Base To-Hit Modifiers

To Hit Modifiers
Base To Hit:     Short: +0     Medium: +2     Long: +4     Extreme: +8


Attacker

Gunnery Skill




+1 penalty per point over 4








-1 bonus per point under 4


Bracing





-2  (1 MP cost)


Careful Aim




-1 per turn aiming (-3 maximum)


Battlemech Down



+1  (Both arms must be functional)


Opportunity Fire




+2


Movement Modifiers (does not apply to infantry)



Stationary



none



Walking




+1



Running




+2



Jumping




+3



Prone




+2


Damage Modifiers



Sensor Hit



+2



Shoulder



+4 for arm weapons, no other arm penalties



Arm Actuator



+1 for arm weapons


Heat




8-12



+1




13-16



+2




17-23



+3




24-32



+4




33-40



+5




41-47



+6




48+



+7


Making Indirect LRM attack


+1


Minimum Range




+1 at minimum range, +1 per hex inside minimum range


Attacker/Target on different levels of same building 
+3


Firing from Depth 1 water hex


+1

Target

1/4 Partial Cover



+1


1/2 Partial Cover



+3


3/4 Partial cover



+4


Prone




-2    from adjacent hex, +1   from all others


Secondary Target



+1


Secondary Target in Rear/Side Arc

+2

Immobile



-4


Infantry Squad / BattleArmor

+1


Quad Mech Hull Down


+2


Movement Modifier



Moved 0-2 hexes


0



Moved 3-4 hexes


+1



Moved 5-6 hexes


+2



Moved 7-9 hexes


+3



Moved 10-13 hexes

+4



Moved 14-18 hexes

+5



Moved 19-24 hexes

+6



Moved 25+ hexes


+7



Jumped



+1



Sprinting


-1

Target in Lv1 water or stuck in swamp hex
 -2

Terrain & Weather Condition Modifiers
Base Terrain Condition 
       MP Cost/Hex
      To-Hit Mod.           Piloting Mod.          Prohibited Units

Building, Light


2 (b)

0

0

   Nvl

Building, Medium


3 (b)

0

0

   Nvl

Building, Heavy


4 (b)

0

0

   Nvl

Building, Hardened


5 (b)

0

0

   Nvl                 .

Clear



1

0

0

   Nvl

Jungle, Light


3

+1

+1
              Grnd, Nvl

Jungle, Heavy


4

+2

+2
              Grnd, Nvl

Jungle, Ultra Heavy*

5

+3

+3
          BM, Grnd, Nvl       .   

Magma, Crust**


1

0

+1
            Whl, Inf, Nvl

Magma, Liquid**


2 (f)

0

+4
      All except BM & Vtol

Paved



1 (g)

0

0

   Nvl

Tundra



1 (f)

0

+1

   Nvl                 .

Rough



2

0

0

Whl, Nvl

Sand



1/2 

0

+1

   Nvl

Water, Depth 0


1

0

0

   Nvl

Water, Depth 1*****

2 (a)

+2

0
            Inf, Grnd (d)         .

Water, Depth 2*****

4 (a)

0

0
            Inf, Grnd (d)

Water, Depth 3+*****

4 (a)

0

0
            Inf, Grnd (d)

Woods, Light


2

+1

0
           Whl, Nvl, Hvr

Woods, Heavy


3

+2

0
              Grnd, Nvl

Woods, Ultra Heavy*

4

+3

0
          BM, Grnd, Nvl

Terrain Modifier
   
     MP Cost/Hex
     To-Hit Mod.            Piloting Mod.           Prohibited Units
Deep Snow


+1 (fi)

0

+1

   Whl

Geyser**

 

+1

+2

+1

Whl, Inf

Ice



+1 (gij)

0

+4

      

Mud



+1 (fi)

0

+1                                                   .

Rapids (i)



+1

0

+2

Road/Bridge


+1 (cg)

0

0

Rubble



+1 (a)

0

0

   Whl

Swamp



+1 (fi)

0

0

Weather Conditions
   MP Cost/Hex

  To-Hit Mod.   
      Piloting Mod. 

Blizzard



0

+2 ballistic weap.

+1 (k)







+1 all other weap.

Blowing Sand


0

+1 ballistic weap.

0







+2 all other weap.                                  .

Dusk / Dawn


0


+1

0

Earthquake (l)


0


0

0

Fire (h)



0


0

0

Fog



+2 (j)

+1 energy weap.

(k)           .

Gravity****


0


0

0

Night



0


+2

0

Rainfall, Light


0


+1

0

Rainfall, Heavy


0


+1

+1            .

