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\WARRIOR DATA
Name:
Type: Gunnery Skill: Piloting Skill:
Moven:lent Points: Tonnage: HitsTaken[ 1121 3141516
Walking: - Tech Base: Consciousness#| 3 | B | 7 | 10|11 |Dead
Running: Clan D Name:
Sprinting: Inner Sphere g Gunnery Skill: Piloting Skill:
Jumping: Mixed D HitsTaken[ 1] 21 31 4] 5] 6
- i Dead
Weapons & Equipment Inventory (hexes) Consciousness# | 3 | S| 7 |10/11[pea
. Cockpit Type: Dual Cockpit D
Gty Type Loc Ht Dmg Min Sht Med Lng Standard O command Console 0O
N —_— —_ — — Small Torso Mounted D
- —— I [ SN g,
- - - - NOTES Armor Type: N\
—_ _—— _—— = - Internal Structure Type: Standard (S) (]
J— —_ —_— Standard (S) D Ferro Fibrous (FF) D
Endo-Steel (ES) D Ferro-Lamellor (FL) D
- - - - - Endo-Composite (EC) (JJ Light Ferro Fibrous (LF) ()
—_ _—— _— - —— - Reinforced (R) D Heavy Ferro Fibrous [HF]D
— - — e = — Composite (C) O steatth s O
Industrial (1 O Hardened (H) O
- - - - - Gyro Type: Reactive (R) D
—_— —_— -_ — — Standard D Laser Reflective (LR) D
J— —_ _ — — — Compact D Heavy Industrial (HI) D
_ - - Heavy Duty D Industrial (1) D
LRM Status: Standard (J Hot Loaded (O X O commercial () (] Left Right
Heat Sink Type: Torso Rear Torso Rear
\ Cost: BV: Single D Compact D ( ) )
\ / \Dauble D Laser D/ _— i
/ \ Heat
CRITICAL HIT TABLE
Head Turret \
Left Arm 1.0 Life Support nght Arm
1.0 Shoulder 2.0 Sensors 1.0 Shoulder
2.0 Upper Arm Actuator 3.0 Cockpit 2.0 Upper Arm Actuator
1-3 3.0 Lower Arm Actuator 4.0 13 3.0 Lower Arm Actuator
" 4.0 Hand Actuator 5.0 Sensors " 4.0Hand Actuator
5.0 6.0 Life Support 5.0
6.0 Full Head Ejection System (J 6.0
10 Cen;er Torso 10
2.0 1.0 Engine 2.0
3.0 2.0 Eng!ne 3.0
4-6 4.0 1-3 3.0 Engine 4-6 4.0
5.0 4.0 Gyro 5.0
6.0 5.0 Gyl"O 6.0
6.0 Gyro
1.0 Gyro
T t i H Ti t
Left Torso "{f° 2.8 Enaina Right Torso "{}°
1.0 4-6 4.0 Engine 1.0
2.0 5.0 2.0
3.0 ’ 3.0
13 6.0 1-3
4.0 4.0
a0 4.0 HEAT DATA
6.0 Engine Hits O QO 6.0 Heat Sinks:  QOOQOQQ000000 [2
— 833388858 |
2.0 Sensor Hits QO 2.0 Heat o Bt oy 2L
. evel* ects evel* ects (cont. ECa
46 39° Life Support O 4.6 3° 33 +5 Modifier to Fire 50 SHUTDOWN -
4.0 4.0 32 Pilot Damage, avoid 49 -9 Movement Points —
5.0 5.0 on 8+ ) 48 +7 Modifier to Fire
' . 31 -6 Movement Points 47 Pilot Damage, avoid | 16 _]
6.0 6.0 30 Shutdown, avoid 12+ on 12+ 5*
28 Ammo Exp. avoid on 8+ | 46 Shutdown, avoid 20+ a4+
26 Shutdown, avoid on 10+ 45 AMMO EXPLOSION EEa
25 -5 Movement Points 44 System Failure. avoid -
24 +4 Modifier to Fire on 10+
H 23 Ammo Exp. avoid on 6+ | 43 -8 M tt Paints u
Left Leg Right Leg 23 Shutdown, avoid on 8+ | 42 Shutdown, avoid 18+ T
1.0 Hip ™ 1.0Hip ?g :1 MovEment P_gim‘,s4 38] Z\B ModEiﬁer to Fidre 19
. 3 -+ *
2.0 Upper Leg Actuator 2.0 Upper Leg Actuator 18 Sr:ﬂrgé%wﬁe avod on 6+ | 38 Piot ¢ DDar:gg:YE;vu?g ;
3.0 Lower Leg Actuator GAMES 3.0 Lower Leg Actuator 17 +3 Modffier to Fire on 10+ 6
15 -3 Movement Points 38 Shutdown, avoid 16+ =
4.0 Foot Actuator 4.0Foot Actuator 14 Shutdown, avoid on 4+ | 37 -7 Movement Paints =
5.0 5.0 13 +2 Modifier to Fire 36 System Failure. avoid =
Damage Transfer 10 -2 Movement Points on 8+
6.0 Diagram 6.0 8 +1 Modifier to Fire 35 Ammo Exp. avoid on 10+ 2
\ 9 / 5 -1 Movement Points 34 Shutdown, avoid 14+ /
(8]
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ADVANCED FOUR-LEGGED 'MECH RECORD SHEET XES
/—\ fe)s)
'MIECH DATA WARRIOR DATA ——
. Name: 000000 '
Type: Gunnery Skill Piloting Skill H98883 Right
Movement Points: Tonnage: HitsTaken[ 1] 21314151 6 Torso %0008 TOPS]O
Walking: Tech Base: Consciousness# | 3 | 5 | 7 | 10|11 |Dead oo | 8] eooaco [9
Running: Clan g Name: o0 | O %%8 o
Sprinting: Inner Sphere (] Gunnery Skill: Piloting Skill: S S 1% COg00 55
Jumping: Mixed a HitsTaken[ 1] 21 314151 6 88 88 88
- i Dead
Weapons & Equipment Inventory (hexes) Corenese? 3 "Z IZ k1t0 i e?:l 38 188 88
) ockpit Type: ual Cockpil
Gtv TVPe Loc Ht Dmg Min Sht Med Ll‘lg Standard D Command Console D 88 88 88
N _ —_ — — Small Torso Mounted D jole] Q0 Q0
. [o]e} Q0 Q0
_ o o Auto Eject: (m), 88 88 88
— - - — — / N\ [o]e} o0 00
NOTES Armor Type: \ [e]e) (o]} [e]@)
- i -_ - — Internal Structure Type: Standard (S) D 80 88 L 88
_ - o Standard (S) D Ferro Fibrous (FF) D 08 000 000
Endo-Steel (ES) D Ferro-Lamellor (FL) D OO [e]e)e} [e]e]e]
- - - - — Endo-Composite (EG) (J Light Ferro Fibrous (LF) () 9]¢} Left i
—_ _—— _— — — - Reinforced (R) D Heavy Ferro Fibrous [HF]D e nght
_ _ _ o _ _ Composite (C) O steattn (s7) ()] Left Rear Leg Rear Leg Right
Industrial (1) O Hardened (H) (] Front Leg () Front Leg
- - - — Gyro Type: Reactive (R) D [_] o) 00000 [ ]
—_— —_— -_ — — Standard D Laser Reflective (LR) D 88888 -
- —_ —_— Compact D Heavy Industrial (HI) D O0000
_ - - Heavy Duty D Industrial (1) D Left 88888 Right
LRM Status: Standard () Hot Loaded (O f";at ik Type: O Commercial (C) (] Torso Rear \OOOO 88888 Torso Rear
\ Cost: BV: Single D Compact D [_] 00000 [_]
\ / \Double O veser D/ Center Torso Rear [ )
/i \ — Heat
CRITICAL HIT TABLE INTERNAL STRUCTURE DIAGRAV J04
Head Tupmet ) cale
1.0 Life Support _:?ight
2.0 Sensors orso
3.0 Cockpit (] 50
4.0 . — wEa
Left Front Leg 5.0 Seneore Right Front Leg TP a5
1.0 Hip 6.0 Life Support 1.OHip 83888 ——
2.0 Upper Leg Actuator Full Head Ejection System (J 2.0 Upper Leg Actuator 0000 25 |
3.0 Lower Leg Actuator Center Torso 3.0 Lower Leg Actuator 8888 . zz
4.0 Foot Actuator . 4.0Foot Actuator 0000 Right 43
5.0 1.0 Engine 5.0 ©oo Front Leg [ae=
’ 2.0 Engine ' Y &L
6.0 ' 6.0 A0
3.0 Engine [_] o [_] —39?
1-3 4.0 Gyro g EEE
5.0 Gyro % 37
6.0 Gyro Left %o Right [2&
1.0 Gyro Rear Leg O((DD Rear Leg gg:
Left Torso ™f* ~ 29Enaine Right Torso & | ) Jos S -
1.0 4-6 4.0 Engine 1.0 o5 55
O s
13% 6.0 13% 27
.0 .0 56 |
a0 2.0 HEAT DATA ma
6.0 Engine Hits O QO 6.0 Heat Sinks:  OOQQ0000000 | E za
— 5 SRR
2.0 Sensor Hits QO 2.0 Heat, e Bt e o oy 2L
. vel* el vel* s (cont. o]
4-6 3.0 Life Support O a4-6 3.0 33 +5 Modifier to Fire 50 SHUTDOWN
4.0 4.0 32 Pilot Damage, avoid 49 -9 Movement Points —
5.0 5.0 on 8+ ) 48 +7 Modifier to Fire
31 -6 Movement Points 47 Pilot Damage, avoid | 16 ]
6.0 6.0 30 Shutdown, avoid 12+ on 12+ 5
2ot o | ez | O
utdown, avoid on H+ Q*
25 -5 Movement Points 44 System Failure. avoid =
mmo . avoid on o+ = jovement oIn
LEft Rear Leg nght Rear Leg 22 ShutdownF.) avoid on 8+ [ 42 Shutdown, avoid 18+ o
1.0 Hip ™ 1.0 Hip 20 -4 Movement Points 41 +6 Moadifier to Fire S
19 Ammo Exp. avoid on 4+ | 40 Ammo Exp. avoid on 12+ *
2.0 Upper Leg Actuator 2.0 Upper Leg Actuator 18 Shutdown, avoid on 6+ |39 Pilot Damage, avoid 7
3.0 Lower Leg Actuator GAMES 3.0 Lower Leg Actuator 17 +3 Madifier to Fire on 10+ 6
) : 15 -3 Movement Paints 38 Shutdown, avoid 16+ =
4.0 Foot Actuator 4.0Foot Actuator 14 Shutdown, avoid on 4+ | 37 -7 Movement Points v:
5.0 5.0 13 +2 Modifier to Fire 36 System Failure. avoid -
Damage Transfer 10 -2 Movement Poaints on 8+
6.0 . 6.0 8 +1 Modifier to Fire 35 Ammo Exp. avoid on 10+ 2
\ Diagram / \5 -1 Movement Points 34 Shutdown, avoid 14+
5]
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ADVANCED GROUND VEHICLE RECORD SHEET

et e mata \
VEHICLE DATA

{ CREW DATA

Crew:

