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introduction

Assauft 1s a tactical lavel simulation of ground combat in
Europe in the mid-1980's. As modern tactical combat is a sub-
ject of extremse breadth, Assauft comprises the first in a series
of games. Complete by itseif, Assauft covers mobile
sngagements betwean U.S. and Soviet tank and mechanized
forces. Other games and modules add helicopters. engineering.
combat in built-up ereas, tactical air strikes, and other
balligerents.

This booklst contains the basic Assauft rules and is included
in sach game in the series. Certain rules {mast of rule 1, for ax-
ample} apply only to Assault itself. Each game in the series other
than Assault also contains & separate sheet or booklet listing
additional rutes and exceptions to these rules.

Rule 1: Game Components

Assault contains the following components,

A. Maps: The twa 17’ x 22" maps depict areas represen-
tative of central Germany. A hexagonal grid is superimposed
over the maps to ragularize movement and placement of units.
Each hexagonaet cell (hereafter raferred to as a hex) covers 250
meters of actual terrain from side to side. _

The maps are laid out in such a way as to be geomorphic;
that is, map edges with the same grid pattern may be butted
together and the terrain will match,

B. Counters: Three counter sheets {480 counters total) are
included representing the game units and a variety of non-unit
markers. Each unit counter represents either a platoon {3-5
vehicles or weapons or 30-40 men} or a section (about half of
a platoon). Sections have white, instead of black, numbers
and/or letters on the bottom of the counter. Counter format is
detailed on the unit identification chart.

Certain terms are used in conjunction with units throughout
the rules: full-strangth, half-strength, and step. A platoon in-
itially has two steps and is called a fuli-strength unit. When it
loses a step, it becomes a haif-strength unit. A section initially
has one step and is called a half-strength unit. These concepts
are used and expanded upon in the rules.,

C. Rules: This rules booklet.

D. Charts: A complete set of gama charts is included. Their
use is expleined In later rules. Some of the charts are game
record sheets, and permission is here granted for players to
photocopy thern for their own usa.

E. Scenarlo Folders: Each player has a scenario folder, the use
of which is explained in rule 23. '

F. Reference Booklet: The referance bookiet provides doctrinal
and organizational background on the beliigerents, as well as
designer's notes. While not essential to play, It is designed to
aid understanding and enjoyment of the gama.

G. One Decimai Die: The die Is used to generate random
percentile numbers. In all cases, a roll of O is read as a roli of 10.

Rule 2: Sequence of Play

Each turn in Assault represents five minutes of real time. A
great deal can happen in five minutes on the battlefield, and the
ssquence of play reflects this. Alt activity in a turn is divided
into phases. All activity In one phase must be completed before

-a new phase beging. The order of phases in a turn is;

Soviet Player Turn
Soviet Artillery Phase: The Soviet player writes down ar-
tillery fire missions for later turng and then resclvas all his fire
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missions due to arrive in the current turn.

First Soviet Movement Phase: The Soviet player moves
any or all of his units. The U.S. player conducts opportunity fire
against moving Soviet units.

Fire Phase: Both players simultaneously resolve fire from
any or all of their direct fire units.

Second Sovigt Movement Phase: The Soviet player again
moves any or all of his units. The U.S. player again conducts
opportunity fire.

U.S. Player Turn

Artllery Phase: The U.S. player writes down artillery fire
missions for later turnge and then resolves all his fire missions
due to arriva in the current turn.

First U.8. Movement Phase: The U.S. player moves any
or all of his units. The Soviet player conducts opportunity fire
against moving U.8. units.

Fire Phase; Both playars simultaneously resclvs fire from
any or all of their direct fire units.

Second U.8. Movement Phase: The U.S. player again
moves his units and the Soviet player again conducts oppor-
tunity fire.

During the Soviet player turn, the Sovigt player is the phas-
ing player and the U.8. piayer is the non-phasing player. During
the U.S. player turn the roles are revarsed.

Rule 3: Unit Organization
A. Ganeral Explanation: Each counter in the game bears a unit

- - identification {ID) in its upper left corner. For most units this con-

sists of a platoon (or section) ID, a company ID, and & battalion
ID. Exceptions are given in D below.

Unit IDs have a number of uses, the most common of which
is in determining subordination for command control purposes,
For example, every unit In a battalion is subordinate to the bat-
talion headquarters. See rule 4. All unit organizations are shown
on the unit organization charts.

Note: For purposas of these rules, platoons and sections are
identical except that a platoon has two steps and a section has
one step. For bravity, tha term *‘pletoon’’ will be used to mean
"'platoon or section’” for the remainder of this rule.

B. Formata for IDs: In unit IDs, the platoon ID is given first,
followed by the company 1D, followed by the battation ID. Pla-
toon and battalion IDs are numbers, while company |Ds con-
gist of one or mora letters. On U.S. units {but not Soviet units),
the battalion ID is preceded by a dash. For example, & U.S. unit
identifted as 1B-2 is the 1st Platoon of B Company of 2nd Bat-
talion; a Soviet unit identified as 2M4 is the 2nd Platoon of the
mortar company of 4th Battalion. For exceptions to this scheme
sen D below. For further explanations sae the unit identifica-
tion chart.

