


Torso Twist
When moving your BattleMechs, remember that they can per-

form torso twists; the extra hex side in either direction provides 
a great deal of � exibility in their � ring arcs. For example, a ’Mech 
carrying a weapon mounted in an arm can twist its torso and � re 
at an enemy ’Mech directly behind it.

It is especially important to remember the advantage of torso 
twists when moving your ’Mechs defensively. When facing a 
’Mech with a powerful arm-mounted weapon in one arm and no 
weapon in the other arm (such as the Awesome and Panther), you 
can actually position your ’Mech so that your opponent cannot 
hit your unit!

The diagram above shows this “magic hex”—remember it well.

WEAPON ATTACKS
Generally, it’s best to always � re every weapon that has a 

chance of hitting the target, because one can never predict which 
weapon will mean the di� erence between victory and defeat. 
Players should also, however, consider overheating problems and 
a ’Mech’s ammunition supplies when making weapon attacks.

Heat
The main limit on a BattleMech’s overall � repower is heat. 

Nearly everything a ’Mech does generates heat, and weapons � re 
is certainly no exception. When choosing which and how many 
weapons to � re, heat is usually the deciding factor.

A few ’Mech designs, such as the Cicada, can � re all their weap-
ons and move at full speed in the same turn and never even think 
about overheating. These ’Mechs are rare however, and usually 
lack much of a punch. Most BattleMechs, such as the Enforcer, 
su� er moderate heat problems if they � re all of their weapons at 
once. It’s fairly easy to manage the heat level on these units, how-
ever, because you will rarely need to � re the ’Mech’s full weap-
ons array simultaneously. With ’Mechs like these, go ahead and 

overheat whenever you feel con� dent of a successful attack. On 
more di�  cult shots, simply hold o�  � ring at least one weapon 
that requires ammunition. You’ll avoid overheating and conserve 
ammo at the same time.

Then there are ’Mechs with real heat problems, such as the Der-
vish and the Catapult. Fortunately, these ’Mechs usually carry two 
distinct types of weapons, short range and long range. Rather 
than � ring all your weapons every time you attack and hoping to 
hit something, only � re those weapons that have a good chance 
of hitting. At long range, � re your LRMs and skip the short-range 
stu� . When the target is up close, � re only the medium lasers.

Finally, take a look at the Heat Scale in the lower right corner 
of the record sheet. Note that there are no adverse e� ects for a 
heat level of 1–4 points. This means you can exceed a ’Mech’s 
heat sink capacity by 4 points before it has any e� ect on your 
’Mech at all. This is important. A classic example of using the 
lower limit of the Heat Scale e� ectively is the Awesome, which is 
armed with 3 PPCs and 28 heat sinks. Firing all three PPCs gener-
ates 30 Heat Points. Assuming the ’Mech stands still, this brings 
the Awesome’s heat level to 2. This means that the Awesome can 
� re all three PPCs for two consecutive phases before the player 
must consider the e� ects of heat. In the third turn, if it � res only 
two PPCs the heat will drop back down to 0, even if the ’Mech 
runs. Using this knowledge, an Awesome pilot can maintain a 
steady barrage of 3-3-2 shots without any loss of performance 
due to overheating.

Ammunition
Most ’Mechs carry an ample supply of ammunition for an aver-

age BattleTech game (two teams of four ’Mechs each, battling on 
two mapsheets). If your weapons carry less than ten shots, how-
ever, or if the game is played with signi� cantly larger forces, you 
will have to conserve your ammunition.

The easiest way to conserve ammunition is to choose not to 
take shots with a to-hit number of 11 or 12. In general, if the to-hit 
number is 10, you must decide if the chance to score a hit is worth 
the ammunition you waste if the shot misses. Unless the target is 
heavily armored and the shot is unlikely to cause critical damage, 
it’s usually worth it.

As a secondary consideration, players may want to reduce their 
ammo loads to decrease the potential damage of ammo explo-
sions. Some weapons, most notably machine guns and SRM-2s, 
carry large supplies of ammunition per critical space, which can 
in� ict substantial damage if hit. If you feel inclined to reduce the 
risk of explosion at the expense of battle� eld endurance and your 
opponent agrees, you can carry a “light load,” reducing the total 
amount of ammunition carried for any of your weapons. Write any 
such changes clearly on your record sheet so your opponent also 
knows exactly how much ammo you are carrying. Keep in mind 
that you can’t reverse your decision halfway through the scenario: 
once you hit the � eld, you’ve got only the ammunition indicated 
on your record sheet.

Concentrated Fire
A ’Mech can take many hits before being destroyed, so concen-

trate your attacks on a single target whenever possible. By taking 
an entire ’Mech out of action more quickly, you deny your oppo-
nent the use of that ’Mech. If you spread your attacks across many 
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targets, you may in� ict damage on them all but you’re unlikely to 
destroy any of them. Even damaged ’Mechs can continue to � re 
back, but a destroyed ’Mech is no longer a threat. Therefore, con-
centrating � re against a single target is usually preferable even 
when easier targets present themselves.

