Campaign Game rules: By Marc Grossman________________________________________

Start Up:

Each player will start with Thee Hundred(300) Tons of spending ability referred

   to as Ton-Points(TP)  [If you wanna wipe your ass with them, go for it].

Players will use the TP they have to buy units, crews, ammunition and support 

   personnel.

Players may only build a unit of one lance combat strength based on 3025 

technology ONLY.

Players may also purchase up to eight(8) non-combat personnel.

A Mechanized Infantry platoon and its assigned vehicle are considered as one 


Quarter of a lance for these purposes.

The Player unit may consist of any mix of Battlemechs, Vehicles, Aerospace

    Fighters or Infantry but MUST have at least one Battlemech(Employer

    restriction).

A unit may purchase no more than one NON-COMBAT unit(vehicle or 'Mech) with the 


approval of the design by the Game Master in addition to that unit's total 


combat strength.

Players will NOT start with, nor be able to purchase, a Drop or Jump Ship.

One MAY become available as a prize of combat but that remains to the specific 

scenario.

Any Unit purchased(except Infantry units) will NOT come supplied with any


crew, pilot or Ammunition.  These must be hired or purchased additionally.

All the personnel that a player can hire will be of the "Green" experience


Level(Gunnery:5, Piloting:6).  The Player's unit C.O. at the start of the 

Campaign will be a "Regular"(Gunnery:4, Piloting:5) experience level.

Should a unit’s C.O. be killed in combat, another pilot or crew leader must be 

appointed as that unit’s commander.  That pilot does NOT benefit in 

experience or skill for this promotion.

Hired Aerospace pilots will be "green" as far as experience and start with a 

gunnery score of "7" and a piloting score of "6".

****CHANGE BELOW****

LAM pilots are considered Mech pilots, not aerospace pilots.  In Fighter combat

   LAM pilots will operate with regular(For C/O only) skills of G:6 P:5, Green

   Pilots will have G:7 P:6.

****END CHANGE****

Hired personnel will advance in skill per the appropriate rules in the "After 
Battle" Section.

After all 'Mechs/Vehicles have been purchased and their crews and infantry or 


support personnel hired, remaining TP may be used to upgrade those initial 


units(3025 technology ONLY) or held in reserve for the repairs or 

replacements that May will be required later.

IN NO WAY MAY TONNAGE BE USED TO IMPROVE THE SKILL OF HIRED PERSONNEL.

Should a unit be upgraded, equipment removed from that unit may be held as a 

future repair part or sold off for one half its tonnage in Ton-points.

NOTICE THE FOLLOWING AS MOST PLAYERS HAVE SAID IT IS NOT HERE:

Units to be upgraded will be upgraded at a cost to be determined by the GM.

DID YOU SEE IT???….GOOD!

Purchasing:

Players will be allowed to purchase their initial units but will have to capture 

or salvage additional mechs as contracts, combat and salvage allow.

Players will be able to purchase parts to build replacement vehicles as 

described in the “After Battle” Section of these rules.

Battlemechs, Vehicles, Aerospace fighters and Conventional Fighters can be

bought at a rate of 1 TP per ton of the unit the player is buying.  Ex: an 

Atlas costs 100TP.

Field Artillery(to be used with Mechanized Infantry) cost 1.5 times their

tonnage in TP rounded up(for the modification to a towed gun).

In the case of Field Artillery, a unit MUST be hired and vehicles purchased to 

tow and operate the weapons and the weapons come provisioned with one

ton of STANDARD type ammo per gun bought.

Crews and personnel are paid for according to the following list:

   2 Mechwarriors hired per TP spent.

   2 Fighter pilots per TP spent.

   1 full Vehicle Crew per TP spent.

   1 Full Medic per TP spent.*

   2 Med-techs per TP spent.*

   2 Mechanics/'Mech Techs per TP spent.*

     *: Indicates that these personnel will not effect the process or outcome of 

battles but will  save support costs later.

Hiring Infantry personnel:  (number of personnel hired per TP spent)

  Rifle    LRM  
Machine Gun  Flamer  Laser  SRM  Engineer

Foot           7        7          7     
   7       4      4
4

Motorized*     7        7          7     
   7       4      4
4

Jump           4        3    
     4     
   4       2      2
2

Paratroopers*  4  
4    
     4     
   4       2      2
2

Field Arty1    3  

3    
     3     
   3       2      -
-

* : Indicates that this cost is for personnel without transport.  Transport

must be purchased as per vehicle purchase rules.

1: All guns purchased for a specific unit MUST be of the same type.

For hiring Infantry as "Heavy"(Foot and Paratroopers ONLY), reduce the number of 

troopers by half, rounded down per TP spent.

For hiring Infantry as "Anti-mech", reduce the number of troopers by half, 

rounded up per TP spent.  Field Artillery and Heavy Infantry Troops may NOT be trained as Anti-mech.

Field artillery troopers may be paratroopers at a cost of -2 troopers per

ton but the unit must include air dropped vehicles to tow the guns as 

well(minimum of 1 per TP spent).

Air delivery vehicles(Dropships, Aerospace or Conventional Aircraft) may be 

Purchased by the commanding player or provided per contract from an 

employer.

Ammo Costs :  The cost of a ton of ammo is one ton for One TP as modified below

Type:      Standard  OS Round  Swarm LRM  Thunder LRM  Inferno  Incendiary LRM's  

TP Mod :       x1 
x1 
     x2  
     x2         x1.5 
  x1.5

Smoke LRM's   Frag LRM's   Flare LRM's

  x1.5

x2       
x1

NOTE: Ammunition MUST be bought in one ton lots.

Vehicle Crews: The crew required by a vehicle is equal to that vehicle's tonnage 

Divided by fifteen with the result rounded up.

-The first man in a multi-person vehicle crew is the driver, then the 

gunner, Vehicle commander, loader, second gunner, second loader and

back-up driver(as the size of the crew requires).


-The skill levels used for that vehicle will be the skills of the 

appropriate crew member(It is possible for a vehicle to have gunners 

with different gunnery skills and thus different to-hit-rolls).

Custom Designs and customization: When customizing a unit, three items need 

1) Considered.  These are “Base Cost”, “Upgrade Supplies” and the actual cost to Modify the unit.

2) Base Cost:  Every custom or customized unit MUST be based on a book

3) designs.  Before a unit can be customized, it must be purchased as above.

4) Upgrade Supplies:  If you are going to add a Medium Laser you have to BUY 

5) the Medium Laser! 

6) Modification costs:  The Cost to modify a unit is based on the difficulty 

Of the upgrade and the percentage of the unit altered.  It is a completely subjective amount as determined by me.  The only thing I can do is giv an example here…


 Ex: to remove the Machine guns and MG ammo form a Phoenix Hawk and add a



Medium Laser to each arm.

Modify the CT removing the ammo and installing replacement structural

   Support :5TP

Modify each arm to remove the Machine gun and structural supports

   Allowing the addition of the med lasers:  10TP

Buying the Med Lasers:  2TP

No value to the Machine guns removed so they may as well be stockpiled

TOTAL COST:  (45TP)P hawk + 27TP(supplies and mods)  = 72TP

________________________________________________________________________________

Pre-Battle:

Players will be offered a contract specifying what type of mission they are

being offered from the various mission profiles:

   Battle: Standard slugfest requiring destruction of the enemy units in your 

area of operations.

   Gurillia Operation: Hit and run and/or strike and fade operations.

   Raid: Strike and run operation to damage/destroy a specific target or 

steal/capture an objective.

   Rescue: Hitting a specific location to rescue a prisoner OR remove an enemy 

blocking force.

   Scout: Locating and identifying enemy assets or testing preparedness.

   Extraction: You are a relief force used to assist units in the field in 

reaching their recovery vehicles.

On the contract, Players will be given a description of the unit types they are 

expected to face, by ratio(them vs you) and type(tanks, mechs, etc..).

No exact numbers will be given as the OpFor numbers will be scaled to match the 

actual ratio set for the scenario once the player force is established.

(Ex: You are to raid a forested region and the total

 expected OpFor should outnumber your force by a 2:1

 ratio and will consist of infantry and 'mechs.)

Players will be offered a base pay per Unit/equivalent in TP as well as 

possible bonuses.

The players will then assign none, some or all of their forces to the offered 

mission.

Forces offered to the contract MUST be operational when offered.  A player can 

not anticipate the ability to repair a unit before embarking on the 

mission.

Once the players have assembled their force, the OpFor will be scaled to match 

the ratio and the battle will be set.

Those players whose forces will not be participating in the player force will 

control the OpFor units so everyone who shows up gets to play : )

Once the units are set, the final contract will include:

  Objectives(Primary and, where applicable, Secondarys)

  Compensation(as well as success-only or General)

  Offered Extraction/Ransom Clause for personnel captured or left behind.