Type:
Movement Points: Tonnage:
Cruising: Tech Base:
Flank: Clan a
Movement Type: Inner Sphere D
Engine Type:

Gunnery Skill: Driving Skill:

Commander Hit Driver Hit

Modifier to all Skill rolls Modifier to Driving
Skill rolls

Weapons & Equipment Inventory (hexes)

Gty Type Loc Dmg Min Sht Med

)

{ CRITICAL DAMAGE Jmmm

Lng Front Turret Locked D Engine Hit D

Rear Turret Locked

c

<]

£

- <
Sensor Hits 2J(+3 @ P

Motive System Hits E

- Stabilizers £
- Front D Left D Right D 9

Rear D Ft. TurretD Rr. Turret D/
NOTES

N\

O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
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O
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ARMOR DIAGRAM

Front Armor

Rear Armor

)
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o}
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o| &
o I
ol &
Sl z
03
ol S
OA
o
sl L
o}
o
o}
o}
o
o}
GAMES

{ GROUND COMBAT VEHICLE HIT LOCATION TABLE  }

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR SIDE§ 2-5 No effect
2* Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MP, +2 modifier to all
4 Frontt Reart Sidet Driving Skill Rolls
5 Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side +3 modifier to all Driving Skill Rolls
7 Front Rear Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Vehicle is immabile.
9 Left Sidet Right. Side Reart Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Hit from rear +1 Tracked, Naval +0
" Turret, Turret Turret Hit from the sides +2 Wheeled +2
12* Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofail +3
WIGE +4

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical

12 (or 8 for side attacks), apply damage normally to the armor in that section.
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192 in Total Warfare for more information).
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

1The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

\

hit on the vehicle. For each result of 2 or
The attacking player then automatically rolls

/ \

{ MOTIVE SYSTEM DAMAGE TABLE )

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
maodifier can only be applied once. For example, if a roll of B-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced
to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while
over a Depth 1 or deeper water hex, it sinks and is destroyed.

/

 CROIIND COMBAT VEHICIE CRITICAl L tari .\

GROU

2D6 Roll FRONT
2-5 No Critical Hit
6 Driver Hit
7 Weapon Malfunction
8 Stabilizer
9 Sensors
10 Commander Hit
11 Weapon Destroyed
12 Crew Killed

COMBAT VEHICLE CRITICAL HITS TABLE

LOCATION HIT
SIDE
No Critical Hit
Cargo/Infantry Hit
Weapon Malfunction

REAR
No Critical Hit
Weapon Malfunction
Cargo/Infantry Hit

Crew Stunned Stabilizer
Stabilizer Weapon Destroyed
Weapon Destroyed Engine Hit
Engine Hit Ammunition**
Fuel Tank* Fuel Tank*

*|f Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.

**|f Combat Vehicle carries no ammunition, treat this result as \Weapon Destroyed.

TURRET
No Critical Hit
Stabilizer
Turret Jam
Weapon Malfunction
Turret Locks
Weapon Destroyed
Ammunition**
Turret Blown Off

© 2008 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.

Permission to photocopy for personal use.



ARMOR DIAGRAM
CLASSIC L ARMOR DIAGRAM 2
I B I . n BAR:
B 111-ET ECHH Turret /0000
I N . [ | Armor OOOOOO

OO00000
(__) )\ 50000
ADVANCED V.T.0.L. RECORD SHEET 900
{VEHICLE DATA ) ( 0005
QOOQOQOQOCN Front Armor
VEHICLE DATA CREW DATA 88888888 L
Mgve.nTenT: Points: Tonnage: Gunnery Skill: ___ Driving Skill: ___ 008§§§§§§800
rusing: Tech Base: Co-Pilot Hit Pilat Hit lelolo) VeleleleYZelele]
Flank: Clan (] Modifier to all To-Hit rols Modifier to Driving Rotor
i —_ ; Q000 0000
Engine Type: Inner Sphere (] Skill rolls Q000|999 |OOOQ|| Armor
— 23818813550 <O
Weapons & Equipment Inventory . (hexes) /4 CRITICAL DAMAGE H | 5 | 5 o oo o o | o |
Gty Type Loc Dmg Min Sht Med Lng
Flight Stabilizer* Engine Ht (J 000|0o|o 1000
— — —— — I loJolo] s el (}e}e)
urret Locked D 000 olo lele)e) -
— _— - = = = i 7 [1\0Q% ool &
_ - Sensor Hits @ | 88 olo 88 %
Stabilizers ot (o) [0} P
- - - - - = = Front [J Left [J Turret (J ‘g ©210[0)Q0 g
- - - - - - = Rear ([J Right (J c (e)o) >
- -_——- - - - *Move at Cruising speed only / g o0 g
ﬁ wn OOO =
- - - - - = NOTES \ & 808 r
- - - - - - = - 00 -
- - - - - - = OOO
—_ —_——_— —_— —_- —_ = OOO
OOO
- - - - - - = OOO
\ Cost: BV / \ p. Re?r‘ Ar']mor' GAMES
/4 \ /4 \
VTOL COMBAT VEHICLE HIT LOCATION TABLE VTOL ELEVATION TRACK
ATTACK DIRECTION
2D6 Roll FRONT REAR SIDE (~ =)
2 Front (critical) Rear (critical) Side (critical) Turn 112]13[4]5]8]7]8]|2[O"1]12]13]14]|15
3 Rotorst Rotorst Rotorst X
4 Turrett Turrett Turrett \Elevatlon )
5 Right Side Left Side Front
6 Front Rear Side
7 Front Rear ] Sidg
s Lo g Side Side [eriical) (Turn 16/17|1819]eol21[eafes|e4les(es[p7[eslpslE0)
10 Rotorst Rotorst Rotorst N
11 Rotorst Ratorst Rotorst \Elevatlon )
12* Rotors (critical) Rotors (critical)t Rotors (critical)t
\ /
*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the VTOL. For each such attack, apply , \
EE?E%EHI?:N‘?ELI}Y tz tlhe armor in that section. The attacking player then immediately rolls once on the VTOL Combat Vehicle PHYSICAL ATTACKS AGAINST VTOL VEHICLES TABLE
fDamage Value / 10 (round up); see Rotor Hits, p. 197, Total Warfare. Additionally, damage to rotors slows down the DIFFERENCE IN LEVELS TYPES OF PHYSICAL ATTACK ALLOWED
VTOL. Each hit reduces the VTOLs Cruising MP by 1, meaning that the controlling player must also recalculate Flank MP; -1 or lower None
multiply the new Cruising MP by 1.5 and round up. As with all damage, such movement penalties do not apply until the end 0 All except Punch
of the phase in which the damage occurred. 1-2 All except Kick
1 If the VTOL has no turret, a turret strike hits Rotors{ 3 Club and Physical Weapons only
a4+ None

\ / \ /

VTOL COMBAT VEHICLE CRITICAL HITS TABLE

LOCATION HIT
2D6 Roll FRONT SIDE REAR ROTORS TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Co-Pilot Hit Weapon Malfunction Cargo/Infantry Hit Rotor Damage Stabilizer
7 Weapon Malfunction Cargo/Infantry Hit Weapon Malfunction Rotor Damage Turret Jam
8 Stabilizer Stabilizer Stabilizer Rotor Damage Weapon Malfunction
9 Sensors Weapon Destroyed Weapon Destroyed Flight Stabilizer Hit Turret Lock
10 Pilot Hit Engine Hit Sensors Flight Stabilizer Hit Weapon Destroyed
11 Weapon Destroyed Ammunition** Engine Hit Rotors Destroyed Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Rotors Destroyed Turret Blown Off

*Only if the VTOL has an ICE engine. For VTOLs with fusion engines, treat this result as Engine Hit.
(*If the VTOL carries no ammunition, treat this result as \Weapon Destroyed. /

© 2008 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
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ARMOR DIAGRAM

