damage Value

Weapon Type To-Hit Modifier Damage Value To-Hit Location Table  Firing Arc**  byTSM  Affected by Actuator Damage
Chain Whip -2 1/per 10 tons +1% Standard Arm No Yes/No
Claws +1 1/per 7 tons$+ Punch Arm Yes Yes/Yes
Flail +1 9 Standard Arm No Yes/No
Lance +1 1/per 5 tonstt Standard Arm Yes Yes/Yes
Mace +2 1/per 4 tons*** Standard* Arm Yes Yes/Yes
Shields 1 1 Standard Arm No Yes/No
Vibroblade
Deactivated -2 1/per 10 tons + 1% Standard* Arm Yes Yes/Yes
Activated -2 § Standard* Arm No Yes/No

levels; see p. 150, TW).

1See Shield, p. 290

§See Vibroblade, p. 292

*Roll normally on the ‘Mech Hit Location Table. Alternatively, when the controlling player announces the physical weapon attack, he may also announce that he will
use the Punch or Kick Hit Location Table to resolve damage if the attack succeeds, in which case apply a +4 modifier in addition to all the standard modifiers,
including the standard to-hit modifier for the weapon (this modifier does not apply when attacking on the Punch/Kick Location Table due to attacks from different

**The target of the physical weapon attack can be in the ‘Mech’s forward arc or in the side arc corresponding to the arm in which the equipment is mounted.
***A successful attack does 1 point of damage for every 4 tons that the attacking ‘Mech weighs (round up).

1A successful attack does 1 point of damage for every 5 tons that the attacking ‘Mech weighs and may damage the internal structure of the target.
$A successful attack does 1 point of damage for every 10 tons that the attacking ‘Mech weighs (round up), + 1.
A successful attack does 1 point of damage for every 7 tons that the attacking ‘Mech weighs (round up).

can also block with one arm and make a standard attack with
the other arm. In both situations the player must nominate one
arm as the “primary” arm, adding an additional +1 modifier to
the “secondary” arm, regardless of what actions are taken. For
example the player may nominate a left arm that is blocking
an attack as the “primary arm”and then launch a punch attack
with the right arm as the “secondary arm,”applying a +1 to-hit
modifier, in addition to all other modifiers. A unit cannot block
a punch, club or physical weapon attack and make any other
type of physical attack except for a punch as noted above.

If weapon attacks by weapons in a arm were made in the
same turn, that arm cannot be used for blocking; the arm also
cannot be used to launch a physical attack in the same turn it
is used to block. Finally, the physical attack must originate in
the arm’s arc used for the block; for example, an attack on the
left side of a 'Mech could not be blocked by the right arm.

Once a successful punch, club or physical weapon attack is
made, the controlling player of the blocking unit makes a Pilot-
ing Skill Roll. All standard modifiers apply (including damage
to actuators in the blocking arm, as well as other damage, and
so on). Additionally, compare the Piloting Skill Ratings of the
attacking and blocking units, using the difference between
the two skill ratings as a modifier to the to-hit number. If the
attacker’s skill rating is lower, add the modifier to the to-hit
number. If the blocker’s Piloting Skill Rating is lower, subtract
the modifier from the to-hit number. A failed Piloting Skill Roll
means the attack proceeds as normal; the block failed and
the unit cannot attempt to make an attack with that arm this
turn. A successful Piloting Skill Roll means that the attack has
been successfully blocked; halve the damage, rounding down,

from the punch, club or physical weapon attack and apply
that against the arm that blocked the attack. Finally, for each 2
MoS, subtract 1 point of damage from the attack; damage can
never be reduced below 1. For example if the Target Number
of the Piloting Skill Roll is 7 and the die roll result is 11, that
provides a MoS of 4 and so an additional 2 points of damage
would be subtracted from the physical attack, after the dam-
age from the initial attack is halved.

The same rules apply for blocking a kicking attack with a
leg, except that only kicking attacks from the front arc can
be blocked. If the blocking ‘Mech fails its Piloting Skill Roll to
block a kick, it must roll another Piloting Skill Roll; this is in
addition to the roll for being kicked or any Piloting Skill Rolls
that might be required due to damage (as usual, all modifiers
apply to all the Piloting Skill Rolls, including the one for having
missed blocking a kick). If a unit blocks a kick, it cannot block a
punch, club or physical weapon attack in the same turn.

Physical Weapons: If a ‘Mech mounts a physical weapon
(that is, a physical weapon that can be used to make a dam-
aging attack), it can use the weapon to attempt to parry a
physical attack, not just block it. In addition to all the standard
modifiers described above, apply the appropriate to-hit modi-
fiers for the weapon in question from the Physical Weapon
Attacks Table (see p. 146, TW) or the Physical Weapon Attacks
Table Addendum (above). If the parry is successful, no damage
is dealt.

Shields: If a unit mounts a shield (see p. 290) and suc-
cessfully blocks, the damage is applied to the shield; shields
cannot be used to parry an attack, as described under Physi-
cal Weapons above.
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Weight Class Piloting Skill Roll Modifiers: The Weight Class
Physical Attack Modifiers Table (see p. 88) apply when attempting
to block an attack.

Different Levels: A punch/physical weapon or kick attack can
be blocked by either a leg or an arm, depending on the differ-
ences in levels (see Different Levels Table, p. 150, TW).

Grabbing

Only ‘Mechs with at least one undamaged hand actuator (or
claw) may attempt a grabbing attack. Rather than inflicting
damage, this type of attack is intended to take away an object
that the target is holding, such as a handheld weapon (see p.
315), unprotected cargo or certain items that must be carried in

“capture-the-flag” scenarios. This type of attack cannot be used
to grab items that only have the appearance of being hand-held,
such as hatchets and certain arm-mounted weapons, which are
actually part of the 'Mech. If an item occupies critical slots, it can-
not be grabbed.

The attacker must announce what he is attempting to grab
during weapon attack declaration, and may make no weapon at-
tacks with the grabbing arm during the turn. The grab is treated
as a punch attack (see p. 145, TW), with an additional +1 to-hit
modifier. If the attack is successful, the attacking ‘Mech grabs the
desired object, provided the ‘Mech is strong enough to carry it
(see ‘Mech Lifting Capabilities, p. 261, TW). If the attacking ‘Mech
is not strong enough to carry the object, the attack knocks it out
of the target’s grasp and it falls to the ground in the hex the at-
tacker occupies.

Grabbing Turrets: If a'Mech is in the same hex as a vehicle with
a turret in the Physical Attack Phase, the ‘Mech can make a grab-
bing attack to grab hold of the turret, though a ‘Mech attempting
such a grabbing attack must have two functioning hand actuators;
only a single grabbing turret attack can be made against a vehicle
per turn. If the attack is successful, the ‘Mech has grabbed hold of
the turret. The player then immediately makes another Piloting
Skill Roll with an additional +3 to-hit modifier, while also applying
the following additional weight-class modifiers: light +1, medium
+0, heavy -1, assault -2. Activated triple-strength myomer also
applies a -2 modifier. A failure has no effect. A successful Pilot-
ing Skill Roll automatically forces the vehicle’s controlling player
to roll once on the Turret column of the Ground Combat Vehicle
Critical Hits Table (see p. 194). Additionally, for each 3 MoS, the
player must make an additional roll on that table. Regardless of
success or failure, the grabbing attack is finished at the end of the
Physical Attack Phase; if the attacking player wishes to attempt to
grab the turret once more, his‘Mech must make a new grabbing
turret attack in the following turn.

If a ‘Mech is in a hex with another unit that mounts a turret, or
in a building hex that mounts a turret, all the same rules apply as
above. A successful roll forces a Determining Critical Hit roll for the
turret (i.e. in the case of a unit with it mounted in a location, the
Determining Critical Hit roll is made for that location). As above,
every 3 MoS forces an additional Determining Critical Hit roll.

Grappling

This dangerous type of attack is an attempt to restrain an enemy
unit through brute force. Only ‘Mechs or ProtoMechs may attempt
it, and only against other ‘Mechs or ProtoMechs.

The grappling unit may not make any weapon attacks in the
turn in which it attempts to grapple. The base to-hit number

—

o

of a grapple attack is equal to the attacking unit’s Piloting Skill
Rating (for ProtoMechs, use their Gunnery Skill Rating), with an
additional modifier based on the relative weight classes of at-
tacker and target. For every weight class by which the attacker
is heavier than the target, apply a -1 to-hit modifier. For every
weight class by which the attacker is lighter than the target, apply
a +1 to-hit modifier. For example, an attempt by an assault ‘'Mech
to grapple a medium ‘Mech has a modifier of -2 because the at-
tacker is two weight classes heavier than the target. In the case
of ProtoMechs, treat them as a weight class underneath lights,
so the assault 'Mech attempting to grapple a ProtoMech has a
-4 modifier. In addition, the to-hit number may be modified for
missing or damaged actuators in the same way as for a punch
(see p. 145, TW). Damaged and missing actuators in both arms
count toward this modifier because the grapple attack requires
both arms, as well as leg actuator damage and gyro damage. All
modifiers are cumulative.

If the attack is successful, the target is grappled. Move the
attacking unit into the target’s hex regardless of the standard
stacking rules. In subsequent Physical Attack phases, the target
can attempt to break the grapple by making an Attack Roll, ap-
plying the modifiers described above. For example, a medium
‘Mech'’s attempt to break free of an assault ‘Mech’s grapple
would have a +2 to-hit modifier because the medium '‘Mech
(now the attacker) is two weight classes lighter than its target
(the assault ‘Mech).

While grappling, neither unit may move or make physical
attacks. The grappling ‘'Mechs may only fire head- and front torso-
mounted weapons, and only at the grappling opponent. Such
weapon attacks receive a -4 immobile-target modifier; however,
neither grappling unit may make an aimed or called shot.

If other units attempt to attack the grappling units, they run
the risk of hitting the friendly unit. Make the Attack Roll against
the enemy unit first, with a +1 modifier. If the attack misses, make
a second Attack Roll against the friendly unit, this time with no +1
modifier. If this attack succeeds, the player who made the rolls has
hit the friendly unit by mistake.

If a unit breaks a grapple, move the unit that made the initial
attack to any adjacent hex chosen by the player controlling the
the unit that broke the grapple. Place the attacking unit so that
it faces the the unit that broke the grapple. This move can result
in the attacker being thrown off a high level or into water, or may
result in other unit displacement. If either unit is destroyed, the
grapple is broken and the surviving unit stays in the hex.

The attacking unit may choose to break the grapple in a sub-
sequent Physical Attack Phase. Such an attempt counts as its
physical attack for that phase. If the attacker breaks the grapple,
the target immediately may make an Attack Roll in order to
continue it; all grappling rules apply. If the roll is successful, the
grapple continues with the target becoming the attacker. If this
counterattack fails or if the original target does not wish to coun-
terattack, the original attacker may move to any hex adjacent to
the target, facing the target unit.

Jump Jet Attack

As a desperate measure, a ‘'Mech can use the exhaust from its
jump jets as an extremely short-range weapon. This type of attack,
known colloquially as the “I Am Jade Falcon” maneuver, can only
be used against targets adjacent to the attacker and so follows all
standard rules for physical attacks.




