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Hell by Daylight Quick Reference Sheet. 

Fire probability table 

 Firer under fire Firer not under fire 

Firer’s class In 

Position 

Advance Halt Retreat In 

Position 

Advance Halt Retreat 

Veteran 1 75/50 55/20 35/20 15/5 95/80 75/25 65/25 30/10 

Veteran 2 85/60 70/30 50/40 30/10 100/85 80/35 75/45 40/15 

Veteran 3 95/70 90/40 80/50 50/15 100/90 100/45 95/55 55/20 

Normal 1 60/5 55/2 30/5 5/0 90/15 85/5 40/10 10/0 

Normal 2 70/20 65/5 45/10 30/2 95/30 90/7 70/20 40/5 

Normal 3 100/35 95/10 85/20 50/5 100/45 95/15 90/30 60/10 

Green 1 30/20 25/0 20/0 2/0 75/10 60/2 35/5 5/0 

Green 2 50/15 45/2 40/7 15/0 85/20 70/5 60/12 25/2 

Green 3 90/30 85/5 80/15 45/2 95/40 90/7 85/20 40/5 

Untrained 1 5/2 5/0 5/0 0/0 70/10 50/0 30/2 2/0 

Untrained 2 50/5 40/0 40/2 10/0 70/10 50/0 30/2 2/0 

Untrained 3 95/30 90/7 80/15 50/5 100/35 95/10 85/25 60/7 

         

 
 
Fire Hit Table 

 Target’s cover 

weapon In cover Prone Moving 

  0-4 >4-

20 

>20-

40 

40+ 0-4 >4-

20 

>20-

40 

40+ 0-4 >4-

20 

>20-

40 

40+ 

Pistol SA 0/10 - - - 0/20 - - - 2/30 - - - 

Shotgun SA 10/35 10/30 - - 10/25 10/30 - - 20/60 20/60 - - 

Carbine/ 

submachine 

gun 

SA 0/15 0/10 - - 2/35 0/15 - - 5/50 3/25 - - 

Carbine/ 

submachine 

gun 

A 2/20 0/10 - - 5/40 0/15 - - 10/60 3/25 - - 

Assault rifle SA 2/20 1/18 0/12 - 2/35 1/35 0/20 - 15/50 3/40 0/25 - 

Assault rifle A 6/20 3/13 2/7 - 8/35 5/25 2/10 - 15/50 8/30 3/18 - 

LMG 

intermediate 

round 

A 6/15 5/15 5/10 - 8/20 5/25 2/20 - 15/30 8/40 3/30 - 

Rifle SA 0/7 0/15 0/15 0/10 0/25 0/30 0/30 0/15 2/30 1/35 0/35 0/25 

LMG rifle 

round 

A+ 6/20 6/20 0/15 0/10 8/35 8/30 0/20 0/15 15/50 15/40 5/30 0/25 

Medium & 

Heavy 

Machinegun 

A+ 6/20 6/20 0/20 0/15 8/35 8/30 0/30 0/20 15/50 15/40 5/40 0/25 

 

SA = Semi auto, only targets one figure 

A = Auto, hits figures in a band an inch across and 6 inches deep. 

A+ Auto plus. Lay down a tape measure or string. The weapon hits figures in a band an inch 

across along the length of the string until either the weapon runs out of range or the string 

comes to an obstacle, a wood, a hill, a building, where it will still potentially hit people on the 

forward edge of the obstacle. 

 

 



2 
 

Unit reaction table.  
Type of unit Chance of retreat 

Veteran 15% 
Normal 25% 

Green/untrained 35% 
 
Modifiers 

-10% if in cover 
- any unused leadership points in unit 

+10% if the enemy is visible within 10” 
Untrained troops random element 
1 = -15% 2 = -10% 3 = -5% 

4 = +5% 5 = +10% 6 = +15% 
 

Roll percentage dice to see what the unit does.  
 
• If a unit rolls less than or equal to the total, it runs, abandoning heavy 

weapons and wounded, never to return to the table.  
• If it rolls under twice the modified total, it withdraws, taking everything 

with it, and may return if subsequent reaction is favourable.  
• Any other result means that it can continue with its orders. 