PHYSICAL ATTACKS
Don’t overlook the chance to in� ict a few extra points of 

damage by making physical attacks. The main risk in making phys-
ical attacks is that you must be adjacent to your target to execute 
kicks, punches and other such attacks, which usually puts you at 
risk for physical attacks in return. Also, if you and/or your oppo-
nent decides to make a weapons attack at such close range, all 
the weapons are likely to hit—a potentially deadly situation.

Punching
Punching attacks have numerous advantages. First, a punch is 

the only type of physical attack that does not cause damage to 
the attacking ’Mech. But, perhaps more importantly, you roll the 
attack’s hit location on the Punch Hit Location Table, which o� ers 
a 1 in 6 chance to hit the target’s head. That means a punch is 
six times more likely to hit a ’Mech’s head than a regular weap-
ons shot!

Because you cannot make a punching attack with an arm that 
� red a weapon during the current turn, you must decide to punch 
before you declare your weapon attacks. A ’Mech can punch once 
with each arm in a single turn.

When adjacent to other ’Mechs, large BattleMechs should 
almost always punch rather than � ring arm-mounted weapons. 
For example, the Atlas carries a medium laser in each arm that 
does 5 points of damage at a cost of 3 Heat Points. A punch, how-
ever, will do 10 points of damage, costs no heat, and the player 
rolls on the Punch Hit Location Table. Before slugging away how-
ever, keep in mind that a missing or damaged arm actuators adds 
a +1 to-hit modi� er to punching attacks (see Classic BattleTech 
Introductory Rulebook, p. 50).

Clubbing
’Mechs rarely use clubs to attack opponents, because players 

rarely � ght scenarios in which suitable clubs are available. Other 
’Mech’s limbs make good clubs, for example, but few attacks result 
in a limb being blown o� . ’Mechs can uproot trees to use as clubs, 
but must spend a full turn doing so. Finally, a ’Mech must use two 
hands to wield a club. Obviously this attack o� ers few advantages 
over a punch attack.

Physical Weapons (Hatchets)
Though none of the ’Mechs in the Inner Sphere at a Glance 

sourcebook book come equipped with hatchets, some BattleMechs 
do. These massive weapons function just like a club, except a ’Mech 
can wield them with one hand.

Pushing
The best situation for using a pushing attack is against a ’Mech 

standing at the top of a hill or on the edge of the map. Though 
some players would recommend a charging attack under these 
circumstances, a push can be just as e� ective and causes no 
damage to the attacking ’Mech.

Most scenarios call for the “destruction” of any ’Mechs that leave 
the map, either intentionally or accidentally. If an enemy Mech is 
standing at the edge of the map, a push o�  the map can “kill” the 
’Mech for game purposes, causing no damage to your ’Mech.

A successful push attack may also cause the target BattleMech 
to fall; this is a particularly e� ective attack if the target ’Mech falls 
down a hill. Especially for a heavy ’Mech, a fall down a hill can 
be more damaging than two punch attacks. It’s true—the bigger 
they are, the harder they fall.

Kicking
Successful kick attacks can cause a lot of damage, often e� ec-

tively crippling a ’Mech. Kick attacks o� er a good choice for addi-
tional attacks in a turn. (A ’Mech cannot kick with a leg that � red 
a weapon in that turn, but few BattleMechs have leg-mounted 
weapons so this is not much of a restriction.) As an added bonus, 
a ’Mech that is kicked must make a successful Piloting Skill Roll or 
fall down.

On the down side, if you miss a kick, you must make a successful 
Piloting Skill Roll or your ’Mech falls. This is a good reason for not 
making a kick attack if the attack requires a high to-hit number. If 
your MechWarrior has a poor Piloting Skill or the ’Mech has suf-
fered damage that a� ects Piloting Skill Rolls, you may prefer to 
make a punch attack rather than a kick attack.

Charging
A charging attack can be tremendously damaging to an oppo-

nent, especially when the attacking ’Mech possesses a combi-
nation of speed and weight. Fast, heavy ’Mechs such as Dragons 
and Quickdraws make good charging attacks, as do Cicadas (more 
speed than weight) and Banshees (more tonnage than speed). A 
charging ’Mech cannot make any weapon attacks in the turn it 
charges, however, and so the player must weigh this disadvan-
tage against the potential damage the charging attack might 
in� ict.

In general, charging attacks have a low probability of success 
and cause damage to the charging ’Mech. Only if your ’Mech is 
damaged or has lost its ranged weapons should you consider 
a charging attack, and then only if their is a good, clear path 
between your ’Mech and the target.

Death From Above (DFA)
This attack is very di�  cult to pull o�  and could cause your 

’Mech serious damage. That being said, death from above is one 
of the most dramatic, enjoyable moves you can execute in Bat-
tleTech, and nearly always earns the appreciation of your oppo-
nent and onlookers. It is considered good form to yell out “Death 
From Above!” when attempting this bold maneuver. You might 
even get a round of applause!