Only '"Mechs with undamaged jump jets (but not mechani-
cal jJump boosters; see p. 292) in their legs can make a jump jet
attack, and only if they are prone or at 1 level higher than the
target. Also, the attacking ‘Mech cannot have already jumped
in the same turn.

If the attacking ‘Mech is standing, it may only attack a tar-
get directly in front of and 1 level below it. It may only attack
with the jump jets mounted in one leg, and may make no
attacks with weapons mounted in that leg during that turn.
Prone 'Mechs may only make jump jet attacks against a target
in the hex directly behind them. The attacker may use jump
jets mounted in either or both legs, provided that the legs
used have not fired weapons in the same turn. The base to-hit
number for this type of attack is equal to the attacking unit’s
Piloting Skill Rating; all other appropriate modifiers apply, in-
cluding the firing while prone modifier if the attacker is prone.

If the attack hits, it inflicts damage equal to the number of
jump jets mounted in each attacking leg times 3. If both legs
are used, determine hit location for each leg’s jets separately.
The damage from each leg’s jets strikes a single location, de-
termined on the appropriate column of the ‘Mech or Vehicle
Hit Location Table.

The attack generates heat as normal for the number of jump
jets fired; this heat is also applied to the target unit for units
that track heat.

Tripping

This attack represents a leg hook or “clothesline” attack in-
tended to knock the target off its feet. Only ‘"Mechs may make
a tripping attack, and only against other BattleMechs.

The base to-hit number for this attack is equal to the attack-
ing unit’s Piloting Skill Rating, applying a -1 to-hit modifier, in
addition to all other standard modifiers. If the attack is suc-
cessful, the target unit must make a successful Piloting Skill
Roll at the end of the Physical Attack Phase or fall. Unlike a
kick, a failed attack does not require the attacker to make a
Piloting Skill Roll.

CHARGING

In a standard charging attack, the attacker suffers relatively
little damage compared to the target. The standard rules are
structured this way to make possible such bold attacks as a
Hermes charging an Atlas, which would otherwise be suicidal,
as well as relatively easy to determine what that damage is.
The following optional rule provides a more realistic way of
determining damage between attacker and target, albeit at
the expense of more complex math.

Follow standard rules for charging (see p. 148, TW), but
change the damage to the attacker and target using the formu-
las found below. Round any fractions up after multiplication.

Charging Terrain/Falling: If players wish they can use
these same formulas for determining “realistic” damage when
charging/skidding into terrain or when falling.

Target Damage = [(Attacker Mass x Target Mass) x
(Hexes moved) / (Attacker Mass + Target Mass)] / 10

Attacker Damage = [(Attacker Mass x Target Mass) x (Hexes
moved) / (Attacker Mass + Target Mass)] / (10 + MoS)

DEATH FROM ABOVE

The best way to stop a death from above attack is to destroy
the 'Mech as it jumps at the target. This optional rule allows
the wreckage of the destroyed attacker to continue to hurtle
toward the target and even cause damage.

If the attacking ‘Mech is destroyed, its player should make
a Piloting Skill Roll with an additional +1 modifier. If the roll
is successful, resolve the attack as though the ‘Mech had not
been destroyed. The only change to the procedure is that the
attack suffers an additional +1 modifier, and the damage is
resolved differently.

If the attacker was destroyed by the loss of all its center torso
internal structure, it hits the target in pieces. Divide the damage
in half (round up), then into 5-point Damage Value groupings
and apply it using the appropriate column of the Hit Location
Table (not the Punch Hit Location Table). If the attacker was
destroyed by any other means, it hits the target in one chunk.
Divide the damage the attack would have inflicted in half
(round up), but apply it all to a single hit location determined
using the standard Hit Location Table. The target must make a
Piloting Skill Roll or fall according to the standard rules.

The attacking ‘Mech takes damage as though the attack had
failed, which is only important for determining what is left of it
for salvage after the battle.

INTENTIONAL FALLS FROM ABOVE

Standard rules prohibit a unit from intentionally flinging
itself off a hill to make an “accidental” fall from above attack
against a target in a lower adjacent hex. In advanced-rules
play, such an action is possible (if foolish).

Under advanced rules, a unit may deliberately walk or run
off any level during the Movement Phase by spending 1 MP—if
its pilot can muster up the guts to do so. To determine this, the
controlling player makes a 2D6 roll, applying a -1 modifier to
the Target Number for a Veteran pilot and a -2 modifier for an
Elite pilot. If the result is greater than 9, the pilot is determined
enough to make the leap. Otherwise, the unit’'s movement
ends immediately.

If the unit manages to jump off the hill, move it into its new
hex and resolve the fall immediately. The unit’s movement
ends at this point. If another unit is in the hex where the jump-
ing unit falls, follow the rules for Accidental Falls from Above
(see p. 152, TW). To reflect the intentional nature of the attack,
apply an additional -1 modifier to the base to-hit number.

Under Condition Feral there can be no mercy from a Wolf's Dragoons warrior.
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‘Mechs with working hand actuators are capable of considerable
dexterity. When combined with the strength of the 'Mech and its
height, this allows them to pick up a variety of objects, carry those
objects and potentially even throw objects a considerable distance.

The following rules build on the 'Mech Lifting Capabilities rules
(see p. 261, TW); a ‘Mech'’s lifting capability remains 10 percent of
its tonnage; increased to 20 percent for operating Triple Strength
Myomer (see p. 143, TW). However, that restriction is based on
two working (unoccupied) hand actuators. A ‘Mech can pick up
5 percent of its tonnage (increased to 10 percent for operating
Triple Strength Myomer) with a single hand (arm).

ProtoMechs: These weight restrictions also apply to Proto-
Mechs, such that a one-handed, 2-ton ProtoMech can lift 100 kg
(two-handed can lift 200 kg), while a one-handed, 9-ton Proto-
Mech can lift 450 kg (two-handed can lift 900 kg). Note that the
construction rules for ProtoMechs automatically assume that
it is built with two hands. The distinction here is for describing
whether a player will designate that the ProtoMech is using one
or two hands (i.e. one hand might already be carrying an object)
for the various actions described in this section.

Additionally, anytime these rules call for a Piloting Skill Roll to
be made by ProtoMechs, use the unit’s Gunnery Skill Rating.

Battle Armor: Anytime the rules call for a Piloting Skill Roll to
be made by battle armor, use the unit’s Anti-'Mech Skill Rating.

Four-Legged "Mech: Four-legged ‘Mechs do not have hand
actuators (obviously), and so cannot use any of these rules.

Throwing Capabilities

Regardless of the object to be thrown (whether an inanimate
object or another unit), a ‘"Mech with one working (unoccupied)
hand actuator can throw objects up to 2.5 percent of its mass,
while a ‘Mech with two working (unoccupied) hand actuators
can throw objects up to 10 percent of its mass. As usual, Triple
Strength Myomer doubles the allowable weight.

Additionally, the distance any object or unit can be thrown is
determined by the weight of the object/unit in comparison to the
throwing unit’s weight as shown on the Throwing Distance Table
(round down). If the throwing unit has active Triple Strength Myo-
mer, divide the weight of the thrown object/unit by 2 (rounding
down) before consulting the Throwing Distance Table.

Percentage of Throwing 'Mech’s Weight* Total Distance

10% 1 Hex
7.5% 2 Hexes
5% 3 Hexes

2.5% 6 Hexes

1% (or less) 9 Hexes

*|f TSMiis active, divide the weight of the thrown object/unit by 2 (rounding
down) before consulting this table.
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For example, a 100-ton '‘Mech with a single hand actuator
free could lift a 5-ton ProtoMech (as it is 5 percent of the ‘Mech’s
weight), but could not throw the ProtoMech (as it can only throw
2.5 percent of its weight with a single hand). If the 'Mech had
operational Triple Strength Myomer, however, which doubles its
throwing capacity, it could not only lift the ProtoMech, but if the
action was successful, the ‘Mech could throw the ProtoMech up to
a maximum distance of 3 hexes. If the ‘Mech did not have active
Triple Strength Myomer but was using two hand actuators (arms),
the 'Mech could potentially throw the ProtoMech up to the 3-hex
distance. Finally, if the ‘Mech was using two hands (arms) and had
active Triple Strength Myomer, the ProtoMech could be thrown
up to a maximum of 6 hexes.

PICKING UP INANIMATE OBJECTS

Any inanimate object may be picked up, provided it is within
the weight limit for the ‘Mech. However, as an inanimate object
can literally be anything (a flag pole from a building, the roof of
a house, a statue, an un-occupied car and so on), the players will
need to agree on the weight of a given item before attempting
to pick it up. Regardless, the unit must be in the hex with the
object during the Physical Attack Phase; if the item is only “level
1"in height, the '"Mech must be in a hull-down position (see Biped
‘Mech under Hull Down rules, p. 21) to pick it up.

Like finding a club, when attempting to pick up an inanimate
object, the unit may not fire weapons or make physical attacks
during the turn.

If the object is not attached to a fixed location, the player makes
a standard Piloting Skill Roll. A failure means the object was not
picked up; no damage is done to the object. A success means the
object has been picked up.

If the object is attached to a fixed location (a building, the
ground and so on), then divide the ‘Mech’s lifting ability by 4 to
represent the strain of detaching the object. In addition, the ‘Mech
must make a successful standard punch attack to remove the ob-
ject from its fixed location; if the weight of the object requires two
hands to lift, then two successful punch attacks are required to pick
up the object; the standard -4 immobile modifier is not applied
when attempting to pick up an object. This means the controlling
player announces that the ‘Mech will attempt to pick up the object
during the Movement Phase, but the physical attack to “tear off”
the object does not occur until the Physical Attack Phase. A suc-
cess (in the case of two arms, two successes) indicates the object
has been picked up, while a failure (in the case of two arms, only a
single failure need occur) means the object was not picked up.

Whether or not the object was successfully removed, it takes
some type of damage. After every successful (or unsuccessful)
attempt to remove an object from a fixed location, roll 1D6. On
a result of 1-4, only minor damage occurs: the flagpole is bent,
the statue goes from 1,000 kilograms to 900 kilograms and so on.
On a result of 5, major damage occurs: half the flagpole snaps off,
the statue goes from 1,000 kilograms to 500 kilograms, and so on.
On a result of 6, the object is destroyed: the flagpole snaps into a
handful of pieces, the statue shatters, and so on. Depending on
the object, the players may need to come to a complete consen-
sus about the specific damage done to a given object, using the
rules above as a guideline.