C. Definltlons: Several organizational terms require game
definitions.

1. Platoon; Each counter is a platoon (or a section; see A
above) with certain exceptions. In the case of mechanized in-
fantry, towed artilisry, and similar units, each platoon consists
of two counters: a transporting vehicle and its cargo, both of
which hava the same ID. For example, the Soviet platoon 1A4
consists of an infantry unit and & BMP-B unit. There are also
a faw units which are called platoons but-which, in the game,
function as companies. Such units are noted with a C In paren-
thases on the unit organization charts. For example, the mortar
platoon of the U.S. 1st Battalion has two full-strength units
{which the army calls sections); this platoon functions in all
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respects as a company.

2. Company: A company consists of all units with the same
company and battalion ID. For example, the U.5. company A-1
{A Company, 1st Battalion) consists of the platoons 1A-1, 2A-1,
3A-1, and the company HQ, HQA-1.

3. Battalion: A battalion conaists of all units with the same
battalion ID.

4. Nomenclatura: For reasons of tradition, military ter-
minclogy employs a number of altarnates for the terms defined
above. In cavalry units {and some others) companias are called
troops and battalions are called squadrons. In artillery units, com-
panies are called batteries. In these rules, ‘company’’ means
““company, troop, or battery’’; “'battalion’”’ means ‘‘battalion
or squadron’. .

Some game unit IDs differ from their official vahies; for ex-
ample, Soviet companies are actually numbered, but they hava
bean given lettars in the game.

D. Exceptions: A number of units differ from the identifica-
tion and organization scheme outlined above.

1. One-unit Companies: Some companies are composed of
only a single platoon. in these cases the platoon ID is omitted.

2. Regiments: Some Soviet units do not belong to a bat-
talion, and are subordinated directly to & regiment. Thase units
hava a regimental ID in place of the battalion ID; regimentai IDs
are preceded by a dash. For example, 1AT-91 is the tst Pla-
toon of the anti-tank compeany of the 91st Ragiment.

3. Headquarters, Tactical Operations Centers, and Obser-
vation Posts: U.S. company headquarters (HQs) and Soviet
obsarvation posts {OPs} are platoons of a company, with HQ
and OP, respectively, in place of the platoon ID. For example,
HQD-1 is the headquarters of D Company of the 1st Battation,
while OPM4 is the observation post of the mortar company of
4th Battalion. (Note that the U.8. has no OPs and the Soviets
have no company HOs, Note also that not every U.S. company
has an HQ.} :

U.S. and Soviet battalion HQs, Soviet regimantal HQs, U.S.
battalion tactical operations centers (TOCs), and Soviet regiment-
al TOCs are companies of a battalion/regiment, with no platoon
1D and with #Q or TOC in place of the company 1D. For example,
TOC-3 is the tactical operations center of the U.S. 3rd Battalion,
whila HQ-91 is the headquarters of the Soviet 91st Regiment.

Some HQs, TOCs, and OPs consist of two units: a person-
nel class unit and & vehicle. The parsonnel class unit is the ac-
tual HQ, TOC, or OP; the vehicle unit is only its transport and
is considered a separate platoon of the same company.

Rule 4: Command Control

A. Genaral Explanation: Propar command control on tha bat-
tlefield is assential to survival and success. in Assauff command
control problems are simuleted through the use of operations
points. Each player receives operations points from a variety of
sources in each friendly movement phase. These are then spant
to enable units to carry out certain functions.

B. Sources of Operatlons Points: Operations points are re-
caived from four sources: headquarters, tactical operations
cantars, from off-board, and by defauit,

1. HQs: At the start of the game, each player generates
the command rating of each of his HQ units. Roll the die once
per HC: unit and consult the command rating table. The resulting
command rating is recorded on a saparate sheat of paper and
is later transferrad to the command record.

The command rating of the headquarters unit is the number



S af uperauons points that HQ unit may use sech frisndly move-
= Z,TDCr At the smofﬂngmeammavermustgenarate
‘the command arid planning ratings of each of his tactical opera-
tions center {TOC) units. Roll the die once psarTOC unit and con-

.. sult the command rating table. The resuking two numbers are
the oomrmnd {first number} and planning {second number)

- Wmm recorded on a sheet of naper and on the com.

i ' m function of TOC units is explained in rule 8.
b ﬁumrm;d +ating rolis are pesformed in the sight of the othsr
layver. However, secrecy is maintained regarding the identities
uriita bising rolied for. Each scenario states the number of HOs
" #nd TOCS to rolf for, aften more than actually appear in the
: mmmmmm writes them on a sheet of paper,
. pars thom in order, beginning with 1. Then, out of the
Wsmma phayer transfers thase ratings to his com-
2 anelveeond, in the order stated in the scenario. Finally, the
- plEyor gives tha original sheet of paper to his opponent.
wm Some scenatios specify that off-board opera-
%s. are available. These may bs used exactly as any
mﬁﬂm points, and represent additicnal direction from