I I = . n BAR: Front Armor
B LETE -1 )
1 ™ mm Gl
50338533850
0000000000000
LARGE NAVAL VESSEL RECORD SHEET £2350900000000000N,
/, \ /, DOOOOO00000000000000
VEHICLE DATA CREW DATA )\ 53999933909000300099%
Tvoe: . 000000000000000000000000
ype: Crew: Life Boats: 00000000000 00O00000000000
ints: . Gunnery Skl Driving Skill: DOOOO065000000665000000660
Movement Points: Tonnage: v = g =k fole/slelolo s slols s sole s e lols s]slele s slolelels!
Cruising: Template: _ 0000000000000000000000000000
Flank: Tech Base: HisTaken |1/ 2[314]15|6 0000000000000000000000
- [0]0), N0[0/0/0/0/0/0/0/0/0/0/0/0/0/0/0/0/0]00V g0'c.
Movement Type: Clan a Modifier [+1] +2| +3| +4| +5|incp. 0000 NLOOO00OO00OO0O00 0000
. 000000 OO0000O00000 000000
Engine Type: Inner Sphere D J/ OOO0000OONLOO0OO0OOOOO 00000000
W S Eoui - " m : / 9253935353000 00 3939393933
eapons quipment Inventory exes N\ 0000000000 [POOOJOOOO GEEOCOO000
Qt ; CRITICAL DAMAGE 0000000000 [OOOOJOOOO] COOOOO0000
y Type Loc Dmg Min Sht Med Lng —_ BYevels! fatatatel el
Engine Hit a | 0000000000 |33AABAAA] 9000000000 ‘%
- _——_——— — - - 0000000000 0000000000
Sensor Hits @@@ —10000000000 [COOOJOOOC0] 3300000000 )
- - - - - = Turret 1 Locked (J Turret 2 Locked (J | & |©900000000 8888 8888 00000000001 2
— —_— e — = 0000000000 0000000000
Turret 3 Locked (J Turret 4 Locked (J E 0000000000 |5 000000 0] 2000000000 ;
—_ _—— — —_ —_ = 0000000000 0000000000
Turret 5 Locked DTurret 6 Locked D f, 0000000000 [POOOJOOO 3660063000 3
- _— == = = Turret 7 Locked (J Turret 8 Lacked (J | § 00000600000 JOOOOJO0O0] 6600000000 &
— - Stabil £ | 0000000000 JOOOOJO OO 0] 0000000000] =
tabilizers L 10000000000 [6600lo00 0] 00coocoocoocof ™
— —_— e = = = = Front (] Left O right O | & 9900000000 [5553|55603| 9900000000
— —_— = = = = Rear [J Turret 1(J Turret 2 (J | ~ | 00066666606 OOOOJOOO0| 6660000000|
T 0000000000 [OOOOJOOOO] COOOOO0000
- - - - - — urret 3 () Turret 4 (] Turret 5 (] 0000000000 |6000lo 00| 0000000000
_ —_ —_ o — Turret B D Turret 7 D Turret 8 D OO0000O0000 OOOO OOOO OO0000O0000
0000000000 0000000000
— —_—— - = = -] —_——\ / 0000000000 [COOOJOOOO] GEOO0O0000
_ . —— — _1/ \ 0000000000 JOOOOJOOO O] COOOOOOO00
NOTES \ 0000000000 JOOOOJOOOO] COOOO00000
—_ _—— — —_ —_ = 0000000000 l0000lo 00 0] 0000000000
- _—_— == = = 5000000000 [POQOIPOON 666600000
_ o 0000000000 JOOOOJOOOO| 6COOOOOO000
0000000000 J0OOOlOOO O] ©CCO00O0000
— —_— e — — = 9000000000 I55650J0000| 229990000
0000000000 POOOJOOOO 5OO0000000 °§
Cost: BV: 0000000000 [OOOOJOOOO| COO0000000] =
\ /' \ / —|essecseosooncionont seoceocee)
[
Turret 1 Armor Turret 2 Armor Turret 3 Armor Turret 4 Armor § | 0000000000 [POOAVOONY 6600000000 2
. L) ¢ ¢ ) EooooooooooOOOOOOOOoooooooooo:(>
— — — — & 9900000000 [5000j0000| 0000000000] &
5000000000000 /0000000000000 0000000000000 0O000000000000 o OOOOOOOOOOOOOOOOOOOO ‘elolele) elelele OOOOOOOOOOOOOOOOOOOO 3
000000000000000]  [0O0000000000000)  [EOO000000000000)  [00000000000000L & | 3333333304 IOOAlOOOA 33aaaaaaaa] &
000000000000000]  JOOO000000000000|  [OOO000000000000]  JOOO000000000000f & | SSFSSTSTTC 5035035035 =
888800000000888 %8880000000088 %8880000000088 000888000000008 pe OO00000000 0022999 0000000000 B
500000000000000]  1855800800000000]  1855850860030000]  185508008000000a] % | 000000000 [ROIROON 566666000
000000000000000|  [000000000000000|  [600000000000000)  [000000000000000] = | ©00000000 JPOOOJOOOOL 00000000 | —
0O0000000000000]  |000000000000000]  |O0O0000000000000|  |[OO0000000000000 000000000 JOOOOJOOO0] COO000000
000000000000000  JOOO000000000000|  |000000000000000  JOOOOOOO000O0000 000000000 |5AGOlB 00| 000000000
000000000000000  JOOO000000000000|  |000000000000000  JOOOOOOO000O0000 00000000 00000000
(000000000000000|  JOOO00O0000000000|  |OO0000000000000l  JOOOOOOOO0000OQ0) 00000000 JROOOIOOOO| GEOOO0000
000000000000000  JOOO000000000000|  |000000000000000  JOOOOOOO000O0000 0000OA. OO0V NOOOOO0O
000000000000000  JOOO000000000000|  |000000000000000  JOOOOOOO000O0000 0000 Z OO0OOOO0 N\ 0000
000000000000000]  I000000000000000]  |©000000000000000]  [OOO000000000000) 060/ OBBOOOEOO0 N.O0O
0000000000 Q000000000 Q000000000 0000000000 (¢] OOOOOOOOOOOOOO O,
(010101010101010)0)0) Q0000000 Q0Q QOO0 0QQQ Q000000 Q0OQ (e]e]0]0]00]0/0]0]0]0)]
(0101010161610)0)0)0) (oJololelelelolol0)e) QOO0 QQQ QOOQOO0QQQOQ OOOOOOOOOOOOOOOOOO
ololelelelololelele] Il [olololele]ololole]e] Il Felolololele]ololole] Il keTelololole o]olole D O000000000000600000
0000000000 |O000000000| Q000000000 [Q00000OQRA 83883338383333833353
[ololelelolelelolele] Il [elololelololelolele] I Kelololelololelelole] Il kelololelololelo ole) 9983858335835583358
[elelelelelelelolele] Hl [oleleleleleloYolole] Ml lololeleloleloleloe] I ololelololololo ot0) R 8R33333593398833C
\ODOOOOOO00O0QY/ \VOOOOOOOO0QY/) \VOOOOOOOO0Y \VOOOOOOOOY) olelelelelele oo ole elele oo ele)
felelole]ole]elelelelelolel0l0le)
Turret 5 Armor Turret 6 Armor Turret 7 Armor Turret 8 Armor 8888888888888880
— ) ) () 85885008500885
/0000000000000 0000000000000 0000000000000\ 000000000
(0O0000000000000)  [0OO00OO00000000)  [OOO0OOOO0000000)  [OOOOOOOOOOO0000 000000000000
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SUPER-HEAVY VEHICLE RECORD SHEET

{VEHICLE DATA )

{ CREW DATA

Type: Crew:
yp
Movement Points: Tonnage: Gunnery Skill: Driving Skill:
Cruising: : ) ] )
ruising Tech Base: Commander H|t Driver Hit
Flank: Clan O Modifier to all Skill rolls Modifier to Driving
Movement Type: Inner Sphere O Skill rolls
Engine Type:

Weapons & Equipment Inventory

CRITICAL DAMAGE JuuuaN

(hexes)
Front Turret Locked D Engine Hit D

Gty Type Loc Dmg Min Sht Med Lng
_ o Rear Turret Locked
Sensor Hits @
Moative System Hits
- - - - - = = Stabilizers
- — — — — — — | |Font (Jree  Jrigt [J
- -_— = - - - Rear DFt.TurretD Rr‘.Tur‘retD/
— —_— = = = e \
— - _ _ _ NOTES \
Cost: BV:
\ / \ /

ARMOR DIAGRAM
Front

Turret Armor

BAR:

Front Armor

m
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£
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i1} 0000000000000 O0O0OO000 |
o [elele/0/0lel0/0lel0/0/el0/0/0l0/0/0l0l0/0l0]
0000000000 000000000000 e
Rear Armor
Rear ( )
Turret Armor ™
) GAMES

\

( SUPER-HEAVY VEHICLE HIT LOCATION TABLE \

*A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 194 in Total Warfare for more information)
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction.

tThe vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192 in
Total Warfare for more information). Apply damage at the end of the phase in which the damage takes effect.

§If the attack hits the front right or left side, all Front side results strike the front armor, while Rear Side results strike the
rear right or rear left side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked.

ATTACK DIRECTION 2D6 Roll EFFECT*
2D6 Roll FRONT REAR FRONT SIDE REAR SIDE 2-5 No effect - . ]
2* Front (critical) Rear (critical) Side (critical)§ Side (critical)§ 6-7 Minor damage; +1 modifier to all Driving Skill Rolls
3 Right Sidet Left Sidet Frontt Reart 8-9 querate_damage; -1 Cruising MP, +2 modifier to all
a4 Frontt Reart Sidet Sidet Driving Skill Rolls
5 Frontt Reart Side Side 10-11 Heavy damage; only half Cruising MP (round fractions up),
6 Front Rear Side Side +3 maodifier to all Driving Skill Rolls
7 Front Rear Side Side 12+ Major damage; no movement for the rest of the game.
8 Front Rear Side (critical)* Side (critical)* Vehicle is immobile.
9 Front{ Reart Sidet Sidet Attack Direction Modifier: Vehicle Type Modifiers:
10 Turret Turret Turret Turret Hit from rear +1 Tracked, Naval +0
11 Turret Turret Turret Turret Hit from the sides ) Wheeled +0
12* Turret (critical) Turret (critical) Turret (critical) Turret (critical) Hovercraft, Hydrofoil +3
WIGE +4

take effect during the

/ \

¢  MOTIVE SYSTEM DAMAGE TABLE )

*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting
a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7
has no additional effect. This means the maximum Driving Skill Roll modifier that can be
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced

to O, it cannot move for the rest of the game, but is not considered an immobile target. In
addition, all motive system damage takes effect at the end of the phase in which the damage
occurred. For example, if two units are attacking the same Combat Vehicle during the
Weapon Attack Phase and the first unit inflicts motive system damage and rolls a 12, the -4
immobile target modifier would not apply for the second unit. However, the -4 modifier would

over a Depth 1 or deeper water hex, it sinks and is destroyed.