Physical Weapons: As noted under Dropping or Setting Down
Inanimate Objects (see p. 98), a hatchet, mace, sword or vibrosword
can be dropped. Use the rules for picking such an item up exactly




as described above for an inanimate object; i.e. the ‘Mech that
originally dropped it or another 'Mech can attempt to pick it
up, provided it can lift the weight. However, it cannot be used

in a standard physical weapon attack; it can only be thrown

as an inanimate object (see Physical Weapons under Throwing

Inanimate Objects, p. 95). Only a'Mech that was built to use that
exact tonnage and critical space (or less) weapon and that does
not currently hold another physical weapon can pick it up and

then use the weapon as its own. For example a Hatchetman that
does not currently hold a hatchet could pick up any of the four
noted physical weapons, provided they weigh 3 tons and oc-
cupy 3 critical slots or less. For example the Hatchetman could

obviously pick up another Hatchetman'’s hatchet, but it could

not pick up an Axman'’s hatchet (it weighs 5 tons and occupies
5 criticals), yet it could pick up and use in a physical weapon

attack the Gurkha's sword (it weighs 3 tons and is 2 criticals); or
it could simply throw the sword as an inanimate object.

'Mech Limbs: Tearing off an object from a fixed location
can include an arm or leg from a disabled and/or abandoned
‘Mech (friendly or enemy); meaning the cockpit is destroyed,
the MechWarrior is dead and/or ejected and so on. This also
includes a shut-down '‘Mech or one whose pilot is unconscious,
making the ‘Mech immobile. Regardless, the 'Mech must be
prone and the ‘'Mech making the attempt to tear off a limb
must end the turn in the target hex but with enough MP re-
maining to exit the hex. To avoid violating stacking rules, after
the attack on the limb is made (whether successful or not), at
the end of the Physical Attack Phase the 'Mech “spends” those
held MP and enters the adjacent hex it was going to enter.

Note that like charging and DFA attacks, the unit doesn’t
finish its move until after the Movement Phase and so cannot
be the target of a charge attack or DFA. However, the unit does
occupy the hex. As such, any other type of physical attacks
can be made against the unit during the Physical Attack Phase
both before and after it spends its final MPs, it can be hit by a
skidding unit, it can be the subject of displacement, and so on.
If a Piloting Skill Roll is required to avoid falling and the ‘Mech
falls, it is automatically displaced into a random, legal adjacent
hex. If the unit is displaced out of the target hex for any reason,
such as for a fall, before it can tear off the arm, then the action
automatically fails and the extra MP are lost as well; i.e. the
unit’s move is completely over.

The weight of the limb must be taken into consideration
when attempting to lift it. A’'Mech limb is considered to weigh
10 percent of the ‘Mech’s total internal structure weight (re-
gardless of damage taken to the internal structure), plus the
weight of the armor (if any), rounded up to the nearest .5. In
the case of advanced armors that provide extra points, that
multiplier must be removed from the armor points to deter-
mine the actual weight of the armor on a limb. Finally, any
equipment mounted in the arm must also be taken into con-
sideration, such as heat sinks, weapons and so on; if a weapon
is split across a limb and torso location the full weight of the
weapon must be taken into consideration when determining
if the attacking unit can lift the limb.

All the standard rules from above are used, except an ad-
ditional +3 modifier is applied to the target number (applied
to both punch attacks if two are required), to reflect the added
strain required to tear a still-attached limb off the abandoned/
immobile ‘Mech; the modifier for a prone and adjacent target
is never applied to this punch attack.

If the attack is successful, the shoulder/hip actuator is auto-
matically destroyed; if a weapon is split across a limb and torso
location, all critical slots in the torso are automatically marked
off (in the case of exploding weapons, apply damage to the
immobile ‘Mech as per a standard critical to such a weapon;
the weapon does not explode in the arm). Roll for determining
critical hits and apply the damage to othe arm; if “limb blown
off”is the result, the limb is destroyed and completely worth-
less. Finally, if the arm is not destroyed, roll 1D6 and apply that
damage to the arm; if this results in internal structure damage,
roll as normal for determining critical hits.

If any critical results in an ammunition explosion in the arm,
subtract all the damage from the internal structure and the
armor (the arm is completely destroyed, in this case), then
apply any remaining damage in 5-point Damage Value group-
ings to random locations of the ‘Mech holding the limb using
the front column of the hit location table.

If the attack is unsuccessful, roll 1D6 and apply that dam-
age to the arm; if damage is applied to internal structure, roll
as normal for determining critical hits. Even if the internal
structure is not damaged, roll for determining critical hits, but
apply a -3 modifier to the die roll result.

Loren wants his Caesar (with a Piloting Skill Rating
of 4) to tear the arm off a BattleMaster that just had its
cockpit destroyed in a previous turn. During the Movement
Phase, he runs to enter the target hex where the prone
enemy ‘Mech is located, but he makes sure to hold the 2 MP
required to enter the Clear Level 0 hex from the adjacent
Level 1 hex where the prone ‘Mech is located, as he can’t
violate the stacking rules at the end of the turn.

First, he has to determine the weight of the limb to make
sure he can remove it. The weight of an un-damaged BLR-4S
BattleMaster arm is 2.5 tons [8.5 (total internal structure
weight) x .1 = .85 + 1.43 (26 (arm armor) / .9 (to remove the
ferro-fibrous 1.12 multiplier)) = 23 / 16 (standard armor per
ton) = 1.43) =2.28, rounding to 2.5). However, the weight of the
equipment in the arm must also be taken into consideration.
The right arm mounts a 15 ton Gauss Rifle, making the total
weight 17.5, while the right arm mounts 2 small pulse lasers,
making the total weight 4.5. The Caesar is a 70-ton ‘Mech
and so can pick up 7 tons with two hands, or 3.5 tons with one
hand. The Caesar cannot lift the weight of the right arm, but it
can lift the weight of the left arm. Luckily Loren didn't fire the
weapons mounted in either arm (and both hand actuators
remain active), as he’ll need both to lift the left arm.

Loren determines that his modified Target Number for
the two punch attacks are 9 [4 (Piloting Skill Rating) + 0
(punch attack modifier) + 2 (attacker movement modifier)
+ 3 (modifier for tearing off a limb) = 9]. Loren rolls twice for
aresult of 10 and 11! He's torn off the limb; the controlling
player crosses the limb off the BattleMaster.

Because the attacks were successful, Loren makes a note
that the shoulder actuator is automatically destroyed. He
also rolls once on the Determining Critical Hits Table, with a
result of 8. Unfortunately, he has to assign another critical
hit. He rolls to determine the location and comes up with a
hand actuator. Loren rolls 1D6 with a result of 5 and marks
offthat much armor.

Finally, at the end of the Physical Attack Phase, he spends
the held 2 MP to move into the adjacent hex.
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Carrying Inanimate Objects/Units

A 'Mech/ProtoMech may choose to carry the object (or unit;
see the various following rules for picking up units) it has picked
up. As noted previously, all the ‘Mech Lifting Capabilities rules
(see p. 261, TW) apply. However, if a ‘Mech can pick up an object
one-handed and does so, then it can fire weapons and make
punch attacks from the arm that is not holding the object; all
other restrictions still apply, including not firing any forward fir-
ing torso-mounted weapons.

If the carrying ‘Mech falls for any reason, it drops the object.
Roll 1D6 and use the rules for picking up an object from a fixed
location to determine damage. Depending on the type of object
being used, players may wish to tweak these rules. For example, a
large closet safe is likely not going to be destroyed by a drop, so a
result of 1-5 may indicate minor damage, with 6 indicating major
damage and no chance of destruction, while a box full of ancient
pottery might receive major damage on a result of 1-2, while a
3-6 result will destroy the object.

Carrying Hostile Units: A carried hostile unit (again, see vari-
ous following rules for picking up a hostile unit) has a facing equal
to the facing when it was picked up (except ‘Mechs, which always
face the carrying ‘Mech). If the carrying or carried units have torso
weapons (or, in the case of a vehicle, weapons mounted in the
location facing the carrying unit and/or a turret), they may fire at
each other using the grappling rules (see p. 90). No attack may be
made by either unit against any other units while a unit is being
carried. Carried hostile battle armor may never be the target of a
weapon attack.

During any Weapon Attack Phase that the carrying unit takes
damage from the carried unit, the controlling player of the car-
rying unit must make an immediate Piloting Skill Roll with a +1
modifier; a failure means the carried unit was dropped (for a carry-
ing '‘Mech, a failed Piloting Skill Roll does not result in a fall). Units
dropped this way resolve the fall as for an opposed Piloting Skill
Roll MoS of 1-3 in favor of the carried unit as described below, but
do not roll for any potential critical hits against the carrying unit.

Additionally, an opposed Piloting Skill Roll must be made at the
start of each Physical/Driving Attack Phase (for vehicles, assign a

-2 modifier to the die roll result to represent their less dexterous
ability to break a hold). If the carrying unit has a greater MoS, it
retains its hold on the carried unit. If the carried unit has a greater
MoS, it breaks free.

An MoS of 1-3 in favor of the carried unit results in an immedi-
ate 2-level fall (1-hex fall if carried by a ProtoMech) for the carried
unit. For 'Mechs, determine facing after the fall as normal; for
vehicles, use the VTOL Rotor Destruction rules (see p. 197, TW);
for battle armor, use the Infantry Falling Damage Table (see p.
151, TW); treat ProtoMechs as ‘Mechs (see Special Circumstances,
p. 185, TW). A dropped unit is placed either in the same hex as the
carrying unit, or in a randomly determined adjacent hex if same-
hex placement would violate the stacking rules, with a randomly
determined facing. This may result in a fall greater than 2 levels, a
domino effect and further displacement, all of which should be
resolved immediately. If a unit cannot be appropriately placed
(for example, if all the adjacent hexes are more than two levels
higher than the hex of the carrying unit), then the dropped unit
is destroyed.

Additionally, the controlling player of the carrying unit makes
a Determining Critical Hit Roll to see if any critical hits occurred
to the arm of the carrying unit. If critical hits occur and two arms
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were used, randomly determine which arm all the critical hits are
assigned to; note that in this instance, a dice roll result of 12 does
not blow off the limb, but instead means that 3 critical hits are as-
signed (as normal, any “extra” critical hits that cannot be assigned
are ignored). For ProtoMeches, if a critical hit occurs—regardless of
how many—assign only a single critical hit (determined randomly
if two arms were used) to the left-most open critical box on the
affected arm.

An MoS of 4 or more in favor of the carried unit means it suc-
cessfully drops to the ground without being damaged, while the
carrying unit still determines if any critical damage occurred as
described above.

If both units fail the Piloting Skill Roll, nothing happens. How-
ever, if both units fail their Piloting Skill Rolls and the carrying unit
rolls a 2, then the carrying unit takes an automatic shoulder actua-
tor critical hit (randomly determine an arm if both arms were used;
for ProtoMechs, automatically mark off the right-most critical box)
and the controlling player also rolls for potential additional critical
hits as described above. The carried unit suffers a fall exactly as
determined above, except it takes double the damage.

As noted for an object, if the carrying ‘Mech falls for any reason,
the carried unit is dropped; resolve as for an opposed Piloting Skill
Roll MoS of 1-3 in favor of the carried unit as described above, but
do not roll for potential critical hits against the carrying unit.

Throwing Inanimate Objects

An object that has been picked up can be thrown either at a
target hex or at another unit. A ‘'Mech must be standing to throw
an object.

Throwing at a Hex: To throw an object at a hex, the controlling
player makes a standard punch attack. Apply a +1 to-hit modifier
for every hex beyond the first adjacent hex to the target hex; for
example, throwing an object 6 hexes would apply a +5 modifier.
However, the standard -4 to-hit modifier for an immobile target
is still applied.