m H#no oparatlons points ara available from any
m aplayer may always expend two operations points
' mamm phasa.
ol * A command unit may expend operations
ﬁect onty units which are subordinate to it. All units
tumpany aro subordinate to the company HQ. All units
fhon gre subordinate to the battalion HQ and (for the
téslion TOC. Al units in a Sovist regiment {ail units with
mmal iD and all units assigned to that regiment in tha
mnami are subordinata to the regimental HQ, and TOC.
‘@48 subordinate to off-bosrd operations points and
ult aperations points.
For example, altU.S. units with company/battalion IDs of B-3
a8 gubprdinate to HQB-3; all units with battation IDs of 3 (in-
g HOB-3) are subordinate to HO-3.
-af- Operations Points; Units never need operations
s to fire, nor do they nead them to move in march forma-
y el 7). However, operations points are required when
3 formmation, moving in combat formation, replecing HQ
M. cross-attaching units, and rallying shaken or broken

command opsration (except cross-attaching) requires
ditiire of 1 point if the affected unit is visible to the ex-
- HQ or TOC or 2 points if it is not visible. The unit is
' m vunblocked line of sight exists betwaen the twao units;
Crosu«éttaching always requires 2 points.
: mee than one HQ and TOC will be able to use opera-
'mpﬁﬁmm affect a particular unit. If the operation desired
requites 2 operations points, 1 may bie expended by each of two
HQ or TOC units. For example, suppose the platoon 1B2 is not
visible to any HQ or TOC unit. 2 points are required for it to
~.move. The U.5. piayer could expend one from the HQB-2 and
one from the HQ-2. Of course, sither unit could expand both
of the required points if it has them to expend.
_ 1. Change Formation: 1 point {if visible} or 2 paints {if not
p vfsfb!el are required for all the units in a hex to change from
" march to combat formation or vice verss.
- 2.Move in Combat Formation: 1 point {if visible) or 2 points
(’if not vigible) allow all the-units in 2 hex to move in combat
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formation. Visibility is determined &t the beginning of the move-
ment phase.

To count as a single operation, all units must bagin in the
seme hex, must move together as a stack, and must all face
the same direction while moving {see rule 7). if a player wishes
to break up a stack by moving it in different directions or dif-
ferent distances, the operations point cost must be paid
separately for aach unit or stack of units moving together.

3. Replace HQ Casualties: 1 point [if visible) or 2 points (if
not visible) allows an sliminated HQ to be replaced. Visibifity
is determined for the hex in which the replaced HQ will appear
(see below). An HQ is replaced using points from units to which
it is subordinate; U.S. battalion and Soviet regimental HQs may
be replaced using points from the TOC of the same unit. TOCs
may never be raplaced. If an HQ is replaced, re-roll its command
rating. A replaced HQ may not expend any points in the phase
in which it is raplaced.

An HQ is replaced by removing personnel and/ar vehicles
from a specific unit. The HQ appears int tha same hex as that
unit.

a. U.8. Company/Soviet Bettalion HQs: U.S. company
and Soviet battalion HQs are replaced from other units in the
same company or battalion. If the HQ is a vehicle unit, it is
replaced from a unit containing the sama vehicle. If the MO (not
its transport} is a personnel unit, it is replaced from a personnel
unit; the HQ's transport may also be replaced from a unit con-
taining the same vehicle, but the transport need not be replaced.
The replacing unit takes one step loss {and Is eliminated if already
a half-strength unit) and the HQ is placed in thet hex, For ex-
ample, if the HQ of a U.8. tank company is eliminated, it is
replaced by placing the HQ section back on the board in the
same hex as any other full-strength platoon of the company and
raducing the platocn to half strength with a hit merker. Altetn-
atively, a half-strength unit could be remaved from play and the
HQ unit placed in its former hax.

If thera is no way to replace an HQ (all sligible units have besn
eliminated), any surviving subordinate counter may be
designated the new HQ at the same cost in operations points
as would be required to repiace the HQ. The counter ramains
the HQ until aliminated.

b. U.S. Battaflon/Soviet Regimental HQs: A U.S. battalion
of a Soviet regimental HQ is replaced from the unit's TOC. If
the HQ is @ personnel unit, the HQ counter Is placed on the board
In the sams hex as the TOC. If the HQ is a vehicle unit, the HQ
counter labeled Rep/ HQ is used instead. The Sovist countar
receives a UAZ-489 for transport while the U.S. counter recelves
an M-151 (jespl. No loss is suffered by the TOC.

i the unit’s TOC has been eliminated, the HQ may not be _
replaced, but any U.S. company HQ in the same battalion or
Soviet battalion HQ in the same regiment may be designated
as the battalion/regimental HQ. It still functions as a com-
pany/battalion HQ, but in addition all other units of the bat-
talion/regiment are subordinate to it. No operations points arg
expanded for this, but the HQ may not expend any peints dur-
ing the movement phasse in which it becomes the riew bat-
tation/ragimental HQ,

4. Cross-Attaching Unlts: Cross-attachment merely msans
that a unit has been assigned to the commang of & headquarters
to which it is not normally subordinate. For example, the U.S.
quite often will crogs-attach a mechanized company to a tank

" battafion, or vice versa. A unit which has been cross-attached

is no longer subordinate to its old command units, but is instead
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subordinate to its new command units.