  Bonuses1
  Salvage Rights2
  Deployment type(Soft landing or combat drop)

1) Bonuses that an employer may choose to offer as part of a contract can

     include(but are not limited to):

-Hospitalization: of player's injured personnel after battle.

-Free repair: of one Vehicle/'Mech/Fighter unit before battle(NOTE: per 

player with more than two units committed).

-Free Rights: to draw ammunition(within specified limits) from the 

employers arsenal before or after battle.

-Stockpile access: Rights to purchase a limited amount of parts from the 

employer's stockpile with which to repair their units.

-Payment: in tons for success, additional achievement of secondary 

objectives or a per head for gun-camera confirmed kills.

-Capture bounty: for taking enemy prisoners.

-Specialised bonuses for specific facets involved in a particular 

scenario.

2) Salvage rights include equipment captured or carried off the field OR

credit for "gun-camera confirmed kills".

If the objective is not to capture or hold an area Non-Success related mission 

MAY offer a head hunter bounty on confirmed kills even if a unit was 

chased off.

__________________________________________________________________________

The Battle:

Combat will be handled according to the Battletech Master Rules as modified 

by the following Maximum Tech and table rules:

*Movement*

Backward Movement rule:

  'Mechs/Vehicles MAY change elevations(Limit: 1 level) while moving backwards.

  They must make a piloting skill roll for each level changed.

  'Mechs that fail fall into lowest hex, Vehicles do not succeed in changing 

  
levels.

   Both must still pay 1MP for attempting to move into the destination hex.

Leaping Movement:

  'Mechs can move down more than two levels per hex during movement.

  The manuver Costs 4MP and forces a two pilot rolls.

-The first is modified by the number of levels dropped x2, to avoid leg

damage(number of levels fallen per leg AND a Crit check for each leg 

if this fails).

-The second roll to see if the 'Mech stays on its feet or takes falling

damage(equal to falling the number of levels leapt).

Skidding Rate:

  1) Trace the planned movement

  2) Mark intended turn points

  3) Using the modifier for the unit's ENTIRE movement, roll for skid in each 

hex the unit tries to turn in(not the hex after the turn).

  4) If a 'Mech fails, it falls in the hex it tried to turn in and skids, a 

distance equal to its remaining intended movement divided by two and 

rounded up

  5) The unit skids in the direction it was moving in BEFORE it attempted the 

turn, and from the hex in which it tried to make the turn, with the new 

facing.

Vehicle Skidding: Vehicle maintains its facing and skids the distance

indicated in the B:MR.  A roll is made on the Motive Damage Table(with a 

+1 if the unit is skidding through rough or rubble) for each hex 

skidded(with a minimum of one roll).

Flipping Over(Vehicle): If a failed manuver roll indicates a flip, subtract one 

from the skid distance.

The vehicle will then take damage in one of two ways:

   -Vehicles with one or more turrets will take damage on the side facing 

the skid in he first hex, full damage to each turret the next, the side OPPOSITE the skid in the next hex and a roll with a +1 on the motive system damage table in the next hex.  Repeat the sequence until the vehicle has reached the end of its skid.

   -Vehicles without turrets skip the damage to the turrets and have a 

three-point sequence similar to the above paragraph.

Skids and Terrain Features: Skids stop when they meet a higher terrain level 

than the terrain on which the unit is skidding

-Light woods count as two hexes for the length of the skid, Heavy woods:3.

-Woods hexes cause an entire level of falling damage rather than just one 

half level.

-If a building is encountered, it is resolved as a charge of the building

with a movement equal to the distance the charging unit moved SINCE the skid began, not before.

-The skid will only continue if the building is destroyed, reduced

   by ten percent of the building's CF.

Pilot roll for taking damage: The piloting roll for damage is increased +1 for 

each additional 20 points of damage the 'Mech has received.

Attempting to Stand: Attempts to stand are more difficult if:

an arm has damaged or missing actuators: +1

one or both arms have been destroyed:    +2
Careful Stand: A 'Mech can its entire movement phase to stand.

‘Mech uses its ENTIRE movement to stand and is considered a WALK.

The Stand roll is modified by -2 if the 'Mech has more than 2 walking MP.

The Stand roll is unmodified if the 'Mech has 2 or less walking MP.

Leg Damage: Hip hits effects are no longer non-cumulative.

  The hit reduces the walking MP by 2.

  Adds +2 to pilot skill rolls in addition to other leg critical damage.

Movement Dice: Ask me at game time if you do not know this.  Just bring one set 

of 2D10 per functional Unit in your command as well as your fighting dice.

*Combat*

Floating Critical: when a player rolls Snake Eyes on the mech hit location chart


Instead of automatically applying the damage and possible critical damage 

to the facing torso, the player rolls again for location.


The new location rolled is where the damage is applied and any criticals 

rolled will effect that location as well.


Note: Criticals and damage may float to the head as a result of this rule.

Quad/Prone 'Mech Hit Chart: Use chart on Page 19 of Max Tek handbook.

Engine Explosion: Any time a unit with a fusion engine takes two engine critical 

hits in the same phase, roll 2D6 to determine if the engine explodes(on a 

roll of **10**[NOTE: Changed from 12 in MaxTech as a table rule]).

Self Destruct: In the end phase, the controlling player must announce that

they are going to detonate a 'mech in the following turn.

-If the controlling player is going to have their pilot eject, the 'mech 

may not move in the following fire phase.  Then, if the player makes a successful UNMODIFIED pilot skill roll, the 'Mech explodes.  Otherwise, it just remains inert on the field.

-If the controlling player has the pilot stay with the 'Mech, then the 

pilot may continue to move the 'Mech, BUT NOT FIRE, until the pilot 

successfully rolls their piloting roll to detonate the 'Mech.

NOTE: Table modification: When in a moderated game, the announcement that

you are going to detonate can be made off to the side to the 

GM or a friendly player if the GM is the enemy.

Expanded Target movement modifier:

[image: image1.wmf]Expanded Target Movement modifiers

0 - 2:   0    10 -13: +4

3 - 4: +1   14 - 18: +5

5 - 6: +2   19 - 24: +6

7 - 9: +3       25+: +7

Additional Jump Modifier: +1

Hull Down(Quads 'Mechs only) If the unit goes Hull down behind Partial Cover 

then there is an additional +2 penalty to the to-hit- roll against that 

'Mech.

-If the 'Mech goes hull down in open terrain there is no defensive effect 

for combat.

(NOTE: Table modification: Hull down 'Mechs can not fire leg mounted 

weapons.)

Firing While Down: 'Mechs that have lost an arm may prop up to fire for an 

additional +1 to all proper modifiers.

Hot Loading LRM's('Mechs only): Players must declare specific ammunition 

criticals as hot loaded before the battle begins.

-All the ammunition stored in a designated critical slot are hot loaded 

for the entire battle.

-Minimum ranges are not applied for shots fired with hot loaded 

ammunition.

-When attacks are made with hot loaded missles, roll 3D6 and use the two

lowest rolls to determine the number of missiles that hit the 

target.

-Any critical hit to the hot loaded launcher:

a) Destroys all the criticals for that launcher.

b) The body location in which the launcher is located takes damage 

equal to the number of missiles the launcher fires.

c) The player must roll a 2D6.  On a 2-5, all the remaining 

ammunition for that launcher explodes per the Ammo Explosion 

rule.

Flare LRM's: Such LRM ammo is fired at a hex, not a specific target.

-Include the terrain in the target hex and the -4(immobile target) 

modifiers in the to-it-roll.

-A missed shot scatters the location of the flare.

-Flares illuminate the hexes within three hexes of the current location of 

the flare.

-Flares remove the +2 modifier for fighting at night from those targets 

illuminated by flares.

-The illumination starts the turn AFTER the launch.

-The Flare will drift as a smoke cloud.

-The flare Illumination lasts a number of turns equal to the LRM launcher 

divided by five.(LRM5 = 1 Turn).

Fragmentation SRM's/LRM's:  Double the damage to all infantry in a hex hit by 

these missiles.

-No damage is done to non-infantry units.

-Exploding Frag ammo is treated as standard ammo.

Incendiary LRM's:

I/LRM's start fires in target hexes(per RoW pg 85) on a roll of 5+. 

I/LRM's cook of as do Inferno SRM rounds.

Treat exploding I/LRM ammo as standard Inferno ammo.

Smoke SRM/LRM's:

These missiles target hexes, not units and hits with them do no damage.

SRM-2's and LRM-5's fill one hex with smoke

SRM-4's and LRM-10's fill one hex with heavy smoke OR the impact hex and 

all surrounding hexes with light smoke

SRM-6's and LRM-15's fill the impact hex and all surrounding hexes with

heavy smoke

LRM-20's fill the impact hex and all surrounding hexes with heavy smoke

OR fill all the hexes within two hexes of the target hex with light 

smoke.

