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BASE TO-HIT NUMBERS 
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TERRAIN MODIFIERS TO HIT 
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ACTION MODIFIERS TO HIT 
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TERRAIN COSTS FOR MOVEMENT 
(AND PILOTING CHECKS) 

Terrain type MP/entering hex 
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FACING AFTER A FALL 
(AND WHERE DAMAGE IS DEALT) 

Die New facing Damage 
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PILOTING CHECK TABLE 

BattleMech’s situation      Modifier 
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CRITICAL HITS EFFECT 
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PUNCH HIT LOCATION TABLE 

To use when hit by punches or hand-held weapons, or if 
Target in Partial Cover, or Target in adjacent hex 1 level 

under Attacker 
 
Die Left side Front/Back Right side 
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MISSILE HIT TABLE 
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��Use this column also to find the number of shots hitting   
the Target when firing double rate with Ultra Autocannon�

HIT LOCATION TABLE 
Dice 
Roll Left side Front/Back Right side 
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KICK LOCATION TABLE 

Use when hit by kicks or if 
Target  is in  adjacent hex 

1 level over Attacker 
 

Die roll ���� 	���
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CRITICAL HITS TABLE 
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