Smoke, Light (h)


0


+1

0

Smoke, Heavy (h)


0


+2

0

Snowfall



0


+1

+1

Weather Conditions

   MP Cost/Hex
  To-Hit Mod.

      Piloting Mod. 

Winds, Moderate***


0
+1 ballistic weap.


0


(up to 40 MPH)



+2 w/Streak







-2 on Missile Hit Table

Winds, High***



0
+1 at long range


+2


(up to 70 MPH)



+2 ballistic weap.







+4 w/Streak







-4 on Missile Hit Table                                       .

Winds, High(Sandstorm)***


0
+1 at medium range

+3


(up to 70 MPH)



+2 at long range







+4 w/Streak







-4 on Missile Hit Table

Winds, Hurricane/Cyclone***


+1 at short range


+3







+2 at medium range







+3 at long range







no missile fire allowed

Heat Modifiers
Heat Modifications Table


Modifier
Walking




 +1/turn

Running




 +2/turn

Sprinting




 +3/turn

Jumping



      +1/hex jumped  (Minimum of 3)        .

Standing Up



      +1 per attempt

Heat Sinks



-1 per operational heat sink





  -1 per op. heat sink underwater (6 max)

Double Heat Sinks


-2 per operational heat sink





   -2 per op.heat sink under water (6 max)            .

First Engine Hit


 
 +5/turn

Second Engine Hit



+10/turn

Light Rain/Snow



  -1/turn

Heavy Rain/Blizzard



  -2/turn                                          .

Deep Snow



-1/turn per heat sink in snow

Low Temperature


 -1 per 10 C below -30 C

High Temperature


 +1 per 10 C above 50 C

Magma Crust/Fire

        +5 if occupied during Heat Phase





+2/each hex moved thru during Mvmt Phase

Magma Liquid


       +10 if occupied during Heat Phase





+5/each hex moved thru during Mvmt Phase

Expanded Heat Point Table

Heat Points

Effects

50


Shutdown

49


-9 Movement Points

48


+7 modifier to fire

47


Pilot damage, avoid on a result of 12 (m)

46


Shutdown, avoid on a result of 20+

45


Ammo explosion

44


System Failure, avoid on a result or 10+ (n)

43


-8 Movement Points

42


Shutdown, avoid on a result of 18+

41


+6 modifier to fire

40


Ammo explosion, avoid on a result of 12

39


Pilot damage, avoid on a result of 10+

38


Shutdown, avoid on a result of 16+

37


-7 Movement Points

36


System Failure, avoid on a result of 8+

35


Ammo explosion, avoid on a result of 10+

34


Shutdown, avoid on a result of 14+

33


+5 Modifier to fire

32


Pilot damage, avoid on a result of 8+

31


-6 Movement Points

30 Shutdown, avoid on a result of 12+

*
Ultra Heavy Woods/Jungle are Level 3 in height. All others are Level 2 in height

**
See Magma Rules.

***
Applies to all missile and auto-cannon fire.

****
See Low Gravity Rules.

*****
See Underwater Combat Rules.

(a)
Piloting Skill Roll required to prevent falling.

(b)
Piloting Skill Roll required to prevent damage. Infantry units pay only 1 MP to enter/leave building.

(c)
If traveling along road; otherwise, cost of underlying terrain.

(d)
Hovercraft may enter all water hexes.

(e)
No cost to infantry.

(f)
Units entering this terrain may get stuck, see Bog / Swamp Rules.

(g)
Skidding rules apply.

(h)
Also see Fire Rules.

(i)
These terrain modifiers do not apply to hovercraft.

(j)
Does not apply to infantry units. A non-infantry unit entering this terrain may choose to ignore the additional


MP cost. However, the unit may fall or crash as a result.

(k)
Poor visibility. Units jumping into wooded hexes must make a Piloting Skill Roll. Apply a +1 modifier if the 
target hex is Heavy Woods. Failure results in a fall in the target hex from a height of 1 level.

(l)
Earthquakes range from 1 (mild) to 5 (severe). For each level of severity add this number as a penalty to all 
gunnery and piloting rolls...ex +1 for mild, +3 for moderate, or +5 for severe. Additionally every turn the 
quake lasts all 'Mechs must make a piloting skill roll or fall taking damage appropriately.

(m)
If roll fails, Pilot suffers 1 point of damage. If ‘Mech has suffered a Life Support hit the damage can not be avoided and is added to damage normally suffered.

(n)
Extreme heat levels can cause critical damage to the ‘Mech. If the Aviod roll fails, roll a hit location on the Front column of the BattleMech Critical Hit Table and apply a single hit to that location. Determine the slot hit normally.  