Both players may cross-attach units. A player may cross-
attach bafore the scenario begins and/or during the scenario.
If a unit is cross-attached prior to tha scenario, there is no penaity
or cost. Cross-attachment during the scenario may be done only
at the start of a friendly movement phase and requires the ex-
penditure of 2 operations points by a command unit to which
the unit was subordinated at the beginning of the phase. The
cost is paid for each company or group of units from a single
company cross-gttached to a single other unit (company or
battalion).

Both playars may cross-attach up to two platoons to each
company (with any three sections counting as one pilatoon) and
may cross-attach up tc two complete companies {a complete
company is all surviving units of a singie company) to each bat-
talion. Note that each battalion or regimental HQ or TOC is a
company, to which platoons or sections may be attached.

Record cross-attachments in the cross-attachment section
of the cormmand/morale record.

6. Rally: Command units spend operations points to rally
shaken and broken units. See rule 17. ’

E. Special Cases:

1. Exceptions: Recon units, HQ units, OP units, and TOC
units do not raquira operations points to move or change for-
mation. Thase units are marked with asterisks. in addition, units
stacked with HQ or TOC units at the beginning of the move-
ment phase, regardless of their subordination, may change for-
mation and move without requiring operations points, provid-
ed they ramain stacked with the HQ unit throughout the phase.
{This is the only way in which an HQ with a command rating
of 0 can exercise command).

Although an OP unit does not allow units it is stacked with
to move in combat formation or change formatlon without us-
ing operations points, it does allow any vehicle transporting it
to do so.

2. Soviet Battle Drill: While Soviet units do not have as ax-
tensive a command control arrangement as comparably-sized
U.S. units, their reliance on wall-rahearsed battle drills and for-
matlon movement allow large units to move at & relatively low
cost in command or staff effort. Instead of addressing a move
or formation change order to a hex, the Soviet player may do
so for an entire platoon, company, or battalion. Such an order
still requires 1 operations point if the platoon/company/battalion,
or any counter of it, is visible to the TOC or HQ issuing the
otders, and 2 If not. All counters of the platoon/company/bat-
talion, with the exception of indirect fire units and their
transports, must assume the same formation, assume and main-
tain the same facing, and expend the sama number of move-
ment points, moving in effect in formation. If this is not possi-
ble for all counters of the piatoon/company/battalion, then
Soviet battls drill movemant may not be used. An HQ or TOC
may issue a battle drill order without expending operations points
if it begins the phase stacked with one or more counters in the
unit receiving the ordar and remains stacked with that counter
for the entire phase.

Rule 5: Headquarters Units

The headquarters unit of a company, battalion, or regiment
represants the commanding officer and a small command group.
At the start of each friendly movement phase the playsr must
dsetermine how many operations points each HQ, unit is expend-
ing and which subordinate unit or units they will be spent on.
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For example, the U.S. player has a company HQ which has a
command rating of three. At the start of the movement phase
he might decide that one operations point is baing expended
to change the third platoon from march to combat formation,
a second point expended to sllow the same platoon to move
in combat formation, and the third point expended to allow the
first platoon of the company, alreedy in combat formation, to
move. When an operations point is expended, this fact should
be marked on the command record for that turn and phase.

As Indicated previously, an HQ unit need not expend opara-
tions points to enable units to change formation or move if they
are stacked with the HQ unit and remain stacked with it
throughout the movement phase.

HQ units may move and/or fire in the same turn in which they
expend operations points. HQ units may expend operations
points while supprassed and/or shaken, but HQ units which are
broken {see rule 17) may not expend operations points.

Rule 6: Tactical Operations Centers (TOCs)

A. Function: The tactical operations center of a battalion or
regiment is the brain of the unit. While commanding officers can
diract individual units, the TOC provides planning, coordination,
and command support to the unit commander that multiplies
his effectiveness.

At the start of each first movement phase of & player’s turn,
the player must dacide which of the following actions each of
his TOC units is parforming: command, plan, or execute plan,
and must write that fact on his command racord for tha turn.

1. Command: A TOC unit may function the same as an HQ
unit, expending operations points equal to its command rating.

2. Plan: A TOC which plans may not expend operations
points that movement phase. Instead, operations points equal
to Its command rating are accumulated for later use.

Accumulated operations points are recorded on the player's
command record. The planning rating of tha TOC unit is the max-
imum number of operations points that it may accumulate.

3. Execute Plan: A TOC unit which executes may expend
as many of its accumulated oparations points as desired, up to
the total number accumulated.

B. Limitations:

1. Suppression: A suppressed TOC may not plan but may
command and sxecute.

2. Movement: A TOC may not plan in a movement phase
in which it moves {and if allocated to planning that turn it may
not command or executs either).

3. Firing: A TOC may not fire in the friendly fire phase if
it planned in the previous movement phase.

4. Losses: Once eliminated, a TOC may not be replaced.
However, the unit HQ may use the accumulated operations
points of the TOC. Each turn following slimination of the TOC,
the accumulated operations points total is reduced by two in
addition to any used by the commander. This reduction takes
place at the end of the owning player's playar turn.

The loss of one step has no effect on the TOC.