In all cases, smoke rises two levels above the terrain of affected hexes.

Disengaging PPC Inhibitors: The player may disengage a PPC's inhibitor any time 

before the weapon is fired.

-The standard minimum range for the weapon is not added to the modified-

to-hit roll.

-The firing player rolls 2D6 to determine if feedback occurs.

The save vs feedback at One hex range: 
10+

   at two hexes: 

6+

   at three plus hexes: 3+.

-If feedback occurs:

A) All the critical slots of the weapon are destroyed.

B) The unit takes ten points of IS damage to the same location in 

Which the weapon was mounted.

Extreme Ranges: Extreme range starts in the hex immediately beyond the Listed

maximum range for that weapon.

Extreme range ends in the hex indicated by multiplying by two the listed

maximum Medium range for that weapon.

       (Ex: 2 * 6 = 12 for a Standard Medium Laser).


The modifier for firing at a target at extreme range is +8[same as but not 

Cumulative with +2(med) and +4(long)]

Bracing(This can only be done by a BattleMech Only)

-Costs one movement point and is done during movement.

-'Mech may only brace one arm in a particular attack.

-Unit may only brace against a terrain feature directly in front of it and

one level higher than the terrain on which the ATTACKER is standing.

-A bracing 'Mech is considered an Immobile target and can not otherwise

move, torso twist, make physical attacks or fire any weapons not 

mounted in the braced arm.

-A bracing 'Mech is considered to be taking cover behind the terrain it is 

bracing against.

-A bracing 'Mech may only fire at targets in its front fire arc and gets a 

-2 fire modifier.

-Quad 'mechs have no arms and can not brace.

-Can be used in combination with Called shots rule(see Table rules)

Linking Weapons: Weapons may be declared linked Before the begining of the game 

or in any turn's END phase.

-Weapons must be able to fire in the same arcs in order to be linked

-After the above restriction, any and all weapons may be linked.

-A single unit may have multiple linked weapon groups and a single weapon

may be included in multiple link groups.

-Linked weapons MUST be clearly indicated on the record sheet.

-All fired weapons that are part of a linked group must all fire at the

same target BUT not all the weapons in that group must fire.

-One to-hit-roll is made for all the weapons in a linked group, based on

the weapon in that group with the worst ranges.

-If the roll fails, all the weapons in that group have missed.

-If the linked weapons hit, the exact hit locations for each weapon are

determined normally.

Opportunity Fire: Player declares Unit on watch during fire phase INSTEAD of 

firing in THAT phase.

-While on watch, Unit may Attack any target that is in the unit's Front

Fire Arc in any subsequent action Phase(Movement, Fire, Physical).

-The attack made may be either Fire OR Physical, not both.

-The modify the roll for the attack for the target’s movement from its


start point to that hex and a +2 modifier.

-Effects of the attack take effect as soon as the attack is resolved.

-A 'Mech that has fallen due to such an attack may try to stand and

continue its movement if it has the remaining movement available.


-Regardless of opportunity fire, a 'mech may never make two attacks of the 

same type in the same TURN.

AMS Chain Firing: Units with more than one AMS system may set them so that only 

one system fires at each incoming missile barrage.

-One AMS will engage each in-coming salvo until there are no more unfired

AMS systems or salvos.

Autocannon Rapid fire mode: Weapon does twice the normal damage per hit as per 

the Ultra A/C rules.

-On a to-hit-roll of four or less, the weapon fails to fire with no other

effects.

-On a to-hit-roll of two(snake eyes), the ammo in the breach explodes

causing all the critical slots for that weapon to be destroyed.  The 

explosion does NOT cause feed-back to the pilot or an additional 

ammunition explosion.

Autocannon Multiple Targets: A single A/C may target multiple targets with a 

single round of fire.

-The targets MUST be in adjacent hexes within the range of the weapon.

-Determine the to-hit-roll for each target with a +1 for each, and roll

each seperatly at the highest to-hit number.

-If the to-hit-roll succeeds for a specific target, that target takes

damage equal to half the damage of the weapon(rounded down).

-It IS possible for one or both targets to be hit.

-Multiple targets can be fired at in Rapid fire mode.

Machine Gun Rapid Fire Mode:

-Rapid fire mode does not do any additional damage Vs unarmored infantry. 

-Machine Guns MUST be rigged to fire in Rapid Fire mode for the entire 

battle.

-Each time the Machine Gun is fired:

The controlling player rolls 1D6 which equals both the damage done 

AND the heat caused.

The amount of ammo used equals three times the damage done in the 

attack.

-On a to-hit-roll of four or less, the weapon fails to fire with no other

effects.

-On a to-hit-roll of two(snake eyes), the ammo in the breach explodes

causing all the critical slots for that weapon to be destroyed.  The 

explosion does NOT cause feed-back to the pilot or an additional 

ammunition explosion.

Physical Combat: Piloting Skill:  The base-to-hit for any physical attack is the 

Attacker's Pilot Skill as modified by the below.

Punch : -1

Kick : -2   
Jump Jet Attack : -1
Pushing : -1

Clubbing : -1    
Charge : 0   
Death from Above : 0

Jump Jet attack: Attacker and defender must be in directly adjacent hexes.

Attacker must be prone or one level above the defender.

If the attacker is standing, it may only attack a target directly in front 

of and one level below it.

Prone attackers may only attack target directly behind them and may use

the working jets on one or BOTH legs provided that no other weapons on the leg(s) have been used that turn.

Standing attackers may only use the Jets in one leg and may not have used 

other weapons mounted in that leg in the same turn.

Attacker must have un-damaged Jump Jets in the legs and must NOT have 

jumped in that turn.

The Jump Jet attack to-hit-roll IS modified for firing while prone if the 

attacker is prone.

The damage from this attack equals the number of jets used times three

applied to one location per leg used, not per jet.

The heat generated by the attack is the same for using that number of

jets to jump(minimum of three).

Mechanical Jump Jets may NOT be used for this type of attack.

Mule Kicking(Quad 'Mechs only): The attacker may kick into any of the three rear 

hexes.

The attack is resolved as a normal kick modified by +1.

Damage from a mule kick is the same as from a standard kick.

'Mechs that have fired weapons mounted in ANY of its legs may NOT execute 

a mule kick.

Charging: Standard charge rules modified as follows:

Damage to the attacker equals the defender's tonnage divided by twenty

and multiplied by the number of hexes that defender had moved(Round 

up).

Damage is applied in five point groupings.(OW!!!)

Death From Above: If a 'mech performing a DFA is destroyed during that 

attack, the attack is still resolved with an added +1 modifier to see if 

the wreck hits the target.

-Damage is 1/2 normal, but is all applied to one single location on the 

punch chart.

-If the attacker's CT is completly destroyed, the attack is resolved as

follows:

-Divide damage in half and divide that into five point groups.

-Apply the five point clusters separately on the normal attack 

column, NOT the punch locations chart.

-The defender must still make the normal piloting skill roll if hit.

-The further damage to the attacker(important for salvage) is computed 

normally, as if the attack had failed.

Accidental Falls From Above: A unit MAY deliberatly walk or run off any 

elevation by spending one movement point.

-To commit the attack the controlling player MUST roll 2D6 for 10+.

-If the unit makes the jump, resolve as normal “accidental falls” attacks.

Expanded Heat Scale: The expanded heat chart from Maximum Tech handbook is in 

use for heat over 30 excess points.

-------------------------------------------------------------------------------|

|*Table Rules*










 |

|Heat Sinks: A player may change the status of their heat sinks during the end |

|

phase of any turn.







 |

|

-Heat sinks may be turned on or off to assist in maintaining heat  | |

  while using TSM.







 |

|Aimed shots: A  Unit may decide to make an aimed shot at a specific location
 |

|

on a target in the following method:




 |
| 
    1) The Attacker may not move in the turn it will try to aim a shot
 |

|

even if the target is immobile.





 |

|
    2) All weapons that Attacker fires in that phase must be aimed at the| |

 same target AND location.






 |

|
    3) The target of such an attack must be within the medium or close   | |

 range of the all weapons to be fired at it.



 |

|
    4) The attack uses all standard combat modifiers as well as a +4
 | |


penalty.








 |

|
    5) The target unit and location of the attack must be declared before| |


the attack roll is calculated.




 |

|
    6) If the to-hit-roll succeeds, the target is hit in the declared
 | |


location. 








 |

|
    7) if the to-hit-roll fails BUT would have succeeded without the +4
 | |


Aimed shot modifier, the attacker has hit the target but
 | |


missed the called location.





 |

|

a) Roll the location normally with a Leg location treated as a     |

|


miss if the shots were aimed at the upper part of the mech
 |

|


and upper body hits as a miss if the aim was at the legs.
 |

|
     8) Aimed shots MAY be made against the head of a target at a to-hit-|

|


modifier of +6 instead of the +4 mentioned above).

 |

|VTOLS attacking Battlemechs(To add realism, I will have Battlemechs being
 |

|



attacked by VTOLS roll an initiative vs the attacking
 |

|



Strafing/bombing VTOL)





 |

|


-If the Battlemech is successful in shooting down the VTOL
 | |



then the attack may scatter(1D6 for 1-4)or fail to
 | |



occur(1D6 for 5 or 6).





 |

-------------------------------------------------------------------------------|

*Vehicles*

Vehicle Skidding: Hovercraft moving at flank speed may skid on ANY terrain.