Physical Attack Phase. If a hover vehicle is rendered immobile while

/

( SUPER-HEAVY VEHICLE CRITICAL HITS TABLE )

LOCATION HIT
2D6 Roll FRONT SIDE REAR TURRET
2-5 No Critical Hit No Critical Hit No Critical Hit No Critical Hit
6 Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer
7 Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam
8 Stabilizer Crew Stunned Stabilizer Weapon Malfunction
9 Sensors Stabilizer Weapon Destroyed Turret Locks
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed
11 Weapon Destroyed Engine Hit Ammunition** Ammunition**
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off

*|f Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit.
**|f Combat Vehicle carries no ammunition, treat this result as \Weapon Destroyed.
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ADVANCED
CONVENTIONAL INFANTRY
RECORD SHEET

(CLASSIC

I E— T E
BATTILETETIH
L ] [ Gl
CDNVENTIDNAL INFANTRY: PLATOON/POINT 1 \A - — \
rmor Type: Divisor:

Experience:_____ [a0[es[28 |27 [26 |25 [24 [28 [e2 [21 [0 ['s e 7 6 s 2 [e e[ [ole 16 I7 6 I |2 |2 |2 [
Gunnery Skill: ﬁ, ﬁ, ‘, ﬁ, ﬁ, ﬁ,
Anti-Mech Skill: il o o s ol R B o B Bl B o N B B o N R B e R e
Max Weapon Damage *
Notes: RANGE IN HEXES (TO-HIT MODIFIER)
Range 0O 1 2 3 4 5 6 7 8 8 10 11 12 13 14 15 16 17 18 18 20 21
Range Modifier ___ _ _  _ o _
Field Gun Type: Ammo: Disposable Weapon: Ammo:
TDamags 5 Sways anaed B poT \Dispnsable Weapon: Ammo: : Disposable Weapon: Ammo: _ /
\Damage Value groupings \ Movement MP Type: /

CONVENTIONAL INFANTRY: PLATOON/POINT 2 \A - —
rmor Type: Divisor:

Experience: ______ [a0[es[28 [e7 26 |25 [e4 23 [ee [21 [0 'S e [17 |6 5 [2 [e e[ o8 16 [7 16 I5 I |5 |2 |
Sunnery Skt — (R 1B T 10 6 |0 6 0 6 0 0 0 0 O O L L kik
Anti-’Mech Skill: Ficl el e e el el el il ol B o e el il e el B el el e Bl el B Bl e e e e e
Max Weapon Damage *
Notes: RANGE IN HEXES (TO-HIT MODIFIER)
Range o] 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21
Range Modifier ___ _
Field Gun Type: Ammo: Disposable Weapon: Ammo:
\ “Damage s Sways apied T B porT \Dlsposable Weapon: Ammo: Disposable Weapon: Ammo: /
Damage Value groupings
\ Movement MP: Type: /
/4 \\
BURST-FIRE WEAPON DAMAGE VS. CONVENTIONAL INFANTRY TABLE
'MECHS, PROTOMECHS AND VEHICLES " "
Experience BattleMechs* Combat Vehiclest Infantry} Support Vehicles§
WEAPON DAMAGE vs. CONVENTIONAL INFANTRY Level Morale Target Morale Target Morale Target Morale Target
- Green 4 9 10
AP Gauss Rifle 2D6
Light Machine Gun 106 Regular 2 4 6 7
Machine Gun 206 Veteran —S8 2 4 5
Heavy Machine Gun 3D6 Elite —8§ —8§ 2 2
Small/Micro Pulse Laser 2D6 * Includes ProtoMechs and aerospace fighters.
Flamer 4D6 t Includes military conventional fighters, Small Craft and DropShips.
# Includes military Support Vehicles.
BATTLE ARMOR § Includes IndustrialMechs (unless piloted by a military MechWarrior, in which case treat as a Combat
Vehicle) and all civilian ae}rospace_units.
WEAPON DAMAGE vs. CONVENTIONAL INFANTRY §§ See Infernos and Cruise Missile Attack (p. 277).
Light Machine Gun 1D8/2 [r‘ound Llp] SPECIAL SOURCE MODIFIER [ALL]
Machine Gun 1D6 Inferno +1/+3*
Heavy Machine Gun 2D6 Cruise Missile +2
Flamer 3D6
Light Recoilless Rifle 1D6 *The modifier to the left of the slash is for all non-infantry units, the modifier to the right of the slash for
Medium Recoilless Rifle 2D6 infantry.
H Recaill Rifl 2D6
Li;ﬁ‘t'yM e press ATTACK SOURCE MODIFIER (INFANTRY ONLY)
Heavy Mortar 106 Bat_tIeMech in LOS +1
Automatic Grenade Launcher 1D6/2 (round up) Artillery . +2
Heavy Grenade Launcher 1D6 Flamer or Fire +3
/ OTHER MODIFIERS MODIFIER (INFANTRY ONLY)
Broken Morale +1
/4 \ Cumulative Modifiers
NON-INFANTRY WEAPON DAMAGE AGAINST INFANTRY TABLE Light or Medium Battle Armor Unit -1
Heavy or Assault Battle Armor Unit -2
NUMBER OF CONVENTIONAL Anti-Mech Skill of 5 or less -1
WEAPON TYPE* TROOPERS HITt Conventional Infantry with Armor (see p. 3717) -1
Direct Fire (Ballistic or Energy) Damage Value / 10 \Unit in Building 2 /
Cluster (Ballistic) Damage Value / 10 + 1
Pulse* * Damage Value / 10 + 2
Cluster (Missile) Damage Value / 5 /4 \
Area-Effect (AE) Damage Value / .5 RECOVERING NERVE TABLE
Burst-Fire See Burst-Fire Weapons Table - " " " "
. NOTE: These modifiers only apply if a friendly unit/commander is within seventeen hexes of the unit
Physical Attacktt Damage Value / 10 attempting to recover its nerve.
Heat-Effect Weapons See Heat-Effect Weaponst
COMMANDERS *
*See Combat, p. 113 in Total Warfare, for weapon terminology. Sub-force CDmmang{er in LOS -1
**Except for Small and Micro Pulse Lasers, which are treated as Burst-Fire \Weapons. Force Commander in LOS -2
1This equals the number of conventional infantry troopers hit and eliminated, regardless of armor protection.
Attacks by non-infantry weapons against mechanized infantry double the number of troopers eliminated; INFANTRY ONLY
round all fractions up. B ) . . Friendly non-Mech, non-infantry unit in LOS -1
ttUnless the physical attack weapon has a stated anti-infantry value (like the Combine), treat any physical Friendly 'Mech in LOS )
attack as a Damage Value/10. .
$Each Heat-Effect Weapon has specific damage against conventional infantry, as noted on either the Anather Routed Infantry Unit in LDS +1
appropriate Weapon and Equipment Tables or in Other Combat Weapons and Equipment (see p. 129 in Another Routed Non-Infantry Unit in LOS +2 ™
Total Warfare). Routed Unit +3
\ / \*Dnly applies if Commanders (see p. 7197) are in use. GAMES /
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ARMOR DIAGRAM

Standard Scale

BAR:

SATELLITE RECORD SHEET

{ SATELLITE DATA )

Type:
Thrust: Tonnage:
Station Keeping Only Tech Base:
Clan O

Inner Sphere  (J

Weapons & Equipment Inventory
Standard Scale (0-6) (6-12) (13-20) (21-25)

Aty Type Loc. Ht SRV MRV LRV ERV

7™\

Left
Damage Threshold
(Total Armor)

()

™

GAMES

Cost: BV:
—\ /

\

Gunnery Skill:

Crew:
Passengers:
Other:

(CREW DATA mmmmmn®

Piloting Skill:

Nose Damage
Threshold (Total Armor)
()

0000000000
O000000000
O000000000
O000000000
O000000000
O000000000
O000000000
O000000000
O000000000
O000000000
O000000000
O000000000
O000000000

Structural
Integrity:
1

(@)
(@)
(@)
(@)
(@)
Al

(0]

O000000000
O000000000
O000000000
O000000000
0000000000
O000000000
O000000000
O000000000
O000000000
O000000000
O000000000
O000000000
} OOOO0O000000 ¢

N~

Aft Damage
Threshold
(Total Armor)

()

( CRITICAL DAVAGE N
Avionics

Right
Damage Threshold
(Total Armor)

_

HitsTaken | 1| 2| 3| 4

5|6

« BEE

Modifier [+1]| +2| +3| +4

+5|Incp.