If the attack is successful, charging damage divided by 2 (see p.
148, TW) is applied to the target hex (whether a building, or ter-
rain if using the Terrain Factor Rules on p. 64, and so on). In other
words, the weight of the object is divided by 10, multiplied by the
number of hexes thrown, divided by 2 and then rounded up, to a
minimum of 1 point of damage.

If an object weighs 1 to 9 tons, inflict the base damage of 2
points for 1 to 3 tons, 3 points for 4 to 6 tons and 4 points for 7
to 9 tons; per normal charging damage, this is multiplied by the
distance thrown and then divided by 2.

If an object weighs less than a ton, divide its kilograms by 1000,
then multiply by hexes thrown and divide by 2, rounding up. If
this number is less than 1, no damage is applied to the target. For
example, a 650-kilogram statue is thrown 5 hexes, which would
cause 2 points of damage [650 kilograms (weight of statue) / 1000
=.65x5=3.25/2=1.625, rounded up to 2].

If the level of the unit throwing the object is greater than the
level of the target hex, then that must also be taken into con-
sideration. In addition determine the potential damage for this

“distance fallen” separately from the “distance thrown.” In other
words, the weight of the object is divided by 10, multiplied by
the number of levels fallen (adding +2 for a ‘Mech, or plus 1 for
a ProtoMech), rounded up, to a minimum of 1 point of damage
(note that unlike distance thrown, this value is not divided). Once
a player has determined both the distance thrown value and the




distance fallen value, only apply the greater value to both the
target and thrown object.

If the attack is a failure, use the Altitude Bombing Scat-
ter Diagram (see p. 245, TW) to determine where the object
landed. Roll 1D6 to determine direction and then another 1D6
to determine distance (to the maximum hex range allowed for
the object as shown on the Throwing Distance Table, p. 92).

Additionally, on a natural result of 2, the carrying unit
takes an automatic shoulder actuator critical hit (randomly
determine an arm if both arms were used; for ProtoMechs,
automatically mark off the right-most critical box).

Regardless of whether the attack was successful, damage to
the inanimate object is resolved with a 1D6 roll using the rules
for picking up an object from a fixed location, but apply a +3
modifier to the die roll result.

Throwing at Another Unit: Use all the rules above for
throwing at a hex, including the modifiers added for the
number of hexes thrown, except instead of a punch attack the
throwing unit makes a charging attack (per standard rules, the
relative Piloting Skill Rolls of the attacking and target unit are
taken into consideration).

If the attack is successful, apply the damage as noted
above to the target, using the direction of the attack to
determine the appropriate location. For battle armor, the
damage only applies to a single trooper; for conventional
infantry, the attack is treated as though it originated from
another infantry unit.

If the attack is a failure, determine where it lands as de-
scribed above; regardless of whether a unit is in the new hex,
the attack fails to strike that unit (it automatically strikes any
other non-unit object, such as terrain or a building).

Physical Weapons: The following Physical Attack Weapons
can be thrown as inanimate objects (whether by the unit they
are mounted on, or by another unit if the unit picks the object
up (see Physical Weapons under Picking Up Inanimate Objects,
p. 92): Hatchet, Mace, Sword, and Vibrosword.

A pirate seeks to terrify his apponents with a make-shift flail using a ‘Mech’s head.

Use all the rules described above, with the following excep-
tion. If a unit is built to use the physical attack weapon (i.e.
it can use the weapon in a physical weapon attack), apply a
-1 modifier to the punch attack. When rolling to determine
damage to the physical weapon, roll 1D6: on a result of 1-4,
nothing happens, on a result of 5-6, the weapon takes a criti-
cal hit, applied to the topmost open critical slot. If the weapon
is damaged, it can still be thrown as an inanimate object until
all its critical slots are destroyed, but it cannot be used to make
a physical weapon attack as soon as 1 critical slot is assigned.

THROWING '"MECHS AND PROTOMECHS

To throw another ‘Mech or ProtoMech, all the standard rules
for carrying and throwing an inanimate object apply, except
as noted below.

The 'Mech must have first grappled the target unit success-
fully (see Grappling, p. 90). During the following turn’s Physical
Attack Phase, provided the grapple has not been broken, the
‘Mech may attempt to throw the grappled unit.

Both players make a Piloting Skill Roll, applying the appro-
priate modifiers from the ‘Mech Throwing Tables to the die roll
results. Compare Margins of Success. If the throwing ‘Mech has
a greater MoS, the throw is successful; use the difference in
MoS to determine total distance thrown (to a maximum num-
ber of hexes as shown on the Throwing Distance Table, p. 92).

If the controlling player of the throwing ‘'Mech was attempt-
ing to hit a specific target (this target must be announced prior
to making the first opposed Piloting Skill Roll), a second attack
must immediately be made, using the rules for throwing at
a hex or throwing at a target, as described for inanimate ob-
jects. If this second attack is successful, the thrown unit strikes
the target. If the target was another unit, apply damage to
the target and the thrown unit as described under throwing
inanimate objects; resolve any displacements (and possible
domino effects) if the stacking rules are violated.

A successful second attack against a target, even after a
successful opposed Piloting Skill Roll for throwing a unit, can
still miss the target if the MoS was not high enough to allow
a sufficient number of hexes to be covered. In this case, place
the thrown unit in the maximum hex range according to the
MoS, along the LOS between the attacker and target.

If this second attack is not a success, or if the player did not
nominate a specific target, use the Altitude Bombing Scatter

’‘MECH THROWING TABLES
Unit Picking Up Is A: Modifier
ProtoMech +0
Light 'Mech +0
Medium ‘Mech: +1
Heavy ‘Mech +2
Assault 'Mech: +3
Unit Being Picked Up Is A: Modifier
ProtoMech +2
‘Mech +0
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Diagram (see p. 245, TW) to determine where the object landed.
Roll 1D6 to determine direction and then another 1D6 to determine
distance (to the maximum hex range as determined by the MoS
and allowed for as shown on the Throwing Distance Table, p. 92).

Note that unlike a thrown object, a thrown unit can potentially
strike another unit located in the hex into which it is thrown. If
the stacking rules for a given hex are not violated when the unit
enters it, there is no chance for the thrown unit to strike another
unit. If the stacking rules will be violated, however, roll 1D6; on a
result of 4 or higher, a randomly determined unit in the target hex
has been struck. Apply damage as described above; on a result of
1-3, no target is struck. In either case, resolve any displacements
(and possible domino effects) appropriately.

Damage to the thrown unit and any target is resolved exactly
like a thrown inanimate object, except the players randomly de-
termine the direction of attack and apply the damage in 5-point
Damage Value groupings to randomly determined locations on
the thrown unit. Additionally, once that damage is resolved, the
unit automatically takes additional damage as for a fall (unless

“falling damage” was applied in place of “throwing damage”, in
which case this additional damage is ignored): damage is applied
to the unit as for an opposed Piloting Skill Roll with a MoS of 1-3 in
favor of the carried unit, as described under Carrying Hostile Units
(see p. 94). This damage is applied before any other damage if it
occurs due to additional displacement and so on. If a thrown unit
lands in a hex with a lower level, those additional levels should be
taken into consideration when determining damage from the fall.

If the grappled ‘Mech or ProtoMech has the higher MoS, then the
throw is unsuccessful. In the case of an MoS of 1 or 2, the grapple
remains in effect. An Mo$S of more than 2 in favor of the grappled
unit will result in the grapple being broken and the opposing unit
being placed in an adjacent hex per the grappling rules (see p. 90).

If both units fail their Piloting Skill Roll, nothing happens; the
grappled unit remains grappled.

If both units fail their Piloting Skill Rolls and the grappling unit
rolls a 2, the grappled unit is dropped. Damage is applied to the
unit as for an opposed Piloting Skill Roll with a MoS of 1-3 in favor
of the carried unit (as described under Carrying Hostile Units; see
p. 94), and the unit is placed in an adjacent hex per the grappling
rules. Additionally, the grappling unit takes an automatic shoulder
actuator critical hit (randomly determine which arm; for Proto-
Mechs, automatically mark off the right-most critical box).

Attacks Against Units Carrying ‘Mechs/ProtoMechs
Use the rules for attacks against grappling units (see p. 90) to de-
termine the results of an attack against a unit carrying another unit.

Peter’s BRZ-C3 Berserker, with a Piloting Skill Rating of 4 and
activated TSM, has managed to grapple a 20-ton Stinger with
a Piloting Skill Rating of 2. At the start of the Physical Attack
Phase of the following turn an immediate opposed Piloting
Skill Roll is made to see if the Stinger breaks free. Peter rolls a 9,
while his opponent rolls a 6; even with the +2 modifier for the
differences in Piloting Skill Rating, Peter’s result is still higher, so
the Stinger doesn’t manage to break free.

When it is Peter’s turn to nominate the Berserker for a
physical attack he decides to try and throw the Stinger; with his
activated TSM the ‘Mech is able to lift the 20 tons. He actually
doesn’t care where he throws it, as all three hex facings from
where his Berserker is standing (noting the Altitude Bombing

Scatter Diagram from p. 245 of TW) are off a cliff edge. Both
players make Piloting Skill Rolls, applying the modifiers from
the ‘Mech Throwing Table (which means Peter will add a +3
for his assault ‘Mech) as well as the differences of Piloting Skill
Ratings. He rolls 2D6 with a result of 5 (which equals 8, with the
+3 modifier), while his opponent rolls only a 4 (which equals a
6 with the difference in Piloting Skill Ratings). That provides a
MosS of 2 so he successfully throws the Stinger!

Peter immediately rolls 1D6 with a result of 5 and consults
the Altitude Bombing Scatter Diagram to determine the direc-
tion of the throw. While the MoS of 2 normally would mean
that the Stinger would be thrown 2 hexes, consulting the
Throwing Distance Table lets Peter know he can only throw the
Stinger a maximum of 1 hex. Which is fine, since the Level 6 of
the hex they occupy and the Level 0 of the target hex means
damage will be determined as for an 8 level fall (the 6 levels of
the difference between the two hexes, plus 2 for being thrown
by a 'Mech); since this will by far be greater damage than the

“1 hex throwing charge,” the falling damage is applied to the
Stinger. (If Peter and his opponent were using the Terrain
Factor rules, that damage would also be applied in the terrain
in the target hex.)

PICKING UP AND THROWING VEHICLES

To pick up vehicles, all the standard rules for picking up and
carrying an inanimate object apply, except as noted below. Note
that regardless of whether a vehicle is thrown or dropped, for
simplicity it is always considered to land right side up.

VTOL Vehicles: If a VTOL Vehicle is successfully picked up, its
rotor is automatically destroyed.

Airborne Vehicles: Airborne vehicles cannot be picked up; the
vehicle must be landed.

Fighters: Fighters must be landed to be picked up, but are
treated exactly like vehicles.

Picking Up a Friendly Vehicle

To pick up a friendly vehicle, the ‘"Mech must be in a hull-down
position (see Biped ‘Mech under Hull Down rules, p. 21) and in the
same hex as the vehicle during the Physical Attack Phase, and it
cannot have made any weapon or physical attacks with either
arm that turn.