Piloting Skill Roll Table

BattleMech Situation






Modifier

Damage to BattleMech


BattleMech takes 20+ Damage Points in one phase


+1


Per additional 20 points of Damage Points in one phase

+1



Weight Class Modifiers



Light BattleMech





+1



Medium BattleMech




0



Heavy BattleMech




-1



Assault BattleMech




-2


BattleMech reactor shuts down




+3*


Leg/Foot actuator destroyed




+1


Hip actuator destroyed





+2                                              .


Gyro hit







+3


Gyro destroyed






Automatic Fall


Leg destroyed






Automatic Fall

Physical Attacks on BattleMech


BattleMech kicked / pushed




0



Weight Class Modifiers



Attacker outweighs target by 1 weight class


+1



Attacker outweighs target by 2 weight classes

+2



Attacker outweighs target by 3 weight classes

+3



Attacker and target same weight class


0



Target outweighs attacker by 3 weight classes

-3



Target outweighs attacker by 2 weight classes

-2



Target outweighs attacker by 1 weight class


-1


BattleMech successfully charged/death from above attack

+2

Unit’s Actions


BattleMech missed kick





0


BattleMech makes a successful charge attack


+2


BattleMech makes a Death From Above attack


+4**


BattleMech enters Depth 1 water hex



-1                                                .


BattleMech enters Depth 2 water hex



0


BattleMech enters Depth 3 water hex



+1


BattleMech attempting to stand




0


BattleMech attempting a careful stand



-2

BattleMech entering Rubble hex




0


Running unit moves after facing change while on pavement ……..



Skidding Movement


Hexes Moved in Turn

Piloting Skill Modifier



0 – 2



   -1




3 – 4



    0




5 – 7



   +1




8 – 10



   +2




  11+



   +3


Flanking VTOL moves after facing change



See Sideslipping, pg55 BMR


BattleMech jumping with previously damaged gyro


+3


BattleMech jumping per leg/foot actuator previously damaged
+1


BattleMech jumping per hip actuator previously damaged

+2                                              .


BattleMech jumping with leg destroyed



+5****

BattleMech running with damaged hip



+2


BattleMech running with damaged gyro



+3

Special Case


MechWarrior trying to avoid damage when BattleMech falling

+1/level fallen

Building Damage ***



Unit entering/leaving Light Building hex



0



Unit entering/leaving Medium Building hex



+1



Unit entering/leaving Heavy Building hex



+2



Unit entering/leaving Hardened Building hex


+5




Hexes Moved
Modifier



     1 – 2

      0





     3 – 4

     +1




     5 – 6

     +2




     7 – 9

     +3




      10+

     +4

Physical Attacks

Base To-Hit Numbers


Accidental Fall from Above

7


Charging



5 (no backward mvmt, no weapons attacks)


Clubbing



4


Death From Above


5                                                                          .


Kicking




3 (one leg per turn)


Punching



4 (one attack per arm)


Pushing




4 (uses both arms)


Grappling



5


Grabbing



6 (BattleMech Lifting Capabilities apply)

Advanced Base To-Hit Numbers (Piloting Skill Level)


Punching



-1


Clubbing



-1


Pushing




-1


Kicking




-2


Charging



0


Death From Above


0


Grabbing



+1


Grappling



0


Jump Jet Attack



+2


Tripping




-1

Attacker

BattleMech Damage

Shoulder Hit
No punching, clubbing, sword, hatchet attacks; +2 to pushing attacks (each)



Per Upper/Lower Arm Actuator hit
+2 to punching, hatchet, sword, clubbing attacks; ½ damage for punching attacks with damaged arm

Hand Actuator Hit
+1 to punching attacks with damaged hand; no clubbing, hatchet, sword attacks with arm (Note: Mechs with the hatchet attached to the forearm may still make such attacks)

Hip Actuator Hit
No kicking attacks

Upper / Lower Leg Actuator Hits
+2 to hit with damaged leg and ½ damage to kicking attack with leg

Foot Actuator Hit
+1 to kicking attack with damaged leg

Target

Infantry




+3 to hit for kicking and Death From Above attacks

Other Modifiers


Charging Attack



Modify for relative Piloting Skills (pg 41, BMR)


Death From Above Attack


Modify for relative Piloting Skills (pg 42, BMR)

Attacking VTOL’s



Elevation Difference


Attack Allowed



     -1 or lower



          None

0 All except punching

 
        1 – 2



All except kicking

3       Club only

4+



          None

BattleMech Grappling Attack Modifiers



For every weight class the attacker is heavier than the target apply a –1 modifier



For every weight class the attacker is lighter than the target apply a +1 modifier