5. Loss of Command: A TOC may not plan or exacute if
the unit HQ is not in play. If the unit HQ of a U.S. battalion or
a Soviet ragiment is sliminated, it must be replaced before the
TOC can plan or execute. The TOC may command in the
absence of a unit HQ.

Rule 7: Movemsnt
A. General Explanation: Units mova during the movement



Assauwlt

phases of a turn. Each player may move his own units in each
movement phase of his player turn. Each unit may be moved
as many hexes as desired, up to the limits of its movement
allowance. While a player is moving a unit, it may be subject
to opportunity fire (see rule 15) or pass-through fire (see rule
18}. If s0, this fire is resolved before the unit finishes movament.

B. Procedure: Units may be moved individually or in stacks.
Each individual unit or stack of units must complete its move-
ment before another unit or stack of units begins moving.

Each unit or stack of units is moved by tracing its path of
movement through hexes, expending movement points for each
hex as it is antered. A unit's movement allowancs is the max-
imum number of movement peints it may expend per friendly
movement phase. The movement point cost per hex is deter-
mined by the formation of the moving unit, the mobility class
of the moving unit, and the tarrain type of the hex.

A unit may always move ong hex, even if it has insufficient
movement points to do so {except mobility class S and L; ses
below), provided it is not into prohibited terrain or across a pro-
hibited hexside,

A unit may enter a hex occupied by enemy units, but im-
mediately ends its mova upon so doing. A unit which begins
its movemant phase in the same hex as an ensmy unit may leave
the hex or parform any othar activity within the hex except fire
out of tha hex.

C. Formations: Each unit must be in one of two formations
at all times: march or combat. (Exception; Units whose morale
has broken are In no formation. See rule 17.} Units may change
formation at the beginning of a friendly movement phase. There
is no limit to the number of units which may change formation
at the start of a friendly movement phase, provided the ap-
propriate operations point cost is paid. In general, units must
be in march formation to use roads for movement, and do not
require operations points to move. However, units in march for-
mation rmay not fire except during a close assault (see rule 16).

A unit may change formation and movs in the same move-
ment phase. A unit which changes from march formation to
combat formation and then moves must have opsrations points
expended separately for the formation change and the
movement.

Changing formation counts as movement for purposes of
spotting and opportunity fire.

Units in march formation are differentiated from units in com-
bat formation by their directions of facing. See F below.

D. Mohility Class: There are five mobility classes: T (trecked),
W (cross-country wheeled), R (road-bound wheeled), L (leg), and
S {static}. T, W, and R units {referrad to as vehicle units) also
have a movement allowance which they expend to move as ax-
plained above. S class units may not move on their own, but
may be transported by other units (see rule 8). L class units
{hereafter referred to as lag units} do not have or expend move-
ment points. Instead, each leg unit may mova one hex in a friend-
ly movement phase. Leg units which move in the second friendly
movement phase of a player turn are fatigued, and may not
move in the first friendly movement phase of the next turn,
Movemaent for this purposs is defined as entering a new hex;
other actions performed in the movement phase, such as enter-
ing covar or changing formation. don’t count. To mark fatigued
units, place a fatigued marker on them.

E. Terrain: Terrain affects vehicle units and leg units different-
ly. Vehicle units pay & variable movement point cost to enter
certain tarrain types. Leg units must make a die roli of a given
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number or less to enter certain terrain types. The terrain effects
chart details the movement point cost for vehicle units and the
die roll necessary for leg units to anter a hex. Certain hexsides
also have a movement point cost or die roll associated with
crossing them. For vehicles this cost is added to the cost to enter
the hex; for leg units, the mast difficult die roll of the two re-
quired {if both the hex to be entered and the hexside to be
crossed requira die rolls} is used.

1. Amphiblous Units: Some vehicle units have the lettar A
in addition to their mobility class, indicating that they are am-
phibious. Amphibious units can cross certain hexsides and entar
certain terrain types prohibited to other units, as nated on the
terrain effects chart.

2. Stesp Slopes: A stesp slope is defined as a hex contain-
ing two contour fines of different slevations. The terrain effects
chart lists the effsct of climbing a steap slope, which is in addi-
tion to the regular cost to enter the hex. Climbing a steep slope
is defined as entering the hex from a hex of lower elevation.
Vehicle unlts pay a cost to ¢limb & steep stope if a movement
point cost ig listed. If the notation P appears, the unit is pro-
hibited from entering the hex at all. Leg units hava the notation
F for steep slope, which means that a leg unit becomes fatigusd
climbing a steep slope. Leg units may only climb steep slopes
in the first friendly movemant phase of a turn. Units which are
not prohibited from entering a steep slope hex pay no special
cost for entering it unlass thay climb it.

F. Facing: Units always must be faced in a specific direction.
A unit is faced in the sama direction as the top of the counter
if spotted or the direction of the arrow on the back of the counter
if unspotted. Units in march formation always face a hexside,
while units in combat formation face a hax vertex, as illustrated

below.
Y e—— F e—— Y
: 2€ M3
16-10-57
), S —
Unspotted unit in  Unspotted unit in Spotted unit in
march formation combat formation march formation

A unit must alweys face in the direction it 1s moving. A unit
In march formation moves across the hexside it is facing, while
a unit in combat formation may move across either hexside it
iz facing. A unit may change facing without movement cosgt im-
mediately before entering each hax of its move. When it is fin-
ished moving it retains the facing of its last hex moved, unless
it expends an additional movemant point, in which case it may
changes facing. A change of facing counts as movament for pur-
poses of spotting, opportunity fire, and {if in combat formation)
operations point expenditure.