Vehicle Firing Arcs: New vehicle firing arcs are displayed on Pg 30 of the Max 

tech Hand book.
Vehicle Hit Locations: Damage to vehicles will be resolved per the chart on page 

31 of the maximum tech handbook.

Vehicle Critical Hits Table: Use the "Advanced Ground Vehicle Critical Hits 

Table" on page 32 of the Maximum Tech handbook.

Damage From Fire: Vehicles moving through fire are not automatically destroyed.

  Each time a vehicle moves through a burning hex, roll on the table on 

  page 33 of Maximum Tech.

Roll again on the table if the vehicle is in a burning hex during the heat 

phase.

Vehicles hit by Infernos are set aflame and take 1D6 points of damage per 

armor location.

Vehicles on Fire: Vehicles that are burning suffer an additional 1D6 damage per 

Burning armor location each turn until the fire is extinguished.

-A roll of  "1" for such damage causes one point of damage and the fire in 

that location goes out.

-A burning vehicle may be put out by the above or by engineers(Table rule: 

or by the vehicle's crew).

-The crew must shut down the vehicle and spend at least four turns outside

the vehicle(treat as infantry).

-Sealed vehicles may put out fires by passing into, or through, level two

water.

-Vehicles that were sealed at the start of a battle but have had their 

armor breached are no longer sealed.

VTOL Hit Locations: Use the Vtol combat chart on page 34 of the Max Tech 

handbook

VTOL Movement Modifiers: Instead of the standard +3 movement Attack modifier,

use +1 for hovering, +2 for Cruise speed and +3 for Flank speed.

VTOL Rotor hits: Any direct fire attack against the rotors of a VTOL will 

Inflict only 1 point of damage despite of the actual damage weapon.

VTOL Critical Hits Table: Use the VTOL Crit hit chart on page 34 of the Max 

Tech Handbook

VTOL Strafing: Strafing is declared during the movement phase but takes effect 

in the fire phase.

-Units strafing may make NO other weapons attacks that turn.

-The VTOL can not change levels or facing during the movement and MUST

move over every hex to be strafed.

-The attack may be made with Turret mounted or foward firing weapons only. -A separate To-Hit-roll is made for each weapon with a Base-To-Hit of 6,

modified by Attacker and defender movement and target terrain. 

A scattering Strafe attack hits the hex immediatly to the right or left of 

the target hex.

VTOL Bombing: VTOLS may carry as many bombs as the VTOLS mass divided by five.

VTOLS may NOT carry Arrow IV missiles as bombs.

Externally mounted bombs or fuel tanks may be carried in place of infantry 

or cargo.

Each bomb/tank costs one ton of cargo/Infantry space.

Bombs carried in excess of the cargo space availible reduce the Crusing MP 

of the VTOL by one(Flank must also be recalculated).

A VTOL suffers a +1 to all piloting rolls for each five bombs carried 

The VTOL may only make one bombing attack(I.E. Attack only one hex with 

one or more bombs)per turn and may not make any other attacks that 

turn.

Bombing attacks are declared during the movement phase but take place 

during the fire combat phase.

A scattering Bomb attack forces the bombs to scatter as artillery shots 

do normally.

Return Fire from Ground Units:

 _____________________________________________________________________________

|   Table ruling:










|
|
ANY ground units within 17 hexes of a hex(hexrow) targeted in a Fighter |

|
 ground attack may return fire against that fighter.



|

|______________________________________________________________________________________________________________________|

Qualified ground units may only fire weapons with a range of six or more at

  strafing or bombing attacks.

    All damage from each unit in a single phase will strike the fighter in 

the same location as determined on the Aerospace Craft Damage from Ground 

Units Table(Pg 23 Aerotech).

    The base-to-hit for units in the path of attack is that unit’s gunnery 

Skill plus two.

    The base-to-hit for units in the path of attack is that unit’s gunnery 

Skill plus Six.

*AeroSpace Fighters*

   Combat:

    Air to Air(Space to Space):


Base to hit is the pilot’s gunnery plus range modifiers(+2 for Med, +4 for 

Long) and modifiers for damage to the craft or heat.


There is an additional minus three for attacks on ground attacking 

fighters by other fighters or VTOL’s.

    Bombing:


Table Rule: Fighters may carry bombs in the same manner as VTOLs.


Fighters loose thrust when carrying bombs as noted: (Bomb Rating/Cost)


  10/.2 thrust  20/.4  40/.8  60/1.2  80/1.6  100/2.0



Note: Always round the total cost for bombs carried UP.



As bombs are dropped, Thrust is regained.

Target area is a single hex.

Base to hit is the pilot’s Gunnery skill minus 1.

The base to hit is modified by the condition of the attacking craft.

If the attack misses the targeted hex, it scatters on a 2D6 roll on the 

Scatter table(Pg22, Aerotech) in the direction indicated on the 

Scatter diagram(Pg22, Aerotech).

All units in hex hit suffer damage equal to the rating of the bomb.


All units in hexes adjacent to the hex hit suffer damage equal to half the 

rating of the bomb.

    Strafing:


The target area is a three hex wide strip running in a straight line 

across the target Battletech map.

Base to hit is the pilot’s Gunnery skill plus one.

Modify for: Target movement, Target Terrain, Condition of strafing craft.

All ground units in the target area suffer damage equal to the total 

damage possible from all the attacking fighter’s energy weapons.


The damage done to ground units is applied in groups of five or less on 

the strafing damage table(Pg22 Aerotech).


Non-strafing weapons are allowed a single shot with each pass with a base 

to hit of the pilot’s skill plus one plus all strafing modifiers.

    Return Fire from Ground Units: As above for VTOL’s.

   Crashes(Note: Entire section is table rule): 


Non-recoverable Situations(where a pilot eject is the ONLY answer)




Lost one or both wings

  

Lost Rotors

  


Tail blown off

  


Pilot unconscious


  In these cases, the crashing craft is damaged as appropriate for the

Failed landing from that altitude.

A)Craft Hovering at level(VTOL, LAM):

Pilot(and crew) may attempt to eject at the standard roll +2.

  OR

  
Controlling player makes Pilot Skill roll(Skill+SI mod+all appropriate

        re-entry modifiers)

   
If good: calculate damage for the craft to fall from the level it is 

hovering at into the hex it is directly above.  Allocate the damage by

dividing it equally among the remaining sections of the fighter.

A second pilot skill roll is made to prevent the pilot from taking one(1)

     Pilot Hit.

If Bad: calculate damage for the craft to fall from the level it is

  hovering at into the hex it is directly above.

          Allocate the damage by randomly determining a direction of attack and 

assign all damage randomly against that arc.


    The pilot takes two(2) pilot hits.

B)Craft flying at tactical level on the battle map(LAM, VTOL, Standard air craft):

Pilot(and crew) may attempt to eject at the standard roll +2.

  OR

Controlling player makes Pilot Skill roll(Skill+SI mod+all appropriate

         re-entry mods)

Procedure:


If good: craft crashes from levels equal to 1/2 the levels that the craft 

is flying at(round down).  The craft continues movement forward for 

a distance equal to ½ its most recent movement and crashes in the 

hex it ends that movement over.


  Units in the impact hex are attacked per the accidental fall from

above rules.

Apply all damage by dividing it equally among the remaining forward

    sections of the fighter.


  A second pilot skill roll is made to prevent the pilot from taking 

two(2) pilot hits.


  The craft then skids per normal a distance equal to 1/4 its most recent

movement rounded up.


  Units in the path of a skidding craft are charged per the Battletech 

Master Rules rule on skids.


If Bad: craft crashes from levels equal to the level it is flying at that 

the craft is flying at.


  The craft continues movement forward for a distance equal to ½ its most 

recent movement and crashes in the hex it ends that movement over.


  Units in the impact hex are attacked per the accidental fall from above 

rules.  Allocate the damage by randomly determining a direction of


      attack and assign all damage randomly against that arc.