Marines:

Life Boats/Escape Pods:_ /_

Elementals:
Battle Armor:

Sensors
Life

Support

/ Thrusters

\| - EEEE
e QEEE
\ /

C HEAT DATA ) \

Heat Sinks:
)

Single O Nose:
Double Left:
/ \ U

Heat Generation Per Arc

Aft:

Right:
J —/
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Powerplant Type: Inner Sphere  (J @gﬁ%

STRUCTURE RECORD SHEET STRUCTURE MAP
( STRUCTURE DATA )
Description: Levels:
MP: Tech Base:
Movement Type: Clan O

0404

Gty Type

Weapons & Equipment Inventory (hexes)

Hex/Loc Dmg Min Sht Med Lng

D,
@ 0406, 0606, 0806
D ey €T, g € ey D

S 0304 2= 0504 2= 0704
S oa0e 2= o508 > 22 0705 >

S 0306 >=K 0508 > 0706
Soa07 > 050, 2o 070 > X

Coroe
T S ST S S s S

S 0504
o204 0404 0604 0804
N R CITEP oy CEED vy € oy S 09052

0805
— | <oz

Cost:

BV:

'

Hex

CF & ARMOR

|

0803,

0304 >=== 0504 2= 0704 0904
% D404 P 0604

CF Armor Hex CF Armor

o105 2
D Ol o 0805

o105 2 S o508 >== 07052
% 0406 @ 0606

ooz >—<C sz

S o703

05040 0904
o204 2 0604

0906,

0904,

\

@ 0404 0604 0804

\ /

Crew:

\

P e P e €D

Gunnery Skill:

© 2008 WizKids, Inc. Classic BattleTech, 'Mech and BattleMech are trademarks of WizKids, Inc. All rights reserved.
Permission to photocopy for personal use.



LEGEND
@ Pivot Point

T Turret

F Forward Weapons

L Left Weapons

R Right Weapons

FL Fore/Left Weapons
FR Fore/Right Weapons
AL Aft/Left Weapons
AR Aft/Right Weapons

A  Aft Weapons
\ P /

Forward

AN
Left Right
(-

Aft
Type A

Forward

Fore/Left

Aft/Left

N\

BLASSI_B_ —
11 LET  ECI-

Fore/Left

Forward

Aft/Left

Fore/Right

Aft/Right

LARGE NAVAL VESSEL TEMPLATES

Forward

T,

F
Fore/Left T Fore/Right
2
Fore/Right
FL / \ FR
Op
Aft/Right L= &
Aft/Left T Aft/Right
A
T
Type B )
Aft
Forward Type C
Fore/Left Fore/Right
Aft/Left Aft/Right
Aft
GAMES
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SIMULTANEOUS MOVEMENT RECORD SHEET

{ MOVEMENT RECORD )

Turn # Side:
Starting Starting Movement Ending Ending Torso # Hexes
Unit ID Hex Facing Hex Facing Facing Moved

Movement Key:-
F x = Move forward x number of hexes B x = Move backward x number of hexes
R x = Turn right (x hex facing, no number means 1 hexside) TL x = Turn left (free movement for a jumping ‘Mech)
L x = Turn left (x hex facing, no number means 1 hexside) TR x = Turn right (free movement for a jumping ‘'Mech)
J = Jump L x = Landing x number of hexes (airborne aerospace units)
SU = Stand Up T x = Take-off x number of hexes (grounded aerospace units)
SL = Sidestep left (four-legged or jumping ‘'Mechs only) U x = Up x number of level/elevations/depths
SR = Sidestep right (four-egged or jumping 'Mechs only) D x = Down x number of level/elevations/depths

\_\ 0 = Opportunity fire (see p. 86)
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\ 4 Unit —-—mmm—.-.ﬂm" Support Unit Template A: O levels above surface/1 level below surface \

| stening et 2 s Suppor Uik Tomplae B: 1 levls sbovesurioce/ 1 evel below suriee
CLASSIC ProtoMechs, Vehicles and Infantry: 1 el =~ Suppors, Unit Tormplate E: 3 levels, ab0ue aurface, 3 levls below suface
—— T o) Gthar s sxpencing aueh M (such ¢ & batie anmor i sxpending Large Support Vehicies: 2 eves
m - - -ITI - TI c -l- VTOL MP), add their elevation +1 to the level of the underlying hex; Grounded Fighter: 1 level
m__&aﬂ:m. Large Support Vehicles add their elevation +2. ) M”M“”MMM MHM_QO_”MRHWM _w.u..<_m_m“ 5 levels ™
LINE OF SIGHT CHART oo e o o e A vesseomthe surfaces riseeT 19 Groundag Spherci Drogi 10 el GAMES
/ Ground Based Mobile Structures: Add 2 levels for “undercarriage” / \
/ \
4 11
10
9
8
7
6
5
LEVELS 4
or 3
ELEVATIONS »
1
o
I1FF - - — —|— —m —|= = —| = — 4 _— ] —_—_ - —_-  — —_— t — — - - - e - == = =
2F — —|— —m —m|—m —m —m|— — —| — — _— ] —_—_ - —_-  — —_— t — — - - - e - == = =
B — — = —m —m|—m —m —m]| = — =] — — _— ] —_—_ - —_-  — —_— t — — - - - e - == = =
Qb — — |- — — | —m —m| = — =] — — — e e S T S e ey A,
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 )
\ DISTANCE (In Hexes) /
/
4 11
10
9
8
7
6
5
4
3
2
1
o
1 - - —m —m|— —m —m| = —m —| — — - — — 4 _— st —_— —_- t — — } — —_— - — e _m_ = - == = =
2k — =} |- —m —.|=— —m .| = = - — = 4 _— st —_— —_- t — — } — —_— - — e _m_ = - == = =
Bl —m — = —m m|= - = - ] = —= ] - = 4 _— st —_— —_- t — — } — —_— - — e _m_ = - == = =
R I e S S U | —— _— st —_— —_- t — — } — —_— - — e _m_ = - == = =
15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 \
\ DISTANCE (In Hexes) / \
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Piloting Skill To-Hit Modifier for Evading 2D6
6 or greater +0 Roll  Effect
4-5 +1 Minor fishtail. The attempted turn fails, and the MP are expended for the attempt. The
23 +2 2-7 vehicle can continue moving normally; it cannot attempt to make the turn in that hex,
however, and must enter another hex before making another turn attempt.
Ou} g3 Moderate fishtail. The vehicle immediately makes an additional 1-hexside facing
8-9 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
m -1 modifier.
" " Serious fishtail. The vehicle immediately makes an additional 1-hexside facing change
Unit Type Modifier 10-11 (at no MP cost) in the same direction as the controlling player originally intended. Ground
Vehicle ) vehicles roll once on the Motive System Damage Table (see p. 193, TW). The vehicle’s
movement ends immediately.
‘Mech, ProtoMech or Mechanized Infantry* +2
S 12-13 Skid. The turn fails completely, ending the vehicle’s movement. Apply Skidding rules
Large Vehicle i (see Ground Vehicles, p. 62, TW).
. Major Skid. The driver loses control of the vehicle. Wheeled vehicles begin to flip over,
*iee below. o ) o taking damage to their side armor and turret(s) (see Flipping Over, p. 26). Tracked ve-
Combat or Support Vehicle. Rail and Large Naval Vessel Support Vehicles cannot use the Shielding 14+ hicles, VTOLs and hovercraft do not flip over; for them, treat this result as a normal skid
movement mode. (see Ground Vehicles, p. 62, TW). Naval vessels and hydrofoils capsize and sink, and are
effectively destroyed.
PAGE 23
Vehicle Type Modifiers Vehicle Weight Class  Modifiers
Tracked, Naval +0 Light +1
Weight Class Modifier Wheeled*, VTOL +2 Medium +0
Light (Ultra-Light) +1 Hovercraft, WiGE, Hydrofoil +4 Heavy -1
Medium +0 Assault -2
Heavy -1 *Apply a—2 modifier if the wheeled vehicle occupies a paved hex when it failed the Driving Skill Roll.
Assault -2
PAGE 24 PAGE 44
Piloting Skill Ratin Margin of Failure Allmoifer are cumulative
oting ating argin of railu Success “For every 10 degrees above 30 degrees Celsius, apply a —1 modi-
6-7 0 Situation Number* fier. For every 10 degrees below —30 degrees Celsius, apply a
5.5 1 - - +1 modifier
Crossing non-burning hex +3 *May not use small laser or ER small laser, or any kind of micro
Out] 2 No Wind# laser.
. . ncludes missile infernos, inferno fuel ammo, inferno-1V artillery,
Hex is downwind 9+ ) ) h
inferno bombs, and incendiary grenades.
PAGE 25 Hex is 60° from downwind 11+ #May not use any type of Gauss rifle, SRM-2 or conventional SRM
Light and Moderate Gale - Illnﬁ)r:’:ry fomly determine thed 4 X
0 to randomly determine the “down wind" direction eal
MP Expended Turn Mode Hex is downwind 7+ time. !
1-4 0 Hex is 60° from downwind 10+ SExcept under the following conditions: in Vacuum and Trace
Atmospheric Pressures and in Tornado F1-F3 and Tornado F4-+,
on’ [ Iy EEl B aIne| Sierm no fire is possible. For Castles Brian hexes, fire is not automatic;
10-14 2 Hex is downwind 6+ instead, divide the standard Heavy and Hardened modifiers in
15-19 3 Mo s GOP frem clemming ot half (round down) and apply a +2 modifier when making the
roll to start a fire.
Every 5 above 19 +1
Light Vehicle -1
Medium/Heavy Vehicles +0
y Weapon Type Success Number*
Assault Vehicle +1
. Flamer 4+
Mud, Sleet, Heavy Fog or Heavy Rainfall +1*t
Incendiary LRMs 5+
Ice, Heavy Snowfall +2%F
Direct-Fire Energy or Pulse Weapon® 7+
*Does not apply to Hover, VTOL or WIGE Vehicles. L . . .
tDoes not apply to tracked vehicles Missile or Direct-Fire Ballistic* 9+
+0nly apply a +1 to tracked vehicles Plasma Weapon and Inferno*t Automatic®
Terrain Modifiers* Terrain Modifiers* Terrain Modifiers*
PAGE 46 Planted Fields -1 Hangers (Cont.) Fortress
Woods +0 Heavy +0 Medium +2
Jungle +1 Hardened +1 Heavy +3
Follow these steps, in order, during every End Phase: Deep Snow +2 Standard/Wall Hardened +4
1. Drift existing smoke clouds Buildings Light 0 Castles Brian
2. Check for dissipation of existing smoke clouds .
- Hangar Medium +1 Heavy +5
3. Check for spread of existing fires .
4. Place new smoke clouds from existing fires (includ-| Light -2 Heavy +2 Hardened +6
ing any new fires started) Medium -1 Hardened +3
5. Check for weather conditions extinguishing existing

fires (including any new fires started)




Damage Value Grouping Modifier
1-5 +0
6-10 +1
11-15 +2
16-20 +3
21+ +4
2D6 Roll 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

2D6*
Roll

Effect

2-3
4-5

6-7

8-9

10-11

12+

Minor damage; no effect
Moderate damage; attacks with weapon add +1 to-hit modifier

Damage to ranging system; shots at medium and long range
suffer an additional +1 to-hit modifier (as well as at extreme and
LOS range, if those rules are in use; see p. 85)

Ammo feed damage; weapons that can fire various types of ammo
may no longer switch between them, must fire last ammo type
used. To-Hit Roll result of 2 for attacks with weapon causes an
ammo explosion in the ammo bin that fed that shot (the control-
ling 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 another slot of the
same ammo type is not empty).