Facing affacts the fire of enemy units on the unit in question,
as explained in the diract fire rules.

Note that facing is also the means of determining the forma-
tion of a unit.

G. Cover: Any unit in combat formation may entsr cover in
any friandly movement phase if it does not move, dismount, or
deploy in that phase. Entering cover counts as movement for
purposes of operations point expenditure. A unit in cover is
designated by placing & cover marker on the unit with the point
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of the marker faced toward the same hex vertex the unit faces.
In addition, any unit which is fired upon during either fire phase
{or which is in the sams hex as such & unit) and is in combat
formation automatically enters cover at the end of the phase,
with the unit and its cover marker turned to face toward ong
of the vertices of one of the hexsides across which the fire came.
Cover affects tha chance of spotting a unit and the chance
of causing {osses or suppression in direct fire, as explained in
later rules. Only units in cover may conduct opportunity fire.
If a unit in cover movas out of tha hax, the cover marker is
removed from the map. A unit may change facing while in cover
{changing the facing of the cover marker slso); this counts as
movament for purposas of operations point expenditure.

Rule 8: Transport

A. Which Units May Be Transported: All units with a mobility
class of L {leg} and S {(static} may be transported.

B. Which Units May Transport Units: All transport units have
a circle, sither open or filled in, on the countar. Units with an
open circle may transport only leg units. Units with a filled-in
circle may transport either leg or static units. Each transport unit
may transport as many steps as its current strength level, but
never more.

C. Procedure: Units being transported are placed under the
transport unit, move at the rata of the transport unit, may not
be fired at, and do not count against stacking. The identity of
a transported unit is not revealed to the enemy if the transport-
ing unit is spotted.

In order for & lag mobile unit to mount or dismount & transport,
either the transport unit or the leg unit must spend the entire
movement phase in the mounting hex. That is, a ieg unit could
move to a hex containing a transport unit and mount, or a
transport unit could move to a hax containing an infantry unit
and allow it to mount. Once mounted, no further movemsent is
allowad that phass.

In order for e static unit to mount or dismount, both the static
unit and the transport unit must spend the entire movement
phase in the same hex. Static indirect fire units which are
deployed (see rule 19) may not mount transport units.

A unit which dismounts may be placad in any formation and
assume any facing without expenditure of operations points.
If may not anter cover or deploy in the sams phase. Dismount-
ing counts as movement (for the transported unit) for purposes
of spotting, opportunity fire, and passthrough fire.

D. Fire From Transport Units: Trangportting units may fire nor-
mally. Only infantry may fire whife being transported. it may
only do so with small arms ammunition from unsupprossed
vehicles, and its conventional fire value is halved.

E. Fire at Transporting Units: Transporting units are fired at
normally. If a full-strength transporting unit Is reduced tc a half-
strength unit, the mounted unit is also reduced 1o a half-strength
unit. (A half-strength unit is unaffectad.) If a full-strength unit
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is destroyed, the mountad unit is reduced to a half-strength unit
and is suppressed in the hex where the transport unit was
destroved. If a half-strength transport unit is destroyad, the
mounted unit is suppressed in the hax where the transport unit
was destroyed.

If & full-strength unit is carrying two half-strength units and
is reduced to a half-strength unit, one of the half-strength units
(determined randomly] is eliminated. If the full-strength unit is
destroyed, the surviving half-strength unit is suppressed in the
hex where the transport unit was-destroyed.

F. Combined Transport: Two haif-strength units may combins
to transport a full-strangth unit, The two trensporting units must
remain stacked together during the entire time they are trans-
porting the full-strength unit. If one of the transporting units is
destroyed, the transporied unit is reduced to & half-strength unit.

Rule 9: Stacking

More than ons unit may occupy the same hex. {This is called
stacking.) There is no Hmit to the number of units which may
occupy a hex. Howevar, only a fimitad number of units may use
road movament through & hex at a time, and only a limited
number may fire from a hex.

A. Road Maovement: A maximum of six steps of units may
move together as a stack in march order using road movement.
{A full-gtrength unit has two staps; a half-strength unit has one
step.) No unit or stack of units may use road movament to enter
a hex already containing a unit which used road movement to
enter that hex in that movement phase; no unit or stack of units
may use road movement to enter a hex in which a friendly unit
using road movement suffered a loss from opportunity fire in
that movement phasa.