  The pilot takes two(2) pilot hits.


  The craft then skids per normal a distance equal to 1/4 its most recent 

movement rounded up.


  Units in the path of a skidding craft are charged per the Battletech

Master Rules rule on skids.

C)Craft flying on the low altitude map:(Aerospace Fighters, LAM's, Conv. Ftrs) 

Pilot(and crew) may attempt to eject at the standard roll +2.

  OR
Controlling player makes Pilot Skill roll(Skill+SI mod+all appropriate

      
re-entry mods)

Procedure:


If good: craft crashes from five(5)levels.


  The craft continues movement forward for a distance equal to ½ its most 

recent movement and crashes in the low Alt. hex it ends that 

movement over.


  Once the Low Altitude hex is determined, the exact hex of impact on the 

represented tactical map will be determined as follows.



  1) roll 1D15(1D3[for 1-5,6-10,11-15] and 1D5) for row



  2) roll 1D20 and re-roll 18,19,20 for the hex in that row.


  Units in the impact hex are attacked per the accidental fall from above 

rules.


  Apply all damage by dividing it equally among the remaining forward 

sections of the fighter.


  A second pilot skill roll is made to prevent the pilot from taking 

two(3) pilot hits.  If the roll is good, pilot takes one(1) hit.


  The craft then skids per normal a distance equal to 1/4 its most recent 

movement rounded up.


  Units in the path of a skidding craft are charged per the Battletech 

Master Rules rule on skids.


If bad: craft crashes from Ten(10)levels.


  The craft continues movement forward for a distance equal to ½ its most 

recent movement and crashes in the low Alt. hex it ends that

movement over.


  Units in the impact hex are attacked per the accidental fall from above 

rules.

        Allocate the damage by randomly determining a direction of attack and 

assign all damage randomly against that arc.


  The pilot takes three(3) pilot hits.


  The craft then skids per normal a distance equal to 1/4 its most recent 

movement rounded up.


  Units in the path of a skidding craft are charged per the Battletech 

Master Rules rule on skids.

D)Craft flying at high altitude:(Aerospace fighters, Conventional fighters and LAM's)


The controlling player makes a pilot skill roll as in the above cases BUT 

with an additional +2 modifier to transit to Low Altitude.


IF Good: resolve the crash from the Low Altitude Map.


If Bad: the craft breaks up at high altitude and no meaningful parts of 

the craft remain to strike ground units or be salvaged.


If the pilot chooses to bail out before making the skill roll, a standard 

skill roll must be made to reflect the difficulty of ejecting at 

high altitude.

  Failure kills the pilot.


If the pilot chooses to attempt to control the craft and fails, the pilot 

MUST succeed in a skill+4 roll to survive ejecting.


In this case, a roll of 2,3 or 4 automatically kills the pilot.

*Infantry*

Infantry in Battle: In battle, Infantry will use the base-to-hit rolls per page

67(RoW) As modified by troop experience(per Pg 36/MaxTech).

Infantry Deployment: Infantry can be deployed in Platoon or Squad strength per

Max tech pg 36.

-Squads consist of seven troopers.

-Squads operate as a small platoon and will have a separate section on the 

Platoon record sheet.

-Vehicles or 'Mechs targeting a squad suffer a +1 to-hit penalty.

-Multiple squads from the same platoon that are in the same hex count as

one unit for stacking.

-Squads from the same platoon that end movement in the same hex may join

into a platoon during the end phase of that turn.

-Platoons formed in this manner have a strength equal to the survivors of 

all remaining Squads.

-Technicians and Medical personnel caught in a battle operate as a small 

infantry unit of foot rifle troops.

Heavy armor troopers in combat:

  Heavy Infantry suffer a +1 modifier to all their attacks.

  Heavy Infantry can not make anti-mech attacks.

Paratroopers: Paratroopers are dropped in the same manner as Combat dropping 

'Mechs with the following exceptions:

1) Drops are made in the atmosphere from aircraft(conventional, aerospace

or dropships)

2) Roll 2D6 for each dropping squad for a successful drop on a four or 

better.

3) A roll of less than four results in the unit suffering one point of 

damage and scattering as described in the rules for Battle Armor.

Swarming Vehicles: Anti-Mech Infantry will be allowed to Swarm vehicles.

Such attacks are made at a -1 modifier.

A swarmed vehicle may move erratically to attempt to knock the attacking 

Infanrty off.

During such movement the vehicle is moving at flank speed but only

receives cruising movement points.

While moving erratically, all pilot skill rolls are made at +1.

At the end of that movement, the vehicle driver rolls a pilot skill

roll with a +4 modifier.

If successful, the infantry are knocked off the vehicle as with a jumping 

Battlemech.

If the infantry remain on the vehicle, they make a standard anti-mech

attack against the front location of the vehicle including rolling 

for critical damage even if the vehicle's armor is not penetrated.

Swarm to conrtrol: Anti-Mech Infantry May Swarm to control a vehicle.

-After a successful swarm roll, make a second attack roll with all the

proper modifiers plus one more equal to twice the number of crew on the target vehicle.

-If the roll fails, the attacking infantry remain outside the vehicle.

-If the roll succeeds:

A) The vehicle operates as stunned in the FOLLOWING turn.

B) Infantry equal to the number of crew required for the vehicle are

removed(as casualties) from the infantry unit.

C) The captured vehicle will operate normally beginning in the 

second turn after a successful attack roll.

Drop and Roll anti-swarm defense('Mech only): The 'mech goes prone and takes

One level of falling damage on its front armor.

-The 'mech pilot makes a piloting roll modified by +2 to knock the 

infantry off.

-If the roll succeeds, the infantry are knocked off as normal.

-If not, the 'mech may repeat the maneuver in following turns.

Engineer Infantry: For simplicity, hired engineers can perform all the functions 

of engineers.


-Engineer base rolls are: Green: 9+  Regular: 7+  Veteran: 6+  Elite: 5+



Unless superceded by a rule below.


-Base rolls are modified as follows:


   Full Platoon: -2  Platoon short one squad: -1  Under fire: +3


   In vacuum or hostile environment: +4  Specially equipped: Per GM

-Engineers may not act as Anti-Mech infantry until they reach the veteran 

skill level.

-Engineers may: Build Bridges
See RoW Pg 73 for construction rules.

The supplies must be available or the player pays for pre-purchased

Supplies as worked out with the Game Master.

Engineers take two turns to lay a pre-fabricated bridge

Engineers may create a single Medium Bridge or two light bridges per

scenario

    Demolition

Engineers must spend a number of turns in the target hex to plant 

charges.

-While planting charges, the unit may not move or attack.

-The damage done by planted charges is equal to the amount of damage 

that unit can inflict in combat times the number of turns 

spent planting charges.

-The amount of damage the engineer unit can cause is determined by 

the Unit strength after the final turn setting the charges.

-Demolition charges will ONLY affect structures that are rigged. The 

only damage done to units in that hex will be damage from collapsing structures or falling damage as a structure

a unit is on top of falls.

-Demolition charges are detonated during the End Phase of any turn

after the unit finishes placing them.

Fire Fighting

-Engineer unit must be in a hex adjacent to the fire/Burning Unit.

-Engineer unit rolls 2D6 for 8+(10+ if the caused by Inferno 

missiles).

Mine Clearing

-Mines are cleared as in the rules on Pg 93(RoW) except:

-Engineers clear mines on roll 9 or better.

-A minefield is only accidentally detonated on a roll of 3 or 

less.

Trench and FieldWork

-Fortifications can trade hands until destroyed

-Fortifications can be built in any terrain except Water, Pavement 

or building.

-The engineer unit is declared to be building a fortification in the

hex it occupies in the end phase of a turn.

-The unit MUST spend two consecutive turns in the hex without moving 

or attacking to succeed.

-Infantry in Fortified hexes are automatically dug in and vehicles 

may go Hull down.

Infantry operating Field Artillery: Each gun requires a crew of infantry equal 

to the tonnage(actual not TP cost) of the weapon.

-Unmanned (or Undermanned) guns may not be fired in combat but fully 

manned guns in the same unit may continue to fire.

-Unmanned (or undermanned) Guns may only be hitched(or unhitched) to a

unit's vehicles by expending additional movement phases in that hex 

to hitch the additional weapons.

-Unmanned (or undermanned) Guns that are not hitched when the unit leaves

the hex are considered abandoned in place unless destroyed by the 

controlling player.

-Each Gun maintains its own ammo supply(Table modification: that supply 

may be used by the crew of another gun.  Doing so reduces the 

ability of that gun to fire to every other turn

-Field Artillery may not be fired in any turn in which the unit moved. 

As it must be set up after movement.

-A single Field gun can be set up or broken down(For transport) in one 

turn by a single FULL gun crew.