The player makes a standard Piloting Skill Roll. A success means
the vehicle is picked up, while a failure means it is not picked up;
no damage or any other effects are applied. Apply a +1 modifier
to the Piloting Skill Roll to stand if carrying a vehicle.

Picking Up an Enemy Vehicle

To pick up an enemy vehicle, the ‘"Mech must be in a hull-down
position (see Biped ‘Mech under Hull Down rules, p. 21) and in the
same hex as the vehicle during the Physical Attack Phase, and it
cannot have made any weapon or physical attacks with either
arm that turn.

The player makes a standard punch attack (two punch attacks
if both hands are needed to lift the vehicle). If the attack(s) is
successful, both units must make Piloting Skill Rolls as for the
Throwing ‘Mechs and ProtoMechs rules (see p. 95). An MoS in
favor of the carrying unit allows it to lift the vehicle up (in place
of damaging the unit with the punch attack), while an MoS in
favor of the vehicle allows it to avoid the attempt, taking half the
standard punching damage instead.




If both units fail their Piloting Skill Rolls and either unit rolls
a natural 2, then the ‘Mech takes an automatic hand actuator
critical hit (randomly determine which arm if two punches
were made) and double damage for the punch.

Once the ground unit is held by the ‘Mech, the ‘Mech must
stand (with a +1 modifier to the Piloting Skill Roll) in order to
take any action other than holding the vehicle in place like a
grapple (see p. 90).

Throwing a Vehicle

Use the rules for throwing an inanimate object to throw a
vehicle (see p. 94).

Damage to the thrown unit and any target is resolved
exactly like a thrown inanimate object, except randomly
determine the direction of attack and apply the damage in
5-point Damage Value groupings to randomly determined
locations on the thrown unit. Additionally, once that damage
is resolved, the unit automatically takes additional damage as
for a fall; this damage is applied to the unit as for an opposed
Piloting Skill Roll with an MoS of 1-3 in favor of the carried
unit (as described under Carrying Hostile Units; see p. 94). This
damage is applied before any other damage that may occur
due to additional displacement and so on. If a unit is thrown
and lands in a hex with a lower level, those additional levels
should be taken into consideration when determining dam-
age from the fall.

Attacks Against Units Carrying Vehicles
Use the rules for attacks against grappling units (see p. 90) to
determine the results of an attack against a unit carrying a vehicle.

PICKING UP AND THROWING BATTLE ARMOR

To pick up and throw battle armor, all the standard rules for
picking up and throwing an inanimate object apply, except as
noted below.

Picking Up Friendly Battle Armor

A 'Mech may pick up a friendly battle armor squad if the
‘Mech is equipped with two working (unoccupied) hand ac-
tuators. The total number of battle armor that may be picked
up and carried in this manner is determined by the size of the
‘Mech as shown on the Maximum Additional Battle Armor
Table. Additionally, the weight of the battle armor being
picked up must be taken into consideration as shown on the
Advanced Battle Armor Weights Table (see p. 187); as normal,
a'Mech can only lift 10 percent of its weight.

Note that picking up friendly battle armor is in addition to any
mechanized battle armor that might be carried by the 'Mech.

‘Mech Weight Class Total Number of Battle Armor
Light 2
Medium 3
Heavy 4
Assault 6

Regardless of the total tonnage of the battle armor squad,
a’Mech can never pick up more than 6 troopers. Additionally,
a 'Mech may only pick up a complete squad of battle armor. If
there are more troopers in the squad than the ‘Mech can carry,
it may not pick up the squad. For example, a 50-ton Hunch-
back wants to pick up and carry a squad of Grenadiers. There
are four active troopers, however, so it cannot pick the squad
up. Its companion, a 70-ton Archer, may pick up the squad.

To pick up a friendly battle armor squad, the ‘Mech must be
in a hull-down position (see Biped ‘Mech under Hull Down rules,
p. 21) and in the same hex as the battle armor unit during the
Physical Attack Phase, and cannot have made any weapon or
physical attacks with either arm that turn. The player makes a
standard Piloting Skill Roll. A success means the battle armor
is picked up, while a failure means the troopers are not picked
up; no damage or any other effects for a failed Piloting Skill
Roll are applied. If the 'Mech is carrying the maximum number
of battle armor for its weight class, assign a +1 modifier to the
Piloting Skill Roll to stand.

ATitan Il is trying to decide between two hexes to go
hull-down—one containing a friendly battle armor
squad composed of 6 Nephilim or another containing a
friendly squad composed of 6 Tengu. As an assault ‘Mech,
the 100-ton Titan Il can pick up all 6 troopers. However,
looking at the Advanced Battle Armor Weights Table, that
equals 12 tons for the assault Nephilim and so the Titan
Il would not be able to pick the squad up (as it can only
lift 10 percent of its weight with both hands; if it mounted
activated Triple Strength Myomer, it could pick the squad
up). Looking at the table again, the total trooper weight for
the heavy Tengu battle armor is 9 tons, and so the Titan
II’s controlling player moves the ‘Mech into that hex so he
can go hull-down and make a standard Piloting Skill Roll
to pick up the squad of 6 Tengu.

Picking Up Enemy Battle Armor

Enemy battle armor follow all the same rules for picking
up friendly battle armor, except that the rules for picking up
a vehicle also apply. However, a ‘Mech may only ever pick up
two troopers, one in each hand.

In other words, the player makes a punching attack against
the infantry unit. If successful, both players then make Pilot-
ing Skill Rolls. An MoS in the attacking unit’s favor defines the
trooper as “captured” in the ‘Mech’s hand (rather than damag-
ing the trooper with the punch), while an MoS in the battle
armor’s favor means the trooper was not captured; instead,
the trooper takes half the standard punching damage. In this
instance, if two punch attacks are made, the opposing player
makes a single Piloting Skill Roll for the battle armor unit, but
the opposing player makes two separate Piloting Skill Rolls to
compare for MoS (representing both arms).

If a trooper is grabbed in this fashion, it automatically
becomes a squad of 1, with the controlling player tracking
it as though it is a separate unit; the trooper is pulled from
the squad to which it was attached. If two punch attacks are
successful and two Piloting Skill Rolls win the MoS, then each
trooper is its own unit, with the controlling player separating
both units off from the original squad.
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If at any point later in the scenario those single trooper squads
are in the same hex as the original squad they were attached to dur-
ing the End Phase of turn, they may automatically rejoin their unit.

Throwing Battle Armor

The rules for throwing an inanimate object apply to battle armor,
except a ‘Mech may only throw a maximum of two battle armor
troopers, even if the ‘Mech is attempting to throw both troop-
ers at units and so can still make two “charging attacks” (one for
each arm). If the ‘Mech is carrying more than one battle-armored
trooper in an arm, it may not throw that battle armor.

+ 1 (attacker movement modifier) + 1 (target movement modi-
fier) +2 (two light woods hexes) + 5 (distance thrown beyond
the adjacent first hex) —1 (difference in Piloting Skill Rolls) = 11].
Chris makes the roll with a result of 12! A hit!

Next, Chris must figure out the damage to apply to attacker
and target, and arrives at 6 points [2 (base damage for a 1-3
ton object) x 6 (number of hexes) = 12/ 2 = 6]. He randomly
determines two hit locations, using the appropriate direction
of attack, and applies a 5-point and a 1-point Damage Value
grouping to the target ‘Mech. Six points of damage is then
applied to the Phalanx for the “charging attack”. Next, damage

Chris’ Seraph Dominus, with a Piloting Skill Rating of 3 and
activated Triple Strength Myomer, has walked and then gone
hull down in a light woods hex with an elite enemy battle
armor squad that jumped 3 hexes, composed of four Phalanx
with an Anti-'"Mech Skill of 2. Chris didn’t make an attack with
the Seraph’s left arm at any prior point in the turn, and so he
can make a punching attack against the Phalanx to attempt
to grab a trooper.

To make the attack, the modified To-Hit Number is 8 [3
(Piloting Skill Rating) + 0 (punch attack modifier) + 1 (attacker
movement modifier) + 2 (target movement modifier) +1 (light
woods) + 1 (battle armor modifier) = 8]. Chris rolls 2D6 and gets
a result of 8: a successful punch. Instead of dealing damage,
however, Chris wants to try to capture a trooper. He and his
opponent each make Piloting Skill Rolls (an Anti-"Mech Skill Roll
for the battle armor). Because the Anti-'Mech Skill Rating of the
battle armor is 1 less than the ‘Mech’s Piloting Skill Rating, a +1
modifier is added to the die roll result for the opponent. Chris
rolls 2D6 for a result of 9, while the opponent’s roll result is a 7.

Even with the +1 modifier, that still leaves an MoS of 1 for Chris. ..

he’s snagged the battle armor! The opponent immediately
notes on the squad’s record sheet that he now has two Phalanx
battle armor squads, one of 3 troopers and one of 1 trooper.

Chris notes wryly that if the MoS had not been in his favor, he
would’ve done 9 points of damage [85 (tonnage of the Seraph)
/10= 8.5, rounding to 9, x 2 (activated TSM) / 2 (failed attempt
to grab trooper) = 9]. As the Phalanx only has 8 total armor,
including the trooper, that would have ended it real quick.

During the Movement Phase of the following turn, Chris
successfully stands the Seraph up from its hull down position.
At the start of the Physical Attack Phase of that same turn, an
immediate opposed Piloting Skill Roll is made to see if the
battle armor breaks free. Chris rolls a 10, while the opponent
gets a 5 (making it a 6 with the +1 modifier for the difference in
skill ratings). No luck, the trooper is still stuck.

During his turn to nominate the Seraph in the Physical Attack
Phase, Chris verifies the weight of the Phalanx in comparison
to the ‘Mech. The 1.5 tons of the Phalanx is 1.76 percent of the
Seraph’s85tons[1.5/85=.0176, or 1.76 percent]. Looking at the
Throwing Distance Table, this weight is higher than 1 percent of
the Seraph’s weight, and so even with the TSM activated (which
doesn’t change the distance an object can be thrown, only the
weight that can be picked up), he can only throw the battle
armor 6 hexes. He sees an enemy ‘Mech 6 hexes away, which
has moved 4 hexes and has a Piloting Skill Rating of 4; there
are 2 woods hexes intervening. This provides a final “charging
attack” modified To-Hit Number of 11 [3 (Piloting Skill Rating)

for a 2-level fall is applied, which the players determine is 1
additional point after looking at the Infantry Falling Damage
Table. Finally, the Phalanx (minus all its armor, but still alive), is
placed in the hex where it landed.

If the opposing player manages to move the lone trooper
into a hex with the original Phalanx squad during a future turn,
the trooper can automatically re-merge with its unit during the
End Phase.

Attacks Against Units Carrying Battle Armor

Attacks against a unit carrying battle armor in its hands may
strike that battle armor as well. When a ‘Mech takes a hit on either
arm where it is carrying battle armor, roll 1D6. On a result of 1-4,
the battle armor unit does not take damage, and the total value
of the weapon damage is applied directly to the carrying unit’s
location; a result of 5-6 means the carried battle armor unit is hit.