B. Firing: A maximum of ten steps may fire from a hex.

Ruls 10: Spotting

A unit may not be fired at by direct fire unless it is spotted.
All game units are backprintad with their national color and a
facing arrow. Units start each scenario flipped over so that op-
ponents do not know the actual strength and location of enemy
forcas. Units ramain flipped until thay are spotted, at which time
they are turned face up. They remain face up (and spotted) un-
til the end of a movemsnt phase in which no enemy unit has
an unblocked line of sight to them,

A. When Spotting Takes Place: A player may attempt to spot
85 many snemy units as he desires at the end of aach movs-
ment phase. A player may attempt to spot every enemy unit
which fires at the end of each fire phase. Any player who wishes
to fire Msl ammunition from a previously unspotted unit {see
rufe 13) must so declare at the beginning of tha fire phase in
which he will do sa. The opposing player may attempt to spot
the missile-firing unit before the fire is resolved. If successfully
spotted, the missile-firing unit may be firad upon that fire phasa.

B. Line of Sight: A player may attampt to $pot only enemy
units which are in the line of sight of one of his own units. A
line of sight exists if the enemy unit is within the maximum line
of sight distance of the spotting unit, and if the line of sight is
not biocksd. The line of sight is a straight line batween the center
of the spotting unit’s hex and the canter of the target unit's hex.

1. Maximum Line of Sight Distance: Tha maximum line of
sight distance depends on the sum of the heights of the spot-
ting and spotted units, as shown on the line of sight table.

2. Elevation: Elevation is shown on the map by contour lines
and colored areas between them. There are @ levels of terrain
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alevation, from O to B. each level change represents 25 meters
of elevation change. Levels change at contour lines and hex
boundaries, Portions of a hex which are in different colored areas
are on diffarant levels. The terrain kay shows all possible com-
binations of color and level within a8 hex. Note that the same
color may raprasant either of two
different levels, depending on the
presence or ebsence of another col-
or in the hex. If & lower-level calor
is also present, it is the lower value;
if a higher-teve!l color 1s present or
if the hex is only one color, it is the
higher value. (Although this may
sound confusing, examination of
the terrain key should make avery-
thing clear.) For example, if light brown and medium brown areas
are both present in a hex, the light brown portion is at lavel 2,
while the medium brown paortion is at level 3.

A unit is always assumaed to be on all levels present in the
hex; that is, it may spot and be spotted from any of thoss lavels,
In addition, non-vehicte, dismounted units in a town hex or ur-
ban strip hex may attempt to spot (but may not be spotted) as
if they werae one lavel highar than the hex occupied.

3. Blocking Terrain: A line of sight is blocked if it passes
-through terrain highar than the line of sight itseif. When both
tha spotter and the target are on the same elavation, this is an
easgy determination t¢ make. When they are on diffarent eleva-
tions, the line of sight graph is used.

Take out tha line of sight graph and examine it. The ver-
tical axis represents range msasured in hexes. The horizontal
axis roepresants height measured in elevation lavels, To use the
graph, first locate the position of the spotting unit. The spot-
ting unit is always located on the zero hex range point of the
range axis and the correct elevation on the height axis. Next,
locate the target unit by cross-indexing the renge to the target
unit and its elevation. The intersection of these two lines is its
position on the graph. Lay a straightedge on the graph connect-
ing the two linas. The straightedge is the line of sight from the
spotting unit to the target unit. Finally, determine the range and
elevation of any potential blocking terrain. Determine its point
on the graph in the same manner as if it ware a target unit. If
its location on the graph is above the line of sight, the line of
sight Is blocked. If it is exactly on or below the line of sight,
the line of sight is not blocked.

Color: Lovel
Light Green: O
Light Brown: 1 or 2
Medium Brown: 3 or 4
Medium-Dark

Brown: b or 6
Dark Brown: 7 or 8

All tarrain is evaluated on the basis of the colored area

through which the line of sight passaes. Town, urban strip, and
wouods hexes are considered to be one elevation higher than the
terrain lavel of the hex for purposes of blocking the line of sight.
{Note that this is true even if tha line of sight does not pass
through the actual town, urban strip, or woods symbol; unlike
tha colored areas, the terrain is considered to fill tha antire hex.)
Hexes with smokae screens in them (see rule 20) are two sleva-
tiens highar than the terrain level.

In addition, the line of sight to or from & unit in a woods
hex is blocked if the immediately adjacent hex along the line
of sight is also a woods hsx.

. The hexes the spotting unit and spotted unit are in never
constituta a block to the line of sight.

C. Number of Spotting Attempts: Only one spotting attempt
may bé made per snemy unit per phase, conducted by the friend-
iy unit of the spotting player's choice. Usually, but not necessari-
ly, this will ba the unit with the graatest chance to spot the
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enemy unit.

D. Procedure: Five elements determine the likelihoed of a suc-
cessful spotting attempt: range, target type, terrain, target
status, and spotter status. These elements are all covered on
the spotting tables.

The range from thae spotting unit to the target unit determines
the basic die-roll required to spot the target. This is listed on
the base roli table as the number or less which must be rolled
on the die in order 1o spot.

The terrain the target unit is in modifies the basic roll. The
terrain modifiers table lists the target type (personnal, weapon,
or vehiclg) and indicates the modifiar applied against the spot-
ting number. Note that without a modifier some spotting at-
tempts are impossible. Two modifiers appear in each cell of the
table. The first modifier is used if the target unit is notin cover;
the second is used if it is in cover. The notation Auto means
that a unit in that terrain type is automatically spotted by any
enemy unit at any range provided it has an unobstructed iine
of sight to it.