-The controlling player must designate a facing for their FA

Guns.  All guns attached to a specific unit must fire from that 

Facing using a Vehicle Turret firing arc.

-In a given turn, all manned guns from a particular unit MUST be fired as 

a battery.

-The guns may fire at different targets BUT must all fire into the same 

arc.

-Units that fire their Artillery weapons in a turn may not fire their

normal weapons in that turn.

-Damage done by a Field Artillery weapon match the normal damage for that 

weapon type.

LRM Infantry: LRM Infantry unit statistics are listed on pg. 40 of the Mx Tk 

Book.

-LRM Infantry do not suffer the same minimum ranges as 'Mech/Vehicle 

LRM's.

Vehicle Crews as Infantry: If a vehicle crew is forced to abandon their vehicle, 

they shall be treated as Standard Foot Rifle Infantry for the rest of that 

battle and as long as they are without a vehicle in future battles they 

are part of.

-The crew shall have its own infantry record sheet and be treated as its 

own squad.


-The vehicle crew positions shall correspond to the trooper boxes on the 

records sheet as follows(And as the number of crew require):

1st Trooper

Vehicle Driver

2nd trooper

First Gunner

3rd trooper

Vehicle Commander

4th trooper

first Loader

5th trooper

Second Gunner

6th trooper

Second loader

7th trooper

Back-up Driver


-When a unit of vehicle crew takes casualties, those casualties will be 

randomly rolled unless that unit is wiped out by the attack.

Fire combat Vs Infantry: Weapons are classified as Single attack or multiple 

attack per a table on pg. 37(MxTk).

-Multiple attack weapons are resolved normally.

-Single attack weapons that normally do nine or less points will kill

only one trooper reguardless of terrain(This applies even if the trooper is Heavy Infantry).

-Single attack weapons that normally do Ten or more points will kill two

troopers reguardless of terrain(Two troopers are killed even if the 

troopers are Heavy Infantry)

TABLE RULE

------------------------------------------------------------------------------|

|PPC's and ERPPC's: Thes weapons will hit liked forked lightning and hit
|

|
1D6(in cover) or 1D9 (in clear terrain) troopers.  These numbers are 
|

|
regardless if they are heavy infantry or not.




|

|
To roll this attack, use 1D6 or 1D10 ignoring 10's.



|

-------------------------------------------------------------------------------

Digging in: Can be done in any terrain except Pavement/roads.

Digging in takes one turn in which the infantry unit neither moves or 

attacks.

-If a unit is attacked while it is digging in, in is not considered dug in 

and gets no benefit.

-All attacks vs dug in units have a +2 penaty.

-Damage is not increased vs infantry in clear terrain that are dug in.

-Dug in infantry must designate a hex as forward and can only attack 

targets in their forward arc.

-Dug in units remain dug in until they move.  After that they must dig

in again, even if they return to the same hex.

:---------------------------------------------------------------------------

Table Rule

Infantry damage MUST be marked as to what type of weapon caused each hit for 

Post battle purposes.   Use the following codes:

MG =1   
    Laser = 2   PPC = 3   A/C = 4   LRM = 5   SRM = 6   Mines = 7

Artillery = 8   Crushing damage(building collapse, etc) = 9   Fighter Bombing = A   Strafing = B Fire = C   Inferno = D A/P = +

Artillery
All artillery rules from the Max Tech rules book will be used.

-ranges and flight times table: Pg 43 MxTk.

-Off board defined as any arty unit 17 hexes away from target.

-The Base damage for the weapon fired is the amount of damage done to 

units actually in hex that is hit. Subtract 5 from the base damage cumulative, for each hex out from targeted hex for damage to units in adjacent hexes.  Continue out until no damage is done.

-Unless specific rules for special ordinance state differently, divide

damage into 5 point clusters and roll for separate locations.

-Optional Artillery Ordinance is described on Pg 44(MxTk) and is availible

only with the approval of the GM.

   -Ordinance:

High Explosive: reduce the amount of damage by 10 points per hex out 

from the hex initially hit.

Cluster: Use shots above table on attacks vs Battlemechs.  Use 

standard hit locations chart for damage caused in adjacent 

hexes. Direction of the attack for adjacent hexes are determined from the hex initially hit.

Flechette: Roll once on motive System damage table for any Wheeled 

or Hover vehicles in the area of effect(Pg 32 MxTk).

    -Do not damage vehicle armor, Battle Armor or Battlemechs.

    -Unarmored Infantry in trenches or fieldworks suffer damage as 

  if in open terrain.

    -Unarmored Infantry in woods suffer only half damage.

Illumination: Burns for 12 turns.

Negates darkness based combat modifiers.

The area of effect of the flare match the effects described  

for smoke on Pg 44(MxTk).

Flares will drift as does smoke per Pg 44(MxTk).

Smoke: Standard smoke rounds fills the target hex with one level of 

Heavy Smoke. Improved Smoke fills its effect radius(as 

determined by the gun type) with two levels of Heavy Smoke.

Field Artillery(Not mounted on a 'Mech or vehicle)

   Movement: Each gun, with crew and towing vehicle, counts as a single unit. 

Artillery units are considered mechanized infantry for combat.

Artillery units have one movement point

Artillery units must declare a facing.

Artillery units must pay MP for changing facings.

   Fire and damage: Artillery fires through the front hexside using a turret 

firing arc.

An artillery unit may not fire in a turn in which it has moved.

Any successful attack vs field artillery destroys the unit, despite the 

damage done.

On Board Artillery:

On board artillery can make direct fire attacks if:

:it is within seventeen hexes of its target.

:It has LOS to the target.

    Standard direct fire uses a base-to-hit of eight.

This is modified by Attacker movement and gunnery skill.

This is also modified by any woods or terrain in the LOS.

This is NOT modified by range, targert movement or immobility.

This is NOT modified by the terrain of the target hex.

Targets more than seventeen hexes away from an artillery unit are 

considered off-board.

Point Blank Attack: Only allowed for Hidden On-Board artillery(see hidden unit 

rules, RoW).

Artillery may only use High Explosive ammo in such an attack.

The attack is aimed at the hex the target occupies only, no other hex.

The Base-To-Hit is five.

If the To-Hit-roll fails, the round scatters with the attacker

re-rolling any result toward the attacking unit or the two adjacent hexes hexes closer to the attacking unit.

Counter-Battery Fire: Such an attack can only be made by artillery units.

while a friendly unit had LOS to that hex.

Range for a counter-battery attack is determined by adding the

distance of both units from the battlefield along with the length of the battlefield itself.

If the attack fails, roll scatter to determine if the round landed close 

enough to damage the unit.

Smoke
Light and heavy smoke: Any shot into a Heavy Woods hex filled with light smoke 

receives +2 (for the woods) and +1(for the smoke) modifiers.

Light Smoke: Generated by normal fires or delivered smoke charges.

Where a type of smoke is NOT specified, the smoke is Light.

Light Smoke acts as light woods for LOS and combat modifiers.

Light Smoke Can be one OR two levels above the underlying terrain.

Where the height of smoke is not stated, it is assumed to be one level.

Heavy Smoke: Generated by Burning Heavy or Hardened Buildings or delivered smoke 

charges.

Acts as Heavy woods for LOS and combat modifiers.

Can be one OR two levels above the underlying terrain.

Where the height of smoke is not stated, it is assumed to be two levels.

Drift/Dissipation:

Smoke dissipates or drifts BEFORE fire spreads.

Use the standard rules for wind Direction(Pg 85, RoW) and MxTk rules for

Wind Strength(Pg 52).

If no wind strength is specified, assume Light winds.

In the end phase, check to see if wind Str or Dir have changed as follows: 

Roll 1D6: On a One, the The wind becomes one category weaker; On a 

six, it becomes one category stronger.

Roll 1D6 for direction: on a one, the wind changes direction one

hexside clockwise; On a six, it changes one hexside counter-

clockwise.

Either way, a 2-5 means no change.

Smoke appears in the same hex that is on fire.

In light and moderate winds, smoke drifts one hex per turn.

In heavy winds, smoke drifts two hexes per turn.

Smoke drifts in the end phase and in the direction of the prevailing winds Smoke that drifts off the maps has no further effect on the game.

In calm winds, smoke does not drift.

Roll 2D6 for each cloud for dissipation.

-For moderate wind, add one to the roll.

-For high wind, add three

If the total is eleven or greater, the cloud dissipates.

Heavy smoke dissipates to light smoke, light smoke dissipates and 

disappears.

Morale
This only affects Player Infantry Forces(see below for Morale effects

on troops opposing player forces in scenarios).


Vehicle Crews operating as infantry are effected by morale with a one 

point negative modifier for all rolls due to the Vehicle loss.