Weapon severely damaged (mark off another critical slot on the
weapon, the topmost slot available); cannot fire

Weapon destroyed (mark off all critical slots on the weapon)

*Add number of ritical slots damaged to this result

2D6*
Roll Effect
2-3 Minor damage; no effect
4-5 Moderate damage; attacks with weapon add +1 to-hit modifier
Focus misaligned; weapon inflicts -1 damage, additional +1 to-hit modifier ap-
6-7 plies 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
a9 attack with the weapon causes overload with effects identical to an ammo explo-
sion, inflicting damage equal to the damage inflicted by the weapon; for Variable
Damage weapons, use the Damage Value at short range.
BT Weapon severely damaged (mark off another critical slot on the weapon, the top
most slot available); cannot fire
12+ Weapon destroyed (mark off all critical slots on the weapon)

*Add number of critical slots damaged to this result

2D6*
Roll Effect
2-3 Minor damage; no effect
4-5 Moderate damage; attacks with weapon add +1 to-hit modifier
6-7 Barrel damage; To-Hit Roll result of 2 for attack with weapon causes it to jam
Ammo feed damage; weapons that can fire various types of ammo may no longer
switch between them, must fire last ammo type used. To-Hit Roll result of 2 for at-
8.9 tack with weapon causes an ammo explosion in an ammo 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 another slot of the same ammo type is not empty).
BT Weapon severely damaged (mark off another critical slot on the weapon, the
topmost slot available); cannot fire
12+ Weapon destroyed (mark off all critical slots on the weapon)

*Add number of critical slots damaged to this result

2D6*
Roll Effect
2-7 Minor damage; no effect
8-9 Moderate damage; player must roll 7+ before each use for damaged item to work
10-11  Severe damage; player must roll 10+ before each use for damaged item to work
12+ Item destroyed

*Add number of ritical slots damaged to this result

2D6 Roll Effect
2-5 Minor Wound; apply one hit against MechWarrior
6-7 Moderate Wound; apply two hits against MechWarrior
8-9 Severe Wound; apply three hits against MechWarrior
10-11 Critical Wound; apply four hits against MechWarrior
12+ MechWarrior Killed/Cockpit destroyed (mark off slot)
PAGE 88
Weight Class Modifier
Light (Ultra-Light) -2
Medium -1
Heavy/Assault +0
PAGE 97
'‘Mech Total Number of ‘Mech Total Number of
Weight Class  Battle Armor Weight Class  Battle Armor
Light 2 Heavy 4
Medium 3 Assault 6

Weapon Type Modifier
Direct Fire (Ballistic or Energy), Cluster (Ballistic), Pulse +0
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

1D6 Roll Wind Strength”
1-2 No Wind

A e “Tornado F1-F3 and Tornado F4+ Weather Conditions are

3 Light Gale . .
. not on this table, as smoke does not exist under such

4 Moderate Gale GRITR,
5 Strong Gale™ “See Weather Conditions (p. 57) for additional game ef-
6 Storm™ fects from such wind conditions.




2D6
Rolls Left Side Front Rear Right Side
2% Left Torso [critical] Center Torso [critical] Center Torso (R) [critical] Right Torso [critical] Heat Level Modifier
3 Left Leg Right Leg Right Arm Right Leg 5-10 +0
4 Left Rear Leg/Left Arm Right Rear Leg/Right Arm Right Front Leg/Right Leg Right Rear Leg/Right Arm 11-15 +1
5 Left Front Leg/Left Arm Right Front Leg/Right Arm Right Rear Leg/Right Leg Right Front Leg/Right Arm 16-20 "
6 Left Front Leg/Left Leg Right Front Leg/Right Torso Right Rear Leg/Right Torso (R) Right Front Leg/Right Leg 21-25 +3
7 Left Rear Leg/Left Torso Center Torso Center Torso (R) Right Rear Leg/Right Torso 26-30 +4
8 Center Torso Left Torso Left Torso (R) Center Torso 31-35 +5
9 Right Torso Left Arm Left Leg Left Torso 36-40 G
10 Right Arm Left Front Leg/Left Arm Left Rear Leg/Left Leg Left Arm 41-45 +7
11 Right Front Leg/Right Leg Left Front Leg/Left Leg Left Rear Leg/Left Arm Left Front Leg/Left Leg 46-50 +8
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 Critical Hits Table, p. 124, TW.
To-Hit To-Hit Firing Affected To-Hit/Damage Value
WeaponType Modifier DamageValue LocationTable Arc**  byTSM Affected by Actuator Damage 2D6
Chain Whip -2 1/per 10 tons +1% Standard Arm No Yes/No Rolls Left Side Front/Rear  Right Side
Claws +1 1/per 7 tons++ Punch Arm Yes Yes/Yes % Left Torso CenterTorso  Right Torso
Flail +1 9 Standard Arm No Yes/No [critical] [critical] [critical]
Lance +1 1/per 5 tonstt Standard Arm Yes Yes/Yes 3 LeftLeg Right Arm Right Leg
Mace +2 1/per 4 tons*** Standard* Arm Yes Yes/Yes 4 Left Arm Right Arm Right Arm
Shields t t Standard Arm No Yes/No 5 Left Arm Right Leg Right Arm
Vibroblade 6 Left Leg Right Torso Right Leg
Deactivated -2 1/per 10 tons + 1 Standard* Arm Yes Yes/Yes 7 LeftTorso  CenterTorso  RightTorso
Activated 5 5§ Standard* Arm No Yes/No 8 CenterTorso (R) LeftTorso CenterTorso (R)
9 RightTorso (R) Left Leg Left Torso (R)
*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 10 Right Arm Left Arm Left Arm
B Ll e s ) e tatr ettty [ 11 moieg ettt
p. 150, TW). 12 Head Head Head
**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.
*** successful attack does 1 point of damage for every 4 tons that the attacking '‘Mech weighs (round up). *A result of 2 may inflict a critical hit. Apply damage to the armor in that
1See Shield, p. 290 section in the normal manner, but the attacking player also rolls once
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. on the Determining Critical Hits Table, p. 124, TW.
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).
§See Vibroblade, p. 292

PAGE 92 | P35
Percentage of Throwing ‘Mech’s Weight* Total Distance Unit Picking Up Is A: Modifier Unit Being Picked Up Is A: Modifier
10% 1 Hex ProtoMech +0 ProtoMech +2
7.5% 2 Hexes Light 'Mech +0 'Mech +0
5% 3 Hexes Medium ‘Mech: +1
2.5% 6 Hexes Heavy 'Mech +2
1% (or less) 9 Hexes Assault ‘Mech: +3
*IfTSMis active, divide the weight of the thrown object/unit by 2 (rounding down) before consulting this table.
Target Distance  Avoid Feedback On Weapon Type Dice Rolled Pilot Skill Rating  Modifier Pilot Skill Rating  Modifier
1 hex 10+ Light PPC 1D6 6-7 +1 2-3 -1
2 hexes 6+ PPC, ER PPC, Snub-nose 2D6 4-5 +0 0-1 )
3 or more hexes 3+ Heavy PPC 3D6