The target status table lists additional modifiers based on the
action of the target unit, making it easier to spot units which
are moving, are firing missiles, or have just fired. The moving
modifier is used only during the movemant phase. Formation
changes, mounting and dismounting {for the transported unit),
deploying and undaploying are considered movement for spot-
ting purposes. The firing modifier is used during the fire phase
and, in the case of non-phasing units conducting apportunity
fire, the movemeant phase.

Finally, the spotter status table lists modifiers based on the
type of spotting unit.

Modifiers are added to or subtracted from the base chance.
Thus, a positive madifier makes & unit sasier to spot, whilg a
negative modifter makes It harder to spot.

All madifiers are cumulative with the exception that a recon
armored vehicle unit does not suffer the adverse modifier for
being an armored vehicle but does receive the favorable modifier
for baing a racon unit. All units with asterisks other than MQs,
OPs, and TOCs are recon units,

Both players are required to give enough information about
their units which are spotting or being spotted to detarmine
which maodifiers apply {but only the minimum necessary amount
of information).

The die is rolled once for each hex containing units the player
ls attempting to spot; however, since diffarent modifiers may
apply, soma units in the hax may ba spotted while others are not.

The auto-spot range table and the maximum spotting ranges
table are play-aids created by combining information from the
base roll table and the terrain modifiers table. They provida no
new information in thamselvas, merely saving the players the
trouble of computing the values thay contain,

E. Auto-gpots: If at any time during a movement phase aither
player has an unchstructed line of sight to an enemy unit for
which the maodified roll 1o spot is 10 or more, that unit is
automatically end immediately spotted. The auto-spot range
table gives the distance at which.this is true for all unit types.
The spotter status and target status modifiers also apply on this
table, as modifiers to the range. The notation Max reans that
the auto-spot range is the same as the maximum line of sight.

F. Maximum Spotting Range: Tha maximum spotting range
table gives the greatest distance at which a spotting attempt
on a particular unit has any chance of success (that ig, the roll
needed is greater than 0). The spotter status and target status
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modifiers also apply on thiz table as modifiers to the ranga.

G. Dummies: Dummy counters are included as listad in the
scenarios and are used to confuse the oppusing player as to a
player's exact strength and disposition. Dummies move using
whataver mobility catagory and movement atlowance s desired
by the player. Dummy counters may not spot; they are spotted
as any unit type the owning player desiras.

In order to maintain the illusion, the owning player may place
any marker ha wishes on a dummy {for example, he may give
it a hit marker). '

A dummy counter, once spotted, is removed from the board.
A player may return a dummy counter to play at the start of
any subsequent friendly movement phase by placing it inverted
in the same hex as any unspotted friendly unit.

H. Transports: When a spotted unit mounts a transport, the
transport is automatically and immadiately spotted. When a unit
dismounts from a spottad transport, it is automatically and im-
madiatsely spotted.

I. Unspotting: if, at the end of any movement or fire phase
a previcusly spotted unit is not within the line of sight of any
enemy unit, it is flipped over to its unspotted side again. Somse
units may become incapable of spotting due to suppression {see
rule 11) or morale (see rule 17}. Although these units may not
make spotting attempts on unspotted units, a spotted unit in
their line of sight remains spotted.

Rule 11; Combat Results

All results of all types of fire are expressed as either suppres-
sion, hit. aelimination, or no effsct.

A. Suppression: A unit which is suppressed has not suffered
sufficient losses to permanently affect its performance In game
tarms but has temporarily been rendered tass affective, aither
due to losses or fright,

1. Effacts of Suppression: A suppressed unit may not spot
enamy units nor may it observe for indirect fire. Units suffer ad-
ditional effects from suppression which vary depending on their
defense class,

AFV class units may not be mounted or dismounted by other
units, have their convantional fire values halved at ranges of
0 and 1 hex, and subtract one from their base hit number on
all anti-armor firss at all ranges.

Suppressed personnel class units immediately go to ground,
and thus have a cover marker placed on tham. 1n additlon, thay
may not fire, nor may they move toward a spotted engmy unit.

Suppressed weapons class unit may not fire or move.

Suppressad non-armored vehicle units may not move. Any
personng! class units in the vehicle automatically dismount and
are suppressed. Any weapons class unit in it is also suppressed
and may not dismount,

2. Racovary From Suppression: A unit remains suppressed
until rallied (62e rule 17}. The one exception to this is that if an
unsupprassed personnel or weapons class unit mounts a sup-
pressed non-armored vehicla, the vehicle unit automatically
recovars fram supprassion.

B. Hit: A unit that suffers a A/t result loses one step of
strength. All units begin the game with either one step or two
steps of strength. A unit with two steps of strength which suf-
fors a hit has a hit marker placaed under the counter and is from
then on treated as a unit with one step of strength. A unit which
has ane step of strength and which suffers a hit is removed from
play. Note that a unit which starts the game with two steps of
strength and which suffers two hits, gither at the same time
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or at different timas, is removed from play.

A unit which suffers a hit is also suppressed.

C. Elimination: A unit which suffers an efimination result is