A unit must make a morale check at the end of any phase in which it

loses half(or more) of the men that unit started the phase with.

To make a check, roll 2D6 for a number equal to or higher than that

indicated in the chart on pg 38(MxTk).

Only the single highest positive Modifier from the chart on pg 38(MxTk)

is applied(and only once).

All applicable negative modifiers are added and are cumulative.

A successful roll means that the unit does not break.

During movement, a unit with broken morale must move away from the enemy 

at best possible speed.

-The retreating unit MUST move towards cover in order to break LOS.

-If no cover exists, the unit must retreat towards its "home map edge".

-If there is no "designated home map edge", the unit must move away

from all currently visible enemy units.

A broken unit may still attack, but may not spot for artillery or LRM, and 

may not use field guns.

Each time a broken unit takes more casualties, it must make another morale 

check with a +1 modifier.

If that morale check is failed, the unit is routed.


Recovery from broken morale may be attempted in the end phase of every 

turn AFTER the turn in which it broke.

The broken unit must make a 2D6 roll vs its BASE morale roll, unmodified. 

If the roll fails, the unit is routed.

A routed unit must move away from enemy units as fast as possible, in

as straight a line as possible.

A routed unit may not take ANY action(including Attacks) except to 

retreat.

Routed troops are too far gone to recover and must continue to retreat

until captured or they leave the battle.

------------------------------------------------------------------------------|

|Table rule:










|

|    If a routed unit is forced to make a morale roll, it is done with a
| |

modifier of +2 to the target roll required.



|

|    If that unit fails the morale roll, the survivors surrender during the
| |

end phase and may not try to escape.




| |    Surrendered troops that are recaptured may only be rehabilitated after
| |

the current battle.







|

------------------------------------------------------------------------------|

Morale and OpFor Units: As the NPC forces of the various OpFor units are not 

restrained by campaign considerations, they will be bound by Morale.

Infantry will suffer Morale checks as written in the MxTk handbook(as 

listed and modified above).

Battlemechs/Vehicles will suffer unit morale checks as a lance in a way 

similar to Infantry.

Such lances must check morale any time half or more of that lance is 

paniced or destroyed.

The partially paniced lance must roll for an over-all morale check any

time one of its pilots is forced to make an individual roll.

Mech or vehicle forces receiving twenty or more points of damage in a

phase make morale checks at their pilot skill plus one.

   -The roll will be modified with an additional plus one for each

additional twenty points of damage.

   -Mech pilots suffer an additional modifier of +2 for each limb lost in 

combat.

   -Mech pilots suffer an additional modifier of +3 for each torso lost in 

combat.

   -Vehicle pilots suffer an additional +2 if a location's armor has been 

breached.

-Vehicle pilots suffer an additional +1 for each two Cruising movement 

points lost in combat.

As infantry, broken crews and pilots must retreat at their best speed

away from visible enemy forces and towards cover.

Vehicle crews that choose to abandon their ride while broken will

continue to retreat but MAY attempt to destroy their vehicles or 

field artillery(FA Infantry).

Vehicle crews and mech pilots may rout if that unit takes additional 

damage from a Vehicle, Mech or successful Swarming infantry while 

paniced.

Pilots or crews that rout WILL surrender their vehicles/mechs but are

not allowed to attempt to destroy them(or Gun as with FA Infantry).

BattleMechs recover morale by rolling their piloting skill, modified by

a cumulative +1 per location lost in combat, in the end phase of any turn FOLLOWING the turn in which the pilot's morale was broken.

Vehicles recover morale by rolling their piloting skill, modified by a

cumulative 11 per location with breached armor, in the end phase of 

any turn FOLLOWING the turn in which the pilot's morale was broken.

____________________________________________________________

After Battle:

Determining what is salvageable: In all cases where salvage is possible(as 

determined by the GM), the players will be given a notice as to how 

much time they have to attempt salvage.

-Players will have to decide what they will try to investigate BEFORE they

are informed of the time it will take to verify if the part is

salvageable and how long that will take. 

-A unit is completely destroyed(No salvage) if it is eliminated by:

-Engine Explosion

-Saturation bombing or artillery attack(including artillery cannons)

-A total damage received that surpasses the total of the unit's 

remaining armor and IS in all locations.

-The destroyed Center Torso of a Mech can never be salvaged.

-Components in any destroyed location that were not destroyed may be 

salvaged from that location.

-Any unit that is not completely destroyed(not including a mech whose

center torso has been destroyed) may be dragged, towed or carried off the Battlefield and scavenged later as long as the time and supplies are present to drag or tow that unit

-A unit may drag one quarter of its weight.

-A unit may tow one half its weight.

-A specifically designed vehicle or mech (as designated by the player and

approved by the GM) make carry one hundred percent of its weight.

-Any Mech location separated but not destroyed may be dragged, carried or 

towed  off the Battlefield and scavenged later as long as the time 

and supplies are present to drag or tow that unit

-A vehicle which has suffered the destruction of an entire location(Armor

and IS) is destroyed and can not be salvaged but may be stripped of 

components not also destroyed even if they are from that destroyed location(see previous rule).

-Any 'mech limb that was blown off(roll of 12 when rolling for potential

criticals) may be salvaged but will retain all the damage it had before being blown off.

-If an arm was blown off as above, the Shoulder Actuator is destroyed(Not 

Salvageable).

-If a leg was blown off as above, the Hip Actuator is destroyed(Not 

Salvageable).

-Equipment may be salvaged from crashed fighters that have succeeded in 

making an emergency crash roll in the same manner as salvaging 

equipment from mechs or vehicles with the following 

   restrictions:

A) Equipment in sections of the craft that were completely destroyed 

     before or during the crash may not be salvaged.

B) A craft that has had an entire section destroyed may not be

repaired and may only have surviving components salvaged from 

it.

-A roll of 10+ is required, per component, to allow the repair of a

completely destroyed component if:(Only one of the following need 

apply)
-All are components of a totaly destroyed location, even if they did 

not suffer damage directly.

-All the critical slots for that component were damaged as a result 

of battle damage to the unit

-The component is considered destroyed according to the expanded 

critical damage rule covered earlier.

-The component was a vehicle weapon that received a "Weapon 

Destroyed" Critical hit.

NOTE: This rule does not apply for any components of a unit that has

been judged completely destroyed.

NOTE: This component must still be salvaged IF a repair is to be attempted 

on site or later.

resource recovery:

scavenging and salvage:

All salvage attempts will take a time length determined using the Base

Time required on the Master Repair Table(Pg 61,MxTk).

Salvage attempts must be executed by technicians and succeed on that

technician's skill modified by the difficulty for that equipment(as 

listed in the Master Repair Table, Pg 61,MxTk)

If, during the salvage attempt, a part is determined to be un-repairable 

then that attempt only takes one half the time required for a full salvage attempt.

Salvage attempts may be delayed while a damaged unit is removed from a

hostile environment.

All Salvage attempts must be made by the appropriate type of

Technician(Mech-teks for Mech salvage, etc..).

Players may make continued attempts to salvage a component or unit

after a failed attempt if they still have the time remaining.

In all cases, a tek may reduce the amount of time needed by using the 

"rush job" rule.

-Time required is halved(Cumulatively) for each reduction of 

skill a tek uses to do the job.

Note: A tech can only reduce their skill level for a job to skill 

levels below their current skill.

Medical recovery: Infantry unit losses, as well as vehicle crews acting as 

infantry when they were hit, are recorded in troopers taken out of 

action.

These troopers and crew members may not have been killed by the damage and 

may return to serve.

To determine the extent of damage, refer to the following:

Weapon used:
Trooper Survival:

Trooper Recovery:

(1)  Machine Gun
9+



8+(Shredded but still present tissue)

(2)  Large Laser  9+   



10+(Large area of destroyed tissue)

     Med Lasers  
7+   



9+(Moderate area of destroyed tissue)

     Small Lasers 5+ 



7+(Small area of destroyed tissue)

(3)  PPC  

10+   


8+(Nervous system recovery as well as burns)

(4)  Autocannon  
10+   


8+(shredded or destroyed tissue)

(5)   LRM's  
7+   



7+(shredded tissue and shrapnel)

      SRM's  
7+   



7+(shredded tissue and shrapnel)

(7)   Mines  
9+   



9+(Lost limbs and extreme tissue loss)

(8)   Artillery  
10+   


7+(Shredded tissue and shrapnel)

(9)   Colateral damage  7+   


6+(Crushing/Bone dmg: building clps+)

(A)   Fighter Bombing   10+   

7+(Lost limbs and extreme tissue loss)

(B)   Straifing   9+   



8+(shredded but still present tissue)

(C)   Fire   
7+   



9+(Charred and destroyed tissue)

(D)   Inferno   
9+   



11+(Charred and destroyed tissue)

    NOTE: Modifiers to the above 2D6 roll targets are(These are cumulative:

Anti-Personnel ammo(indicated with a "+" ) :  -2 for survival + recovery.

