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The BattleTech Tactical Handbook is a 
BattleTech supplement designed to allow players to 
create and play advanced tactical situations. The book 
includes new rules and equipment for advanced 
BattleTech play, including systems for running double­
blind games and creating extended BattieTech cam­
paigns, as well as new equipment and optional rules for 
MechWarrior games. 

Play'ers should be thoroughly familiar with the rules 
provided in the BattleTech Compendium and 
Mechwarrior, Second Edition, sourcebooks before 
attempting to use the new rules provided in the Tactical 
Handbook. 

HOW'TO USE 
T H IS BOOK 

Hereafter, all BattleTech play will be designated 
as Level One, Level Two, or Level Three BattleTech. 
Level One BattieTech is the basic level of play 
described in the BattleTech, Third Edition boxed set 
and uses the technology available in 3025-all 'Mechs, 

vehicles , and weapons described in Technical 
Readouts 3025 and 3026. Level Two BattieTech 
denotes the level of play used in all tournaments and 
Mechforce-Ievel competition. Level Two BattleTech 
includes all the Level One rules, as well as the optional 
rules in the BattleTech Compendium and the 
CityTech, Second Edition boxed set. Level Two 
BattleTech uses the technology available in 3055-the 
'Mechs , vehicles, equipment and other technology 
described in Technical Readouts 2750, 3050, 3055, 
and all previous tech readouts. 

Level Three BattleTech play may include any of 
the optional rules presented in the Tactical Handbook, 
as well as the experimental technology presented in the 
MechWarrior adventure Unbound. Level Three rules 
are optional rules that advanced players may use as 
they see fit. 

The BattleTech Tactical Handbook is divided into 
two main sections. The first section, New Rules, pro­
vides three new optional systems-Double-Blind 
Rules, Operational Game, and Combat Values-that 
may be used in any level of BattleTech play. Double-
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Blind Rules offers guidelines for running double-blind 
games, in which players must rely on their unit's sen­
sors to detect and target the enemy . Operational 
Game provides a mapless system for creating extend­
ed BattleTech campaigns. Combat Values presents a 
system for measuring the combat capabilities of combat 
forces and individual BattleTech units. The New Rules 
section also contains Level Three Rules, which pre­
sents optional rules for advanced players. 

The Level Three Rules section offers three partic­
ularly important optional rules : a new sequence of play, 
an alternate system for determining line of sight, and 
the rules for land-air 'Mechs. The rules for LAMs cur­
rently appear in the BattleTech Compendium, making 
them Level Two rules and legal for tournament play: 
however, their inclusion as Level Three rules in the 
Tactical Handbook now makes LAMs illegal for tour­
nament play. 

The second main section , New Equipment, 
describes new weapons and equipment for BattleMech 
and MechWarrior units to use in Level Three 
BattleTech and MechWarrior play. 
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NEW RULES 
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