For battle armor, a randomly chosen trooper takes maximum
damage before the entire carrying unit takes damage. Any dam-
age left after the trooper is destroyed is applied to the location hit.

DROPPING ORSETTING DOWN INANIMATE OBJECTS

A unit may drop a carried object/unit at anytime. If an object
is simply dropped, roll 1D6 and use the rules for picking up an
object from a fixed location to determine damage; for a dropped
unit, resolve damage as for an opposed Piloting Skill Roll with an
MoS of 1-3 in favor of the carried unit, as described under Carry-
ing Hostile Units (see p. 94).

To set down an object, a ‘"Mech must go hull-down (see Biped
‘Mech under Hull Down rules, p. 94), an expense of 1MP. The object
is placed in the carrying unit’s hex or any adjacent hex to the arm
arc (if both arms are carried, this must be the front arc), at the
controlling player’s discretion. A ‘Mech can set the object down
on an adjacent Level 1 or Level 2 without going hull-down, but
must still expend the 1 MP. A ProtoMech can place an objectin a
hex at the same level as its underlying terrain or at Level 1, only
paying the 1 MP cost.

Physical Weapons: During the End Phase of any turn a player
with a ‘"Mech mounting a Hatchet, Mace, Sword or Vibrosword
can declare he is dropping the weapon, regardless of whether
the weapon is destroyed or not; i.e. the hand actuator in that
arm is “occupied” by the weapon and so cannot be used unless
the weapon is dropped. The player should simply note that the
weapon in question is no longer on the ‘Mech and is in the unit’s
hex (it is now an inanimate object), and also let players know
whether the weapon is “destroyed” due to a critical slot hit, or all
the critical slots remain undamaged. The same unit, or another
unit, can then attempt to pick it up just like an inanimate object
(see Physical Weapons, p. 92).




DRAGGING A 'MECH

In place of picking up a ‘Mech, two friendly ‘Mechs may at-
tempt to drag a disabled and/or abandoned 'Mech (friendly
or enemy) from the playing area; a friendly immobile ‘Mech
can be dragged in this fashion, but an enemy immobile ‘Mech
cannot (it must be disabled and/or abandoned).

Each 'Mech must have two working hand actuators (unoc-
cupied), and the ‘Mech to be dragged must have at least 1
internal structure point in both arms or both legs. Both ‘Mechs
must be in a hull-down position (see Biped ‘Mech under Hull
Down rules, p. 21) in an adjacent hex, facing the downed
‘Mech. When they stand back up, both apply a +1 modifier to
their Piloting Skill Rolls. If either roll fails, nothing occurs, but
they fail to “latch onto” the downed ‘Mech. Both ‘'Mechs must
go hull-down and attempt to stand back up with the downed
'Mech once again.

The weight of the ‘Mech to be dragged must be equal to
or less than the combined weight of the two ‘Mechs doing
the dragging. Additionally, use the Movement Penalties under
Cargo Carriers (see p. 261, TW) for the modifications to move-
ment for dragging; treat the dragged unit’s weight as half
(round down), applied to each dragging ‘Mech. For example,
a 5/8 Quickdraw and a 4/6 Hunchback are dragging a 25-ton
Cossack. A quarter of 50 tons is 12.5. Half of the Cossack’s
weight is also 12.5 (the weight applied to both the Quickdraw
and Hunchback), so they either subtract 3 or cut in half, round-
ing down (which ever is less) their Walking MP. In this instance
that leaves the Hunchback with a Walking MP of 1 and the
Quickdraw with a Walking MP of 2; neither unit can move
faster than the Hunchback’s Running MP of 2 while dragging
the unit.

While the two 'Mechs are dragging the other ‘Mech they are
considered to be in the same hex with the prone ‘Mech, both
with the same facing, while the prone ‘Mech is being dragged
by its arms or legs (and so is facing in the same or opposite
direction), face-down. No other units, infantry or otherwise,
can occupy the hex. Neither dragging ‘'Mech can make any
physical or weapon attacks. Any attacks against any of the
three‘Mechs involved that miss the target automatically have
a chance at striking the two dragging units (see the Missed
Shots rule, p. 81).

If either dragging ‘Mech falls (due to damage, terrain and so
on), the falling ‘Mech is displaced into a randomly determined
adjacent hex (it is displaced before falling damage occurs),
while the other ‘Mech “loses its grip." Though it does not fall, it
also is randomly displaced into an adjacent hex. In both cases,
players should avoid additional displacements if possible; if
they are unavoidable, resolve any additional displacements
and/or domino effects as appropriate. A successful charging
attack or a death-from-above attack against either dragging
'Mech automatically displaces all three ‘Mechs; randomly
determine which ‘Mech to displace first, then displace the sec-
ond 'Mech and finally the third ‘Mech, resolving damage and
any additional displacements that this might cause in order.

At the end of every Movement Phase after the dragging
'Mechs have moved into a new hex (regardless of how many
hexes), each should make a Piloting Skill Roll. If either roll fails,
the 'Mechs do not fall and do not lose their grip. Instead, a
failure means they were unusually rough in pulling the prone

‘Mech. If one or both dragging ‘Mechs fail the Piloting Skill Roll,
apply 1D6 points of armor as a single Damage Value grouping
to a randomly determined location on the prone ‘Mech, using
the Front column of the hit location table. Additionally, roll for
determining critical hits and apply any that occur to a random
location using the Front column of the hit location table; if
more than one critical hit is rolled, assign each critical hit to a
different location (ignore a“limb blown off” result and apply 3
critical hits instead).

OTHER COMBAT
WEAPONS AND
EQUIPMENT

The following section provides additional optional rules that
enhance the capabilities of certain weapons and equipment.

ACTIVE PROBES

Active probes are primarily used to locate hidden units on
the battlefield—battle armor as well as ‘Mechs and vehicles.
Active probes cannot detect hidden unarmored infantry.

Hidden Units (Expanded)

In standard-rules play, the player determines if any enemy
units lie within the detection radius of an active probe after
the unit has finished moving (see p. 129, TW). As an optional
rule, the effect radius can be active throughout the unit’s en-
tire movement. This allows a probe-equipped unit to detect
hidden units along its movement path, whereas the standard
rules can result in a probe passing a hidden unit without
detecting it.

Targeting

Another optional rule allows active probes to aid in target-
ing enemy units within the probe’s range. If the target is within
the probe’s range and line of sight exists to the target, reduce
the total to-hit modifier for firing through and into woods/jun-
gles by 1 (that is, reduce the total woods/jungles modifier by 1,
regardless of the number of woods/jungle hexes involved.

Concealing Information

A unit with an active probe can also acquire information
about an enemy unit’s status if players are playing with con-
cealed record sheets (see Concealing Information, p. 219).

Minefields
A unit with an active probe can potentially reveal minefields
(see Weapon-Delivered Minefields, p. 210).

ECM Suites
A unit with an active probe will find it easier to overcome an
ECM'’s ghost target ability (see Ghost Targets, p. 101).

ANTI-MISSILE SYSTEMS
To increase the effectiveness of anti-missile systems, the
following two optional rules are available.
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Enhanced Missile Defense

Under Total Warfare rules, an anti-missile system subtracts four
from the die roll result on the Cluster Table for a missile weapon, but
this cannot be modified below a result of 2. In this optional rule, anti-
missile systems can be more effective. If the modified die roll result
is less than 2, the anti-missile system has successfully destroyed all
the missiles and no damage from the weapon is applied.

Used As a Weapon

Though designed as a defensive measure, the standard anti-
missile system is a kind of specialized machine gun and can be
fired as an offensive weapon in a pinch. An AMS used as a weapon
functions exactly like a machine gun, except that it has a range
of 1; it cannot reach targets at medium or long range (or more).
A laser AMS used as a weapon acts like a micro pulse laser with a
maximum range of 1.

AUTOCANNONS

Compared to laser weapons, autocannons have little to recom-
mend them except for heat efficiency and submunitions. The
following advanced rules suggest several options that make
autocannons more potent weapons on the battlefield.

Note that these options only apply to autocannons, not other
types of Direct-Fire Ballistic weapons such as Gauss rifles and artil-
lery cannons.

Optional Firing Modes

Autocannons fire bursts of large-caliber shells to damage a
target, much like enormous machine guns. They can be used in
rapid-fire mode or fired at multiple targets, as described below.

Rapid-Fire Mode: Any standard or light autocannon (not LB-X,
Ultra or Rotary models) can be fired at double the standard rate
as though it were an Ultra AC. This approach carries considerable
risks. Follow the standard rules for a Rapid-Fire Weapon firing two
shots (see p. 114, TW), with the following exceptions.

The weapon’s arming circuitry fails on a To-Hit Roll result of 4 or
less (rather than 2 or less). On a To-Hit Roll result of 2, the ammo
feed jams, causing the rounds in the chamber to explode inside
the barrel. This causes an effect similar to an ammunition explo-
sion, but inflicts only the amount of damage the autocannon
would normally inflict in one shot and does not cause any other
ammo to explode. The autocannon is considered completely
destroyed (meaning players must mark off all of its critical slots).
CASE keeps this damage from spreading to other locations, but
the MechWarrior still receives two pilot hits.

Double the heat generated by the specific weapon type used
when firing in Rapid-Fire Mode.

Multiple Targets: Rather than firing at a single target, any type
of autocannon can be “walked” across two targets close to one
another. An LB-X autocannon firing a cluster shot and Ultra and
Rotary autocannons firing at multiple targets are a special case.

No matter what type of autocannon is being used, both targets
must be in adjacent hexes and within range of the weapon. Deter-
mine the to-hit number for both targets and make separate to-hit
rolls against each target, using the higher (more difficult) of the
to-hit numbers and adding a +1 modifier for firing at multiple tar-
gets with a single shot. Note that this is not the secondary target
modifier; that modifier does not apply to this type of attack unless
multiple targets also are being attacked in the same phase. If the
to-hit roll succeeds, the target is struck by a single hit that inflicts

damage equal to half the normal damage done by the weapon
(rounded down).

For an LB-X autocannon firing a cluster shot, make a single to-
hit roll against the highest to-hit number plus 1. If all damage is
applied to the first target after a roll on the Cluster Hit Table, then
no additional damage is applied to the second target. However,
if some of the damage missed the target, use that “missed” Dam-
age Value as the new number to roll on the Cluster Hit Table to
determine what damage struck the second target. For example,
a controlling player rolls a 7 on the Cluster Hit Table roll for an LB
10-X, resulting in six 1-point Damage Value groupings hitting the
first target. That leaves 4 damage and so the controlling player
would then roll on the 4 column of the Cluster Hit Table to see
what damage is applied to the second target.

For Ultra and Rotary autocannons, make a single to-hit roll
against the highest to-hit number plus 1. Then determine whether
the designated number of shots fired hit a target. If only one shot
hit, it will strike one of the targets—determined at random—with
a single shot that does full damage. If two, four or six shots hit, one,
two or three shots will strike each target at full damage. If three
or five shots hit, one or two shots will strike each target; randomly
determine where the other shot lands.