 
Personal reaction tests 
A personal reaction test (also known as the Panic test) should be taken 

whenever a figure is;-  
• Asked to fire for the first time 

• Asked to move forward, not having advanced the previous move 
• Asked to leave cover 
• First sees an enemy within 50 inches 

• First comes under fire 
• Sees a friend wounded or killed within 5 inches 

• Runs the risk of close combat by coming within 5 inches of an enemy 
• First time it sees enemy armoured vehicles  
• Enemy armoured troops advancing within 20 inches 

• Under attack from the air. 
•  

If any of these applies take a panic reaction test 
 
Panic reaction test 

Veteran 5% 
Normal 15% 

Green/Untrained 25% 
 
Modifiers 

For each level of motivation  -5% 
Troops advancing at speed horseback +20% 

Enemy visible within 10 inches +10% 
No friend visible within 5 inches +10% 
Enemy advancing within 10 inches +10% 

Under fire +5% 
Untended wounded friend within 5 inches +10% 

Enemy armour advancing within 20 inches +10% 
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Under air attack +10% 
Attacked with incendiary or gas weapons +10% 

Inside penetrated vehicle +25% 
Inside a vehicle that was hit but saved by armour this turn +15% 

Untrained troops random element 
1 = -15% 2 = -10% 3 = -5% 
4 = +5% 5 = +10% 6 = +15% 

 
If the figure rolls less than or equal to the total it panics. If a figure panics roll a 

d6 below to see what they do. 
Horsemen moving at speed might panic, but they’re not necessarily in charge so 
the horse might just keep going. In that case they cower on horseback, clutching 

the horse’s neck and trying to be inconspicuous. 
 

Men on foot 
1) Lie down and cower, do nothing this move. 
2) Attempt to surrender to the enemy if they are within 5 inches, if not lie down 

and cower. 
3,4) Fire wildly in the direction of the enemy 

5) If not in cover run 6 inches to the nearest non-enemy held cover. If in cover, 
cower. 

6) Throw away weapons and run 6 inches to the rear. 
 
Men in vehicles  

1) Bale out and run six inches to nearest cover. 
2) Bale out and cower by vehicle. 

3) Fire wildly at enemy from vehicle, if not possible, cower 
4) Fire wildly at enemy, if not possible, bale out and fire wildly at enemy 
5) Bale out and run 6 inches to nearest cover, leaving personal weapons behind. 

6) Lie down and cower in the vehicle. 
 

Men will not bale out of flying vehicles unless they have parachutes or other 
appropriate equipment. They will cower instead of baling out. 
 

Infantry movement. 
When there is nothing happening infantry move 10” per move. As soon as 

shooting is heard, or troops enter a potentially dangerous area movement drops 
to 6” per move. When troops come under fire, (by a very generous definition of 
the term) then movement becomes variable. 

 
Procedure 

The basic move under fire is 4” 
Add the motivation level of the figure to the basic move at 1” per level of 
motivation.   

Then deduct the effect of being under fire 
If the figure is under single shot or semi-automatic small arms fire deduct 2” 

If the figure is under automatic weapons fire deduct 4” 
If the figure is under artillery fire or air attack deduct 5” 
 

All deductions are cumulative.  
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If the final result is zero the figure goes to ground/remains prone. Note that 
unless the figure is already ‘in position’ it does not become ‘in position’ merely 

by being unable to advance.  
If the final result is a negative and the figure is neither in cover nor ‘in position’ 

then it must retreat the distance given by the negative score. 
 
 

Wild and unaimed fire table 

Dice roll Effects 

01 - 03 Incorrectly fused, explodes harmlessly in mid air 

04 - 06 Incorrectly fused, does not explode 

07 - 10 Direct hit, what incredible luck 

11 – 20 Overshoot. Goes 20% further or to maximum range if 

that is shorter 

21- 30 Undershoot, falls 20% short 

31 - 40 Overshoot, goes 50% further or to maximum range if 

that is shorter 

41- 50 Deviates 20% to the left 

51- 60 Deviates 20% to the right 

61- 70 Overshoots 20% and deviates 20%. Odd left, evens 

right 

71 - 80 Overshoots to maximum range 

81 - 90 Undershoots 20% and deviates 20%. Odd left, evens 

right 

91 -100 Weapon malfunction, try again next move 

 
Note to calculate deviation, for each 10 inches forward the round moves it 

moves 2 inches to the side. 

Casualty table 

Injury Pistol/shotgun/carbine/ 

Submachinegun 

Shotgun 

and 

Artillery 

Assault 

rifle and 

LMG 

using 

same 

round 

rifle and 

LMG or 

MMG 

using 

same 

round 

Heavy 

machinegun 

Dead 10% 15% 20% 30% 40% 

Serious 

wound 

20% 30% 40% 60% 80% 

Wound 100% 100% 100% 100% 100% 

 