In practice, you should only make a death-from-above attack 
as a last resort. Use it primarily when your jump-capable ’Mech is 
severely damaged or in danger of being destroyed soon anyway. 
This attack allows you to go out with a bang instead of a whimper.

targets, you may in� ict damage on them all but you’re unlikely to 
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BATTLETECH 
FORCES

Not every ’Mech is appropriate for every type 
of scenario, so match the machine to the mis-
sion when choosing BattleMechs. This section 
will help you do that by providing a feel for the 
strengths and weakness of the various units 
available in BattleTech. This information is par-
ticularly helpful when you get to choose the 
’Mechs you will use for a scenario, but it also can 
help you make the best use of your forces when 
you are assigned a particular mix of ’Mechs, all 
of which are not necessarily ideal for the task at 
hand. The best commanders make the most of 
what they have and expertly � t square pegs into 
round holes.

For the sake of discussion, we have divided the 
’Mechs available in BattleTech into seven broad 
categories: scouts, strikers, skirmishers, brawlers, 
missile boats, snipers and juggernauts.

The ’Mechs assigned to each category are 
deployed in a similar fashion by virtue of their 
movement capabilities and weapons comple-
ments. Each category description provides a dis-
cussion of the characteristics of ’Mechs included 
in that category and their use in game play, fol-
lowed by brief comments on each speci� c ’Mech. 
If players purchase any of the various techni-
cal readouts that include many other BattleM-
ech designs, they only need to compare each 
design’s relative characteristics to those found 
here to � nd in which category they belong.

The House name that appears in parentheses 
after each ’Mech description indicates the Succes-
sor State that most commonly uses the ’Mech.

Military Organization
Within the BattleTech universe, the smallest 

organization for BattleMechs is the lance, which 
consists of four ’Mechs. The naming conven-
tion for lances covers the gamut, from the com-
mander’s name, to colors, to Greek letters and 
so on. However, generally speaking, such lances 
carry a name that equates to their purpose, usu-
ally based o�  of the type of ’Mechs in the lance. 
For example, a lance consisting of nothing but 
Scouts (see at right) would usually be referred to 
as a Recon Lance, while a lance of Missile Boats 
(see p. 14) and/or Snipers (see p. 15) would usu-
ally be referred to as a Fire Lance, while a lance of 
Juggernauts could alternately be called a Com-
mand Lance, Assault Lance or Fire Lance.

In parenthesis next to each of the seven cat-
egory de� nitions in this section, one or more 
lance names are provided. Once again, note that 
these are not hard and fast rules, but instead are 

general category names that players can use to 
help organize forces as they start building and 
� elding their own lances.

Iron Wind Metals: Iron Wind Metals (see Iron 
Wind Metals, p. 10, Classic BattleTech Introductory 
Rulebook) produces a series of six Lance Packs 
that roughly coincides with these naming con-
ventions; they are the twenty-four ’Mechs found 
in this box set, but produced in highly detailed 
metal (the photos in this section are of those 
metal miniatures). 

SCOUTS (RECON, PURSUIT)
These extremely fast ’Mechs rush ahead of the 

main force, using speed to achieve their objec-
tives and avoid the enemy. These types of ’Mechs 
are most useful in campaign settings where intel-
ligence-gathering is important, but they also can 
be useful in standard scenarios. Use them when 
you need to reach an objective quickly, such as 
“capture the � ag” games, or when you expect 
the opposition to � eld very fast ’Mechs.

Though protected only by light armor, scouts 
are not defenseless. Moving at their maxi-
mum speed makes scouts virtually invulnera-
ble because their opponents must overcome an 
impressive target movement modi� er to make a 
successful weapons attack against them. Those 
scouts that can jump should do so as often as 
is practical. Head for the heaviest woods avail-
able and use them for cover, or move into a dead 
zone behind a hill. It’s more important to protect 
a scout from attack than to get in a strike with its 
meager weaponry. Hold your � re until you have 
the opportunity to strike an opponent in the 
back, where even a relatively weak attack can 
penetrate thin rear armor and score critical hits.

Scouts work best when teamed up with 
medium and heavy ’Mechs that can provide cov-
ering � re and present more threatening targets 
for the opponent to attack; a fast-moving Spider 
is likely to be ignored in favor of a stationary Cat-
apult. Ideally, this match-up buys the scout the 
time it needs to move into position for attacks 
on the enemy’s rear.

SDR-5V Spider
The Spider is the fastest ’Mech available in 

the Classic BattleTech box set—in fact, speed 
is its only real asset. With little armor and only 
two medium lasers, it is not designed for heavy 
combat. The Spider should jump at least 7 
hexes each turn, into woods whenever possible. 
(Marik)

ASN-21 Assassin
Though it is better armed than the Spider, the 

Assassin still lacks enough weaponry to be con-
sidered a useful strike ’Mech. In fact, the Assas-

SDR-5V Spider

ASN-21 Assassin

CDA-2A Cicada

CLNT-2-3T Clint

COM-2D Commando
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