When using this attack from a non-infantry unit against con-
ventional infantry, treat the weapon as the next row above on the
Non-Infantry Weapon Damage Against Infantry Table (see p. 216,
TW).i.e. a Cluster (Ballistic) becomes a Direct Fire (Ballistic) attack.

Players can fire at multiple targets in rapid-fire mode (see
above). Resolve damage as though the autocannon is a Rapid-Fire
weapon firing two shots.

ECM SUITES
The rules below expand on the use of ECM suites.

ECCM

An ECM suite can be tuned to act as electronic counter-coun-
termeasures (ECCM) in order to negate enemy ECM systems. The
ECM loses its normal functions when used in this way. The player
must announce the switch to ECCM in the End Phase of any turn,
or may set the suite for ECCM at the start of the scenario. In either
case, note the change on the record sheet of the unit in question.

While the ECCM suite is active, the electronic countermeasures
of an enemy unit within the ECCM's radius will not work. Also, any
LOS traced through a hex that is encompassed by both ECM and
ECCM will be unaffected by the ECM, even if the actual unit carry-
ing the ECM suite is outside the ECCM bubble.

If multiple units equipped with both ECM and ECCM are on the
map, the interaction between the two types of electronics systems
becomes complicated, because multiple ECM suites operating in
the same area can counter an enemy’s ECCM (see ECCM diagram,
p. 101). One ECCM suite can counter one ECM suite.

If the amount of friendly ECCM in a hex is equal to or greater
than the enemy ECM in that hex, ECM does not function in that
hex. For this purpose, the Angel ECM suite (see p. 279) counts
as two ECM or ECCM suites, or the player can choose to run the
Angel at 1 ECM and 1 ECCM.

Communications Equipment: Communications equipment
(see p. 212, TechManual) can be used to generate an ECCM field
with the same area of effect as an Inner Sphere Guardian ECM
Suite. Any unit that mounts 3 to 6 tons of communications equip-
ment equals half of an ECM suite when generating an ECCM




field. If the unit mounts 7 or more tons of communications
equipment, it equals 1 ECM suite when generating an ECCM.
Any time communications equipment is used to generate an
ECCM field, all other bonus modifiers are lost.

Ghost Targets

An ECM suite can be tuned to generate “ghost targets”
that may affect the ability of enemy units to properly target
friendly units. The ECM loses its normal functions when used
in this way. The player must announce the switch to ghost
target generation in the End Phase of any turn, or may set the
suite for ghost target generation at the start of the scenario. In
either case, note the change on the record sheet of the unit
in question.

At the start of every Weapon Attack Phase when an ECM
is tuned to generating ghost targets, the controlling player
makes a Piloting Skill Roll with a +2 modifier; no other modi-
fiers are applied to this roll. If the roll fails, he did not tune the
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ECM correctly and no effects are applied for that turn. On a
successful roll result, he attuned the ECM properly; the player
should note the result’s Margin of Success.

During a turn’s Weapon Attack Phase, if a weapon attack
passes through the ECM bubble of an enemy ECM tuned to
generating ghost targets and the controlling player made
a successful Piloting Skill Roll that turn, the attacking player
must also make a Piloting Skill Roll before making a to-hit roll
for the weapon attack in question; the only modifier added to
this Piloting Skill Roll is the MoS of the enemy ECM unit. If the
rollis a success, the to-hit roll is made as normal; the attacker’s
targeting and tracking system is able to differentiate between
all the ghost targets. If the roll fails, for every 2 MoF (round
down), apply a +1 to-hit modifier to all weapon attacks that
pass through the ECM bubble for that turn by that attacker.
Note that an attacking player only makes a single roll, regard-
less of how many weapons are firing, applying any modifiers
to all weapon attacks equally.

ECCM 1
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If an attack passes through multiple ghost target-generating
ECM fields, only a single roll is made. Determine the highest Mar-
gin of Success from those multiple enemy ECM fields, applying
an additional +1 for each additional field, and then applying the
total modifier to the Piloting Skill Roll. A +4 to-hit modifier is the
maximum that can be applied to a weapon attack through the
use of ghost target ECM fields. For example, if an attack passed
through three ghost target-generating ECM fields and the highest
Margin of Success of those fields was a 3, the modifier applied to
the Piloting Skill Roll would be 4 [+3 (highest MoS of the three
ECM fields) +2 (2 additional ECM fields) = 5, but only a maximum
+4 can be applied].

Angel ECM Suite: An Angel ECM Suite can be tuned to be 1
ECM or 1 ECCM while it generates ghost targets.

Communications Equipment: Communications equipment
(see p. 212, TechManual) can be used to generate ghost targets
with the same area of effect as an Inner Sphere Guardian ECM suite.
However, to do so, the unit must mount 7 or more tons of com-
munications equipment. Any time communications equipment is
used to generate an ECCM field, all other bonus modifiers are lost.

ECCM: Just as standard ECM functions cease when inside an
enemy ECCM field, an ECM cannot generate ghost targets if the
amount of friendly ECCM in a hex is less than the enemy ECCM
in that hex.

Active Probe: For any unit making an attack that also mounts
an active probe, apply a +1 modifier to the die roll result when
making the Piloting Skill Roll to determine the to-hit modifier as
described above.

Targeting Computers: Any units making an attack with a
weapon wedded to a targeting computer (see 143, TW) apply a
+2 modifier to the die roll result when making the Piloting Skill
Roll to determine the to-hit modifier as described above.

Cockpit Command Console: If a unit mounts a cockpit com-
mand console and has a second pilot that enables all its other
abilities to function (see Cockpit Command Console, p. 300), it can
be used to generate ghost targets with the same area of effect
as an Inner Sphere Guardian ECM suite. Additionally, apply a +3
modifier to the die roll result when making the Piloting Skill Roll
to determine the to-hit modifier for attacks from such a unit as
described above.

ENERGY WEAPONS

Any energy weapon (either Direct Fire or Pulse) can dial down
its Damage Value, cutting back on heat generated. Before a con-
trolling player makes a to-hit roll for an energy weapon attack, he
can announce that he is“dialing back” the Damage Value. For each
1 point less of Damage Value, the weapon generates 1 less heat
point than normal, to a minimum of 1 heat; regardless of whether
a weapon’s Damage Value is reduced to 0, the weapon will always
generate at least 1 heat. For example, a medium laser could dial
back its Damage Value of 5 down to a 3 to only generate 1 heat.
However, even if the medium laser’s Damage Value is dialed back
to a2, 1 oreven 0, the weapon would still generate 1 heat. Mean-
while, an Inner Sphere ER large laser dialed back to a 0 Damage
Value would still generate 4 heat.

This dialing back rule has no other affect; i.e. it doesn’t change a
weapon’s range, to-hit modifiers, and so on.

Ammo: Any energy weapon that is ammo-dependent (such
as a vehicle flamer, Plasma weapons and chemical lasers) cannot
make use of this rule.

Bombast Laser: Only use this rule for a Bombast Laser when
dealing with a Damage Value of 7 or less. For a Damage Value
greater than 7, use that weapon'’s special rules (see p. 320).

GAUSS WEAPONS

Though an extremely effective weapon, the Gauss rifle has one
major drawback: it will explode if struck by enemy fire. Under the
following optional rules, however, a Gauss rifle can be “powered
down”to prevent an explosion.

During the End Phase of any turn, the controlling player may
announce that he is powering down his weapon (or powering
up a previously powered-down weapon). The change must be
marked on the record sheet of the unit in question. A powered-
down Gauss rifle may not fire but does not explode if it suffers
a critical hit. The powered-down weapon will still be destroyed,
however, if it takes a critical hit.

MACHINE GUNS

The humblest weapon on the battlefield, the often-neglected
machine gun can be fired in new optional modes in advanced-
rules play. Like autocannons (see p. 100), machine guns can be
fired against multiple targets or in rapid-fire mode.

Against multiple targets, machine guns use the rules for auto-
cannons. If any of the targets is a conventional infantry unit, after
determining the number of troopers eliminated (see Burst-Fire
Weapon Damage Vs. Conventional infantry Table, see p. 217, TW),
divide the value in half (round down) to minimum of 1.

When rapid-firing, use the optional rule below.

Rapid-Fire Mode

A machine gun may be modified to fire at a much higher rate
than normal, chewing up huge amounts of ammunition but
significantly increasing the weapon’s damage potential. The
controlling player must mark any machine guns to be used in
rapid-fire mode on the record sheet at the beginning of the game,
and the weapons must be rapid-fired for the entire game.

Each time the weapon is rapid-fired, roll 1D6 to determine the
heat generated. This number also becomes the damage inflicted
by the weapon if it hits (it is possible for a burst to inflict only 1
point of damage). Each rapid-fire burst uses a number of rounds
equal to the damage it inflicted x 3.

Rapid-fire machine guns do not inflict increased damage on
conventional infantry.

Light and Heavy Machine Guns: For light machine guns, the
damage and heat is 1D6 -1 (to a minimum of 1); for heavy ma-
chine guns the damage and heat is 1D6 +1.

Machine Gun Array: Machine Guns cannot be fired in rapid-fire
mode when fired as part of a Machine Gun Array (see p. 137, TW);
for Machine Guns in an array to use rapid-fire mode, the Machine
Gun Array must be shut off, or destroyed.

MISSILES

The minimum range of LRMs and ATMs in the standard rules
reflects the time it takes for the internal guidance systems to lock
on to targets and for the explosive payloads to arm. Hot-loading
enables a player to arm his LRM or ATM warheads before firing
the missiles.

Because a 'Mech’s ammo bays are enclosed during battle, LRMs
and ATMs must be hot-loaded before a scenario.

o



The controlling player must indicate which ammo slots are
“hot-loaded” on the ‘Mech’s record sheet before play begins.
Because vehicles have crews that can set up LRMs or ATMs
to be hot-loaded during battle, a player controlling a vehicle
can announce hot-loading during the End Phase of a turn.
After the End Phase of the following turn, any of the vehicle’s
LRM or ATM launchers can be set to fire hot-loaded missiles.
A player may follow the same procedure to switch back to
normal firing mode.

Minimum-range modifiers do not apply to hot-loaded LRMs
and ATMs. However, hot-loaded LRMs and ATMs are not as ac-
curate as standard missiles. When resolving damage from a
flight of hot-loaded LRMs or ATMs, the attacking player rolls
3D6. Add the two lowest die results together to determine hits
on the Cluster Hits Table.

Because hot-loaded LRMs and ATMs are fully armed in
the launcher, any critical hit to the launcher triggers a mis-
sile explosion that destroys all of the launcher’s critical slots.
Also, the body location of the launcher takes damage equal
to the maximum potential damage of the missile flight. For
example, an exploding hot-loaded LRM 10 launcher causes 10
damage points to the internal structure of the location where
it's mounted. Any time a hot-loaded missile launcher explodes,
the controlling player must roll 2D6. On a result of 2 through
5, the destruction of the launcher triggers an ammunition ex-
plosion in a single ammunition slot in that location (randomly
determined), if any exist in that location. Note that vehicles
store their ammunition in the “body” away from where the
actual launchers are mounted and so this roll is never made
for a vehicle.