Full Medic with unit in battle:  +2 to survival roll, +1 to recovery roll

Full Medic Near unit in battle:  +2 to Recovery roll

Per Med-tek with unit in battle: +1 to survival roll, +1 to recovery roll

Per Med-tek Near unit in battle: +1 to Recovery roll(In unit's chain-of 

Command)

    Medical recovery assumes a safe, supplied and clean location in which to do 

so.  If a unit is in the field for extended operations, the injured may 

have to be treated but not healed OR even surrendered to the enemy for 

treatment if such conditions are not availible.

Expendable supplies recovery: Any ammunition bins recovered from the battlefield 

may be emptied and their contents used to supply the salvaging unit with 

little to no risk.

-If that unit remains in the field or the ammunition must be removed

from the bins on the battlefield.

-Personnel must be assigned to recover the ammo.

-The controlling player must then make a

-2D6 salvage roll of 8+ with modifiers of:

Hostile terrain:  +2

under fire:

+1

bin not removed from damaged/destroyed unit chassis, +1

Personnel assisted by unit tek: -2;

Unit using engineering vehicle, +1.

Repair Components and materials that are inoperable due to hull breaches

underwater or in a vacuum may be repaired without a die roll between battles.

If the battle is not ended or the unit may not withdraw, the unit may

repair such units by protecting them from battle while they are 

dried or cleaned out.

Repair of damaged components are accomplished per the Maximum Tek rules:

-Vehicles must be repaired by Vehicle Technicians, hired as such, 

and BattleMechs by Battlemech technicians.

-If a technician is assigned to work on a different unit than that

technician has skill in, use the same rules BUT that technician's rolls are made rolling 3D6 and using the two lowest  rolls.

-Technicians have base target rolls to complete repair as follows:

  Green: 9   Regular: 7  Veteran: 6  Elite: 5   Master: 4  Chief : 3

-Repairs are governed by the Master Repairs Table on page 61(MxTk). 

This table lists the base time required to attempt and complete a repair. This table lists the difficulty modifier for each type of equipment

-The above modifiers are added to a technician's base target roll.

-As with salvage, repairs may be rushed(halving the time for every

skill level less used for the job is done) or Extra Time(cumulative doubling the time for a -1 modifier to the target repair roll).

-If a repair roll fails, that job may only be re-attempted by a 

technician of a higher skill level.

-Partial repairs are indicated when a repair roll fails but does so 

by a margin within that indicated on the master Repair Table.  In this case, the item is repaired with the stated effect

Permanently assigned to the partially repaired part.

Replacement

Players will only be allowed to purchase replacement parts as part of a contract 

allowing the specific player to access the employer's stockpiles.

Purchasing of replacement parts is based on the tonnage of the part.

-A player pays TP equal to the tonnage of the part.

-Once again, the Master Repair Table(MxTk pg 61) determines the time needed and 

difficulty of installing replacements.

-A 'Mech missing a limb may be repaired by having a new or repaired limb 

attached.

-If the limb is replaced, the replacement must come from a unit of the same 

tonnage and Myomer type.

-Actuators may only be replaced by actuators from a 'mech of the same tonnage, 

myomer(and configuration for legs).

-Only vehicle turrets and rotors and minor components can be replaced.

-All Armor lost MUST be replaced.

-Replacement engines must match the Unit tonnage and walking speed.

-In addition, in-line engines(Bushwhacker, Maruader, Crab) and standard 

alignment engines(Up right mechs) must be replaced by the same type of 

engine.

Replacement of Vehicles:

  If a player force looses a vehicle in combat, that player may purchase a

Chassis for that vehicle as follows:

Buying a standard chassis: TP cost equal to twice the tonnage of the 

Vehicle(this cost reflects the REAL cost of the unit as your original purchases were “subsidized” by your employer.


Buying a super heavy chassis: Double the above cost.


Buying a customized chassis: Multiply the above costs(all that apply) by 

one and a half.


Once the chassis is bought and delivered, the player may install all parts 

Salvaged from the destroyed unit and buy replacement parts for those

Destroyed.

***(Note: the above can also be used by a player to build a new vehicle***


In this case, ALL other parts must be purchased to build the vehicle

Buying Engines:

  ICE: TP equal to the Engine Rating

  FUSION: TP equal to the Engine Rating x 2.

Jury Rigging:

-Leg Actuator bypass: Bypass reduces Mech's running speed by one.


-Any successful charge or kick BY THIS 'MECH destorys bypass.

-Any crit hit to that actuator causes and automatic fall with normal 

results.

-When mech jumps, roll 2D6: On a 7+, the bypass is destroyed.

-No more that two actuators ona single leg may be bypassed.

-Bypass penalties are cumulative but may NOT reduce a unit's running speed 

below its walking MP.

-Arm Actuator Bypass: Successful punch or charge attack by this 'mech destroys 

bypass.

-Mech can not lift anything heavier than 200Kg(Ave Human) or bypass is 

destroyed.

-Crit to a shoulder bypass causes arm to dangle uselessly for the rest of 

the battle.

-No more than two actuatorsd on the same arm may be bypassed.

-Energy Weapon Bypass: (Lasers and PPC's)

-Heat output is increased by +2.

-Any crit hit to a bypassed weapon causes a heat spike of +6.

-Any crit hit to a bypassed weapon causes one pilot hit. Resolve as 

normal.

-If the mech falls, any weapons bypasses must be rolled for(2D6)

-On a 7+, the bypass and weapon are destroyed causing a heat spike of +6. -Engine Bypass: Mech looses half its armor on all rear-facing torso 

locations(round up).

-When rolling for potential critical hits to rear torso locations, a roll 

of 6-9 indicates one critical.

-When a bypassed engine takes a critical hit, a +10 heat spike occurs in 

that turn.

-Sensor Bypass: Only done when BOTH sensor criticals are destroyed.

-The bypass only effects one sensor slot.  The other slot is treated as a 

"roll again".

-The 'mech may only target one target in a phase.

-The sensors may only aim one weapon without a penalty, add +2 for all

other weapons to be fired.

-There is an additional +1 penaty for fighting in night/dark light

conditions(as well as the normal modifiers).

Increasing Unit size:

Players may only increase their force by capturing 'mechs and vehicles as

well as infantry and other forces.


Captured pilots are considered captured at their current skill levels with 

NO EXPERIENCE ACCRUED for the battle that pilot was taken in.

These forces may be in operational condition or require repair.

Repairs may be carried out as previously stated in this rules set.

At any time before signing a contract, players may raise non-mechanized 

infantry forces if they have the TP.

Mechanized forces may only be rasied IF the player has a spare APC force 

to support the infantry before a new contract is signed.

When ever a player has an operational Battlemech, vehicle or other

equipment that is short crew before a new contract is signed, the 

player may hire the appropriate personnel to fill those slots.

Skill Advancement

Personnel gain one skill point for each full point of experience they gain 

in battle.

The personnel of a given unit will improve in skill as follows:

        Battlemech pilots gain 1/4 of a point of experience per 'mech kill.

 1/8 of a point of experience per vehicle kill.

 1/8 of a point of experience per Full infantry 

unit killed.

 1/4 of a point of experience per Battle fought 

in.

   Vehicle crews gain 1/4 of a point per 'mech or vehicle kill.

    1/8 of a point of experience per full infantry unit 

killed.

    1/4 of a point of experience per Battle fought in.

   Infantry gain 1/2 of a point of experience per 'mech,

     1/4 of a point of experience per Vehicle or Infantry Unit 

kill.

1/4 of a point of experience per Battle fought in.

   Technicians gain 1/4 point per major repair they have 

completed(Difficulty factor 3+)

  1/8 point per major repair they have assisted with.

  1/8 point per minor repair they have completed 

(Difficulty factor 1 or 2)

NOTE: Technicians caught in combat can gain skill as infantry as well. 

Medical personnel may pick up infantry skill as technicians.

Unit skill change determination

Mech skills are determined by their pilot's skills.

Vehicle skills are determined by the skill of its crewmembers at the time 

a skill comes into play.

-When making a piloting skill roll: the current driver of the 

vehicle will determine the skill roll needed.

-When making a targeting skill roll: the current gunner controlling 

that gun will determine the skill roll needed.



-The overall skill of that vehicles crew will determine the crew's 

quality(green, regluar,..)

Infantry unit skills are determined as below:

Infantry squad skills equal the averaged skills of the infantry 

troopers assigned to that squad.

Infantry platoon skills are equal to the averaged skills of the

infantry squads assigned to that platoon.

End.
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