Construction  Max Armor Max Size MP Cost Piloting/Driving Damage Scaling:
(lassification/Type Factor (CF)* (perhex)  (Hexes/Levels) Per Hext Skill Modifier Damage to Building/Damage to Units#
Cost to Enter Any Hex 1
Tent 1-2 — 11 +0 — x1/x0
Hangar —
Light 1-8 10/7 +0 +0t x1/x0.5
Medium 9-16 14/10 +1 +0t x1/x0.5
Heavy 17-45 18/13 +2 +11 x1/x0.5
Hardened 46-75 20/14 +3 +3t x1/x0.5
Standard§ —
Light 1-15 6/5 +1 +0 x1/x1
Medium 16-40 8/8 +2 +1 x1/x1
Heavy 41-90 10/10 +3 +2 x1/x1
Fence 1 — —/3 +1tt x1/x0
Wall CFx1
Light 1-15 —/4 +1 +0 x1/x0.5
Medium 16-40 —/6 +2 +0 x1/x0.5
Heavy 41-90 —/8 +3 +1 x1/x0.5
Hardened 91-150 —/10 +4 +3 x1/x0.5
Bridge —
Light 1-15 = NA+$ NA++ x1/x1
Medium 16-40 — NA+$ NA+# x1/x1
Heavy 41-90 — NAH NA++ x1/x1
Hardened 91-150 = NA+$ NA$+ x1/x1
Rail 151-650 — NA$$ NA+ x1/x1
Gun Emplacement CFx1
Light 1-15 11 NA NA x0.5/x2
Medium 16-40 11 NA NA x0.5/x2
Heavy 41-90 i NA NA x0.5/x2
Hardened 91-150 11 NA NA x0.5/x2
Fortress CFx1
Medium 16-40 12/15 +3 +2 x0.5/x2
Heavy 41-90 15/20 +4 +3 x0.5/x2
Hardened 91-150 20/30 +5 +4 x0.5/x2
Castles Brian§§ CF x 2**
Heavy 35-90 20/10 +4 +4 Capital/Capital**
Hardened 91-150 30/15 +5 +5 Capital/Capital**
*See pp. 166-167, TW. The listed CFs show the range applicable to each building type. If a scenario doesnot  $Round all damage down; if the damage is reduced to 0 or less, no damage is applied.
specify a building’s CF, assume that all its hexes have the maximum CF possible for that building typeand ~ §As detailed in TW, except there is no Hardened type.
classification. tt0nly applies to conventional infantry using Ground MP.
tInfantry (except mechanized infantry) pay only 1 MP to enter a building hex regardless of building type; ~ $$Units move over bridges (never through them) as though traveling on a road.
ProtoMechs and mechanized infantry pay only 2 MP to enter any building hex except for tents and fences  §8Area-effect weapons do not double their damage against Castles Brian hexes.
(which cost only 1 MP). Hangars apply MP and Piloting Skill modifiers only when entering from outside, ~ **Castles Brian use capital-scale damage, as noted under Scale (see p. 238, TW). See Scaled Damage (p. 126)
unless other factors apply (see Hangars, p. 116). for more information.

Maximum Range Maximum Range X . " X
Tvpe (inma sheetg) Type (inma sheetsg) Distance from Battlefield Artilleryt Flight Time
b P » P (in mapsheets) (in turns)
Arrow IV Missile (IS) 8 Cruise Missile/50 50 Less than 1% 0
Arrow IV Missile (Clan) 9 Cruise Missile/70 20 1-8 1
Thumper 21 Cruise Missile/90 120 9-15 2 *See Direct-Fire Artillery,
. . Lo 16-21 3 p.185.

Sniper 18 Cruise Missile/120 150 2926 . +Arrow IV, Thumper,
Long Tom 30 Sniper and Long Tom

2730 2 +Cruise Missile/50, Cruise

Cruise Missilex Flight Time (in turns) Missile/70,
X Cruise Missile/90
1 + (Number of mapsheets + 5, round down) and Cruise Missile/120




Piloting
Building Features MP Cost/Hex*  Modifier**
Empty Hangar/Tunnel/Open-Space Hex 1 NA
Hangar/Tunnel/Empty Cargo Hex -1 -3
Non-Liquid Cargo Hex +0 -2
Liquid Cargo Hex +1 +2
High Ceilings +0 -1
Low Ceilings +1 +1
Unspecified Equipment Hex++ +0 +0
Specified Equipment Hex## +1 +1
Generator/Weapon Hex++ +2 +2
Heavy Metal Superstructure +1 +2

Notes

Treat as Paved Terraint
To a Minimum MP cost per hex of 1+t

See Liquid Fuel/Chemical Storage Tanks (p. 134)
Half all damage from movement (round down)#
Double all damage from movement (round up)#
+1 to-hit modifier for weapon attacks (per hex)
+2 to-hit modifier for weapon attacks (per hex)
+2 to-hit modifier for weapon attacks (per hex)
Double damage to unit from failed Piloting Skill

*In addition to all other applicable MP costs for the building type (see Building Classification and Type Table, p. 115)

**In addition to all other applicable modifiers for the building type (see Building Classification and Type Table, p. 115)

tSee Open-Space Construction, p. 138. Hangars and tunnels apply these rules only if they are as high as or taller than the moving unit, feature no equipment,
and the unit is not moving through the building’s outer walls (otherwise, apply the standard hangar MP and Piloting modifiers.

ttHangars and tunnels apply these costs and modifiers only if they are as high as or taller than the moving unit and feature interior equipment of any kind.

(Do not apply normal hangar MP and Piloting costs if already inside.)
+Applies to damage done both to the building and to the unit moving through it.
Do not count turreted or rooftop-based equipment.

2D6

Roll

2-5
6
7
8
9
10
11
12

Effect

No Critical Hit

Weapon Malfunction

Gunners Stunned

Weapon Destroyed

Gunners Killed

Turret Jammed/Turret Locked*
Ammunition

Other

*When rolling these critical hit results, roll 1D6. On a result
of 1--3, the effect to the left of the slash occurs; on a 4—6
result, the effect to the right of the slash occurs.

Weapon Type Damage Values (Radius)

Ordnance Type DamageType  Long Tom Sniper Thumper Arrow IV Cruise Missile
Air-Defense Arrow (ADA)* F — — — 20 —
Arrow IV Homing Missile* AE — — — 20 —
Arrow IV Non-Homing Missile* AE, F = = = 20/10 (R1) =
Cluster* AE, F 20/10 (R1) 15/5 (R1) 10/1 (R1) 20/10 (R1) =
Copperhead* AE 15 (RO) 10 (RO) 5 (RO) = =
Flechette* AE, Al 2 & O — —
High-Explosive (standard) AE, F 25/15/5 (R2) 20/10 (R1) 15/5 (R1) —
Minefield Rounds
Thunder Active-IV* AE — — — 20 (RO) —
Thunder FASCAM (Inner Sphere)* AE 25 (RO) 20 (RO) — 20 (RO) —
Thunder FASCAM (Clan)* AE 25 (RO) 20 (RO) 15 (RO) 30 (RO) —
Thunder Vibrabomb-IV* AE — — — 20 (RO) —
Non-Explosive Rounds**
Illumination* — (Radius 3) (Radius 2) (Radius 1) (Radius 4) —
Inferno IV-Missiles* AE, H, Al — — — (Radius 1) —
Laser-Inhibiting Arrow Missile* — — — — (Radius 0) —
Smoke* — (Radius 1) (Radius 1) (Radius 1) (Radius 1) —
Cruise Missiles
Cruise Missile/50 AE — — — — 50/25 (R1)
Cruise Missile/70 AE — — — — 70/45/20 (R2)
Cruise Missile/90 AE — — — — 90/65/40/15 (R3)
Cruise Missile/120 AE — — — — 120/95/70/45/20 (R4)

*See additional rules for the specific ordnance in the Advanced Weapons and Equipment section.

**The effect radius describes the area affected by a non-explosive shell. For example, an illumination round fired by a Long Tom has an effect radius of 3, so it affects the target hex, as well as any unit within

3 hexes of the target hex. Ordnance with an effect radius of 0 affects only the target hex.

Minefield Density* Target Number Condition Modifier
5- or 10-point o+ For every 2 points of Gunnery Skill less than 4 possessed by the spotting unit* -1
15- or 20-point 8+ For every 2 points of Gunnery Skill greater than 4 possessed by the spotting unit* +1
25- or 30-point 7+ Adjusting fire: for each previous shot fired at the target hex by the artillery unit* -1

*The EMP mine (see p. 365) cannot be weapon-delivered.

*See Artillery Spotters, p. 181; Round any fractions down.




Tonnage: In all instances, a unit must be 40 tons or greater to

modify terrain upon destruction.
Unit Type Terrain Type
‘Mech Rough
ProtoMech/Infantry —
Combat Vehicles Rough
Medium Support Vehicles Rough
Large Support Vehicles/ Super-Heavy Vehicles Ultra Rough
Rail Ultra Rough
Fighters/Small Craft Rough
DropShips/Mobile Structure Ultra Rubble

1D6 Roll Status Turns To Activation**
1-2 Shutdown 4
3-4 Stand By/Empty 3
5 Stand By/Occupied 2
6 Operational* 1

*Conventional Infantry are always considered “operational.”

**This is in ground turns; if using space turns, all units are considered “activated” after
a single space turn, regardless of the units’ status or the availability of technicians
(though the lack of a technician still applies the +2 modifier to the Piloting Skill Roll
to determine if a shut-down unit activated properly [see Bay Personnel, p. 202]).

Battle Armor Units (total occupied cargo space)
Weight Class Tons of Cargo Space Occupied 4 troopers 5 troopers 6 troopers
PA(L)/Exoskeleton .25 tons 1ton 1.25 tons 1.5 tons
Light .5tons 2 tons 2.5 tons 3 tons
Medium 1ton 4 tons 5 tons 6 tons
Heavy 1.5 tons 6 tons 7.5 tons 9 tons
Assault 2 tons 8 tons 10 tons 12 tons
Landing Terrain Modifier Planetary Conditions Modifier
Clear -2 Zero-G +3
Water =il Low-G (more than .2 off Terran standard) +2
Snow -1 High-G (more than .2 off Terran standard) +3
Deep Snow -2 Vacuum or Tainted Atmosphere* +3
Rough 0 Trace or Very High Pressure Atmosphere +2
Rubble 0 Heavy Snow Fall/Ice Storm/Lightning
Light Jungle/Woods/Ultra Rough +2 Storm/Strong Gale/Torrential +2
Heavy Jungle/Woods/Ultra Rubble +3 Downpour
Ultra Jungle/Woods 0 Blizzard/Storm/Tornado +3
Per Level of Building +1
Situation Modifier
BattleMech Prone +5
Pilot Unconscious +3
Per Point of
Head Internal Structure Damage +
Automatic Ejection +1
*Assumes the pilot is wearing a suit to protect against vacuum or a
tainted atmosphere; the pilot is killed immediately if in vacuum with
no protection (see p. 56 for rules governing a tainted atmosphere and
no protection).
BattleMechs Combat Vehicles Infantry Support Vehicles
Experience Level Morale Target Morale Target Morale Target Morale Target
Green 4 6 9 10
Regular 2 4 6 7
Veteran —8§ 2 4 5
Elite —8§ —8§ 2 2

*Includes ProtoMechs and aerospace fighters.

tincludes military conventional fighters, Small Craft, DropShips and WarShips.

tIncludes military Support Vehicles, JumpShips and Space Stations.