Equipment: All missile-related equipment still apply all their
standard modifiers when using this rule, such as Artemis-1V, -V,
NARC and TAG munitions and so on. Smoke and illumination
rounds are also un-affected by hot-loading missiles.

Mine Clearing: Mine-clearing attacks are unaffected by
this distinction.

Vehicle Crews: If a vehicle has a crew of 1, it cannot make
use of hot-loaded LRMs unless they are designated as such
before the start of the game.

PARTICLE PROJECTOR CANNON (PPC)
The following provide optional rules for PPC use.

Disengaging Inhibitor

Advanced rules for particle projector cannons allow players
to disengage the weapon’s field inhibitors if they so desire.
The field inhibitors restrict the dangerous charged-particle
feedback produced when a PPC is fired, but also prevent the
weapon from firing accurately at targets closer than minimum
range. Disengaging a PPC’s field inhibitor removes the mini-

mum range modifier, at the risk of subjecting the firing unit to
particle feedback.

To disengage a unit’s PPC inhibitor, a player must declare
the inhibitor disengaged during the End Phase of a turn; the
inhibitor will stay disengaged until a player announces during
a subsequent End Phase that it is re-engaged. The standard
minimum-range modifier does not apply to that attack; oth-
erwise, the player makes his to-hit roll per standard rules. The
player must then roll 2D6 and compare it to the PPC Feedback
Table, below, to determine if the shot causes particle feedback.
If the result is less than the safe level shown above, the first
unmarked PPC critical slot is destroyed and the ‘Mech takes
additional damage equal to the Damage Value of the PPC
(as well as capacitor, if the PPC is connected to one and it
is charged) to the internal structure of the body location in
which the weapon was mounted, even if the Expanded Critical
Damage rules (see p. 75) are in effect. CASE will stop damage
transfer, but the MechWarrior will always take two pilot hits.

Aerospace Fighters: The damage is applied to the armor
location; if the damage destroys the armor, then any remain-
ing damage is halved (rounded down) and applied to the SI,
per standard damage transfer rules.

Large Craft: Large Craft cannot disengage a PPC inhibitor.

Overcharging

A unit can intentionally override the safeguards on a par-
ticle projector cannon and overcharge the PPC. However, this
dangerous move can have unexpected consequences and
automatically results in damage inflicted on the PPCitself.

At any time before firing the weapon, the player announces
he is overcharging it. When the controlling player makes
a weapon attack with an overcharged PPC, he or she rolls
a number of dice equal to the type of PPC fired, based on
the Overcharging PPC Table (below). The player rolls those
dice and adds the results together. This value is added to the
standard Damage Value and heat generated by the weapon
that turn.

The weapon automatically takes a critical hit (applied to the
topmost unmarked critical slot) when it is overcharged. Ad-
ditionally, the player then compares the original die roll result
to the Feedback Table. If the player rolled only a single die,
consult the“3 or more hexes” row; if the player rolled two dice,
consult the“2 hexes”row; if the player rolled three dice, consult
the “1 hex” row. If the result of the die roll is less than or equal
to the relevant number, the PPC catastrophically explodes; use
the rules under Disengaging Inhibitor (at left) for determining
the damage caused by such an explosion (damage applied to
the unit is equal to the total Damage Value of the overcharged
PPC; the only difference is that instead of a single critical hit,
all of the weapon’s critical slots are marked off).

Target Distance Avoid Feedback On
1 hex 10+
2 hexes 6+
3 or more hexes 3+

Weapon Type Dice Rolled
Light PPC 1D6
PPC, ER PPC, Snub-nose 2D6
Heavy PPC 3D6
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PPC Capacitor: Overcharging can be used with a PPC capacitor,
but regardless of whether or not an explosion occurs, in addition
to the single critical hit applied to the PPC, the PPC capacitor slot
is marked as destroyed.

RETRACTABLE BLADE

In Advanced Rules retractable blades have a deadly, if risky at-
tack. Anytime a ‘Mech with a retractable blade that is retracted
successful punches, the controlling player can immediately
announce that he is extending the retractable blade. This auto-
matically inflicts a possible critical hit in the location successfully
struck by the punch attack (this additional possible critical hit is
regardless of whether internal structure was damaged or not); the
player rolls on the Determining Critical Hit Table, if a ‘Mech, or the
appropriate Vehicle Critical Hits Table, if a vehicle. In the case of a
successful punch against a battle armor unit, a critical hit means
the trooper inside the suit struck is automatically eliminated. How-
ever, the controlling player must immediately roll 2D6. On a result
of 104, the blade is destroyed (mark off the topmost critical slot).

Under standard rules, though a ‘Mech’s heat level can rise above
30, it has no additional effect on the ‘Mech beyond the power
plant shutdown at 30 Heat Points, though the excess heat makes
it take longer to restart the ‘Mech. The following rules add addi-
tional effects to the heat scale above 30 points. This is important
because many modern and especially advanced ‘Mech designs
can build up far more than 30 heat points. With this optional rule,
such extreme heat levels can have dire consequences.

For ease of use, the Expanded Heat Scale is included on the
Advanced 'Mech Record Sheet at the back of this book.

AVOIDING SHUTDOWN

The Expanded Heat Scale shows some shutdown-avoid num-
bers higher than 12. The following optional rule is recommended
for use in conjunction with the new heat scale, but can be used
in any game.

The controlling player of a unit can make a Piloting Skill Roll
to avoid shutdown, because a skilled pilot would know how to
override shutdown. To find the base target number, find the ap-
propriate Avoid Number under the Heat Data and apply a -5. Then
apply a final modifier based upon the skill of the pilot as shown
on the Avoid Shutdown Pilot Skill Rating Modifiers Table. For ex-
ample, at a heat level of 34, for a Veteran Pilot, the final Modified
Target Number would be 8 [14 (34 heat level avoid number) -5
(standard modifier) -1 (veteran pilot) = 8].

Pilot Skill Rating Modifier
6-7 +1
4-5 +0

2-3 -1

Heat Points  Effects

50 Shutdown

49 -9 Movement Points

48 +7 modifier to fire

47 *Pilot damage, avoid on a result of 12
46 Shutdown, avoid on a result of 20+

45 Ammo explosion

44 **System failure, avoid on a result of 10+
43 -8 Movement Points

42 Shutdown, avoid on a result of 18+

41 +6 modifier to fire

40 Ammo explosion, avoid on a result of 12
39 *Pilot damage, avoid on a result of 10+
38 Shutdown, avoid on a result of 16+

37 -7 Movement Points

36 **System failure, avoid on a result of 8+
35 Ammo explosion, avoid on a result of 10+
34 Shutdown, avoid on a result of 14+

33 +5 modifier to fire

32 *Pilot damage, avoid on a result of 8+

31 -6 Movement Points

30 Shutdown, avoid on a result of 12+

*If the Avoid Roll fails, the pilot takes 1 point of damage. If the ‘Mech has suffered
a Life Support critical hit, this damage cannot be avoided, and is added to dam-
age normally suffered (see p. 127, TW).

** Extreme heat levels can cause critical damage to the ‘Mech. If the Avoid Roll
fails, roll a hit location on the Front column of the ‘Mech Critical Hit Table and
apply a single critical hit to that location. Determine the slot hit normally.




REROUTING HEAT SINK COOLANT ("MECHS ONLY)

Heat sinks networks are designed to cool the entire ‘Mech,
offering maximum flexibility at the expense of efficiency. It is
possible to re-route the coolant flow from the cockpit controls,
sending more coolant to a specific item of equipment, but
denying that coolant to the rest of the ‘Mech's systems. This is
called linking the heat sink.

When sufficient numbers of heat sinks are linked to the item
of equipment, the item is treated as generating slightly less
heat than normal, representing a boost in efficiency. To gain
this improvement, first calculate the reduced heat output of
the item. The heat load reduction is calculated as follows: an
item that generates 10 or more heat points when activated (i.e.
a PPC, a fusion engine with 2 critical hits and so on) has its heat
reduced by 2 points; an item that generates 3 to 9 heat points
when activated (i.e. a medium laser, a fusion engine with 1
critical hit, a Inner Sphere large pulse laser, and so on) has its
heat reduced by 1 point; items that generate 0 to 2 points of
heat (i.e. machine guns, undamaged fusion engines, and so
on) do not have their heat reduced.

This reduced heat does not take effect until sufficient heat
sinks have been linked to completely handle the reduced
heat load. For example, a MechWarrior trying to link double
strength heat sinks to an ER PPC would not receive the ben-
efits of the linked heat sinks until 7 DHS were linked to the
one weapon.

Heat sinks linked to an item cannot be used to handle heat
from other heat sources. A heat sink linked to the engine can
dissipate heat from non-jumping movement as well as heat
generated by engine critical hits; jump jets must have heat
sinks linked to each jump jet individually.

During the End Phase, a player may announce an attempt
to link a heat sink. The player makes a standard Piloting Skill
Roll, applying all standard modifiers. Only one heat sink may
be linked in this fashion per End Phase. Additionally, the
heat sink must appear on the Critical Hit Table (heat sinks
not shown on the Critical Hit Table are integral to the engine,
and so cannot be re-routed to specific systems.) A successful
Piloting Skill Roll routes the coolant from that heat sink to one
desired component: the engine, one jump jet, or one weapon
or other heat-generating component. Mark the link in pencil
on the Critical Hit Table.

A failed attempt has no effect. If using the Fumble rule (see
p. 75), a fumble actually ruptures a coolant line, recorded as
a critical hit against the heat sink the controlling player was
attempting to link.

Ending a link similarly is performed one heat sink per
End Phase, but success is automatic; no Piloting Skill Roll is
needed.

Coolant Pod: Coolant Pods (see p. 303) do not affect linked
heat sinks, as they are outside the normal coolant distribution
network.

Critical Hits: If the item a heat sink is linked to is destroyed,
the player must reroute any linked heat sinks, using the rules
above, before those heat sinks can be used again.

HEAT SINK COOLANT FAILURE

Despite the wonders of technology and solid maintenance,
push a ‘Mech’s heat too far and venting for emergency pres-
sure relief and evaporative cooling results in a reduction of

coolant inventories to dangerous levels. In some cases, the
heat burden reduces the efficiency of heat sinks in a vicious
cycle of overheating and efficiency reduction, until the ‘Mech
is barely able to cool itself. As a result, in extended battles,
BattleMechs may need external cooling assistance and cool-
ant replenishment of a coolant truck to get their heat levels
under control.

During the End Phase of any turn in which a unit has Heat
5 or higher (meaning heat is being tracked on the Heat Scale
that has inflicted some type of modifier), the player rolls 2D6
and applies the modifier from the Heat Sink Coolant Failure
Modifier Table based on that level of heat to the die roll re-
sult. If the modified result is 10 or higher, a breakdown in the
‘Mech’s coolant efficiency has occurred. The total heat dissipa-
tion capacity of the ‘Mech is reduced by 1, starting during the
Heat Phase of the following turn.

This is not a critical hit applied to a given heat sink, and so
it must be tracked separately. A unit can lose both heat sinks
due to damage, as well as multiple strikes against its total
heat dissipation from multiple failures of this d<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>