Changes to the Mechwarrior System

Die Rolls

Die Rolls are performed with a 2d6+1d8-roll mechanic.  The d8 is an open-ended die, so any rolls of an 8 are re-rolled and added to the total.

The 2d6 portion of the die code are also used for Initiative during combat.  When a character makes their attack roll they will total up the 2d6+1d8 to find out their Margin of Success or Failure, but the 2d6 portion will also be added to the applicable Tactics skill to determine the Initiative Count the action occurs on.

Combat
A Combat round is 2.5 seconds long.  Every combat round gives the character a single Standard Action that can be performed.  Furthermore a character can perform one or two Incidental Actions as well in combat.  Incidental Actions can come before or after the Standard Action whenever the character chooses.  Any movement (walking) from an Incidental Action that is performed before the Standard Action is completed before any dice are rolled for the combat round.  Any Actions that were listed as Complex Actions in the Mechwarrior rule set are now considered Standard Actions with a +1 Fatigue Cost to perform.

1) Players declare their actions from lowest Tactics Score to Highest Tactics score.  In the case of a Tie, the lower Perception Score goes first, then the lowest Reflexes, and finally the lowest Intelligence.  Otherwise you can just go around the table.

2) All combatants then roll their skill dice at the same time.

3) The Die Rolls are totaled and Initiative is determined from the die rolls.  Initiative is determined by totaling up the result on the 2d6 for the character and adding the appropriate Tactics Skill.

4) Counting down from the Highest Initiative, every character’s action is resolved.  Any Wound penalties that accrue before a character’s Action will affect the result of the Action.

5) Any characters that perform Standard Actions that do not require rolls (e.g. Moving) are assumed to have Initiative XX and are performing that action throughout the round, gaining any benefits (e.g. raising of the TN to hit them) from the action throughout the entirety of the round.  Therefore their actions always go first in a combat round, even if their movement isn’t completed until the end of the round.  Any range modifiers are applied according to their Starting Position.

Combat Sense

Characters with Combat Sense get to roll 3d6+1d8 for any combat rolls and keep the two best of the 3d6.  Characters with Combat Paralysis roll 3d6+1d8 and keep the lowest two dice rolled on the 3d6.

Center Mass rules
All undeclared attacks are assumed to be fired “Center Mass”.  This means the character is aiming at the opponent’s Torso.  The TN modifier to hit the Torso is a 0.  The MoS for the attack determines what location is hit.  If the Measure of Success for the attack is even then the Chest is hit.  If it is odd, the Abdomen is struck.  Targeting either the Chest or the Abdomen in particular is a +2 TN modifier.

Bursts cannot be aimed and use the Random Hit location roll.  Results that hit covered areas are considered deflected by cover, or cover AVs apply (GM’s choice).

Two-weapon Fighting
Using two weapons in combat (two guns, two melee weapons, two unarmed attacks, or any combination thereof) allows a character to make two attacks for a Standard Action.  These two attacks suffer a +4 TN penalty.  Furthermore, a character without Ambidexterity suffers an additional +2 TN to attacks with their off-hand.  Also, any modifiers for burst fire from one or both weapons are applied to both attacks.  Thus, if a character fires a three round burst from a weapon held in one hand and a single shot from a weapon in the other hand will suffer the burst penalties to BOTH attacks.  

Evasion

Evading with little or no available cover 0 TN

Evading with good available cover +2 TN (e.g. light forest)

Evading with great available cover +4 TN (e.g. packed warehouse)

Melee combat
Melee Combat is now a single attack per round.  This attack can be used to perform a normal melee or unarmed strike or one of the special maneuvers provided by a Martial Arts skill.  Two attacks may be used per the two-weapon rules, but this supercedes the ability to use a special maneuver.  Furthermore a character can choose to defend in melee combat rather than attack.  If a character is defending they are using their Standard Action for the round and an opposed melee combat round is performed.  If the character chooses not to defend then the melee combat is an unopposed roll with a TN equal to the opponent’s STR or REF whichever is higher.  

Vehicular Combat TN Mods
Hitting large Vehicles in combat (such as Battlemechs, tanks, and buildings) is a lot easier for man-sized targets.  It is much like hitting the proverbial “broad side of the barn”.  The only real difficulty lies in the fact that sometimes that barn is moving upwards of 100 km/h, but that doesn’t change the fact that the targets are usually larger than the standard infantryman they are trained to shoot at.

Size
Example
TN Mod

2.5x Man-sized
Vehicle main body
-5 TN

2x Man-sized
Mech Torso, Turret
-3 TN

1.5x Man-sized
Mech Leg, Battlesuit
-1 TN

1x Man-sized
Mech Arm, Mech Weapon, Human Torso
0 TN

.5x Man-sized
Mech Head, Mech Actuator, Human chest
+2 TN

Damaging Heavy vehicles

All Battlemechs and Armored vehicles are considered to have Heavy Armor.  Heavily Armored structures automatically reduce the Damage Factor (DF) of any attacks made against it according to the AP of the weapon attacking

AP
DF Modifier

1 to 4
-100

5
-30

6
-25

7
-20

8
-15

9
-10

10
-5

Movement Rates

All movement rates are halved from the old Mechwarrior system.  Jump packs only move 50 m per action with a 20 m ceiling and each boost only take 3 fuel points.