§Includes IndustrialMechs (unless piloted by a military MechWarrior, in which case treat as a Combat Vehicle) and all civilian aerospace units.

§8See Infernos and Cruise Missile Attack (see p. 211).

Special Source Modifier (All)  Target Modifier
Inferno +1/43*
Cruise Missile +2

*The modifier to the left of the slash is for all non-infantry units,
the modifier to the right of the slash for infantry.

Attack Source Modifier
(Infantry Only) Target Modifier
BattleMech in LOS +1
Artillery +2
Flamer or Fire +3
Elite —8§

Other Modifiers Modifier Target
(Infantry Only) Modifier
Broken Morale +1
Cumulative Modifiers

Light or Medium Battle Armor Unit -1
Heavy or Assault Battle Armor Unit -2
Anti-'Mech Skill of 5 or less -1
Conventional Infantry with Armor 1
(see p.317)

Unit in Building -2
Unit Dug In -2

Piloting Skill Rating  Turn When Modifier Starts

6-7 Starting on Turn 10
4-5 Starting on Turn 14
2-3 Starting on Turn 17
0-1 Starting on Turn 20

NOTE: These modifiers only apply if a friendly unit/commander is within seventeen hexes
of the unit attempting to recover its nerve.

Commanders* Target Modifier
Sub-force Commander in LOS -1
Force Commander in LOS -2
Infantry Only Target Modifier
Friendly non-"Mech, non-infantry unit in LOS -1
Friendly ‘Mech in LOS -2
Another Routed Infantry Unit in LOS +1
Another Routed Non-Infantry Unit in LOS +2
Routed Unit +3

*Only applies if Commanders (see p. 191) are in use.




P JM

CLASSIC

11 ILETETSIH

TACTICAL OPERATIONS
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MOVEMENT MODES
(O standing stil 18
D Sprinting 18
D Evading 18
() silled Evading 18
(O shielding 19
D Physical Defense 20
D Crawling 20
D Hurried Movement 20
(O Hull Down 21
D Backward Movement 22
(O cimbing 22
D Leaping 22
D Dangle and Drop 22
\C] Stacking 22
\___/
/4
SKIDDING
\D Skidding 23
\__/
/4
PILOTING SKILL ROLLS
D Fumbles 23
D Taking Damage 23
C] Weight Class Pysical Attack 23
D Leg Damage 24
(O Faling 24
D Attempting to Stand 24
\C] Careful Stand 24
\__/
4 VEHICLES \_\
D Lance Movement 24
(O speed 24
D Turn Modes 25
D Advanced Maneuvers 25
\D Flipping Over 26
\__/
/4
INFANTRY
D Squad Deployment 27
D Movement on Pavement 27
D Fast Movement 27
\D Climbing 27

N/

GAMES

( PLANETARY CONDITIONS \_\

D Gravel Piles 30
D Half Levels 31
D Heavy Industrial Zone 31
D Jungle 31
(O Level 1 Foliage 36
D Magma 36
D Magma Eruptions 37
(O Planted Fields 38
(O utra Rough 39
(O utra Rubble 39
(O sond 39
(O sheer ciffs 39
(O Tundra 40
D Ultra Heavy Woods 40
(O Blacklice 40
D Bug Storm 40
D Deep Snow 41
D Extreme Depths 42
(O Fire 43
D Smoke 47
D Geyser 48
D Hazardous Liquid Pools 49
D Erupting Liquids 49
O ree 50
O ™ud 50
(O Rapids 50
(O rais 51
Roads
(O Dirt Roads 51
D Gravel Roads 51
(O swamp 51
(O Thin Snow 52
D Torrent 52
(O Water Flow 52
Atmospheric Pressure (Density)
D Vacuum 54
D Trace Atmosphere 54
D Thin Atmosphere 54
D High Atmosphere 54
D Very High Atmosphere 57
D Earthquake 55
O = 55
(O High/Low Gravity 55
( )
D Meteor Showers 56
Tainted/Toxic Atmosphere
D Caustic 57
D Radiological /Poisonous 57
(O Flammable 57
(O searchiights 57
\C] Shifting Winds 57

\—/

(FLanETasY ConDIToNs Co e
Fog
(O ight Fog 57
Heavy Fog 57
Hail
(O vight Hail 57
(O Heav Hail 57
Light
(O Dusk/Dawn 58
(O Ful Moon Night/Glare 58
D Moonless Night/Solar Flare 58
(O Pitch Black 58
Rain
(O ight Rainfall 59
(O Moderate Rainfall 59
D Lightning Storm 59
(O Heaw Rainfall 59
D Gusting Rain 59
D Torrential Downpour 59
Snow
(O ight Snowfall 60
D Moderate Snowfall 60
(O Steet 60
D Snow Flurries 60
C] Heavy Snowfall 80
D Ice Storm 60
D Blizzard 60
Wind
(O ight Gale 81
D Moderate Gale 61
D Strong Gale 61
(O storm 61
(O Tornado F1-F3 61
(O Tornado Fa+ 61
(O Blowing Sand B2
D Extreme Temps 62
( )
D Bog Down Rules 62
\D Careful Movement 63
\__/
(CovenT GenERAL RULES o
Ad_vanced_ Determining 74
Critical Hits
D Expanded Critical Damage 75
(O Fumbles 75
(3 Fiosting Critical 77
D Advanced Hit Location 77
D Engine Explosions 77
D Ammo Explosion 78
D Self Destruct 78
\C] Called Shots 78

N/
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TACTICAL OPERATIONS
CHECKLIST (PAGE 2)

( WEAPON ATTACKS \_\

(O Line of Sight/Dead Zones 79
D Glancing/Direct Blows 80
D Missed Shots 81
D Altered Energy Weapon Damage 83
D Woods Cover 84
D Cluster Hit Penalties 84
D Attack vs Large Infantry Formations 84
D Bracing 84
(O careful Aim 78
D Extreme Range 84
(O LosRange 85
D Firing When Down 85
D Linking Weapons 85
D Opertunity Fire 86
(O Expanded Fiip Arms 87
D Suppressing Fire 87
D Expanded Partial Cover 87
\D Taking Cover 87
\__/

{ OTHER COMBAT WEAPONS \guu¥
AND EQUIPMENT Cont.

D Gauss Weapons 102
D Machine Guns 102
D Rapid Fire Machine Guns 102
() HotLoad Missiles 102
D Disengage PPC Inhibitor 103
D Overcharge PPC 103
\C] Retractable Blade 104
\___/
R —
(O Avoid Shutdown 104
D Reroute Coolant 104
D Coolant Failure 104
\D Coolant Systems 104

\_/

VEHICLES —\

D Ground Vehicle Critical Change 107
D Motive System Damage

( PHYSICAL COMBAT M\ Table Change 107
D Weight Class Physical Attack Modifiers 88 \D VTOL Strafing/Bombing 107
D Blocking an Attack 88 \ /
(] Turn Modes 90 / \

C] Grabbing 91 INFANTRY

(O Grappling 91 (O Digging In 108

(O Jump Jet Attack 91 (O Hitting the Deck 108

D Tripping 92 D Convention Infantry Squad 108

D Charging Terrain/Falling 91 Deployment

D Death from Above 91 D Using Non-Infantry as Cover 108
\C] Intentional Falls from Above 91 \C] Battle Armor Infantry Criticals 109

\__/ N/

4 PICKING UP AND THROWING ‘—\ WEAPON RESOLUTION DICE ‘—\
OBJECTS \D Resolution Dice 108

\D Picking up and Throwing 92 \ /

/ \ S/ ADVANCED BUILDINGS \—\
OTHER COMBAT WEAPONS \guum¥ 0O Tenss 16
AND EQUIPMENT

D Hangers 116

D Active Probes 99 D Walls 116
D Hidden Units 93 D Fences 116
D Targeting 99 D Bridges 116
D Concealing Info 93 D Gun Emplacement 117
D Minefields 98 D Fortresses 117
D Enhanced Missile Defense 98 D Castle Brian 117
C] Anti-Missile as a Weapon 100 C] Climbing Buildings 118
(O Repid Fire AC 100 (O Advanced Building Movement 120
(O Mutiple Targets 100 (O Advanced Building Critical Dmg. 120
(O ecom 100 (O Armored Buildings 121
\D Energy Weapons 102 \D Attacking Buildings from Within 121

N/

\—/

(aDvancED BUILDINGS Core e
D Construction Factor 121
(O suilding Collapse 123
D Scaled Damage 126
D Automated \Weapons 133
D Liquid Fuel/Chamicals 134
D Environmental Sealing 136
D Heavy Metal Superstructure 137
(O HilLow Ceilings 137
D Large Doors 138
(O 'ndustrial Elevators 139
D Subsurface Structures 140

\D Castle Brian Complexes 141

\__/

D
VEHICLES
(O satelites 148
O rai 149
D Large Naval Units 155
D Large Airship 164

\D Mobile Structures 185

\___/

O —
D Artillery Scatter 178
(O Artillery 179
(O Alt. Battle Armor Weight 187
D Boarding Actions 188
D Command Level Comms 191
D Ejection and Abandoning Units 197
(O Fatigue 198
D Castle Improved Positions 198
D Infantry vs. Infantry 199
(O Minefields 207
(O Morale 211
D Rearming Under Fire 213
D Simultaneous Movement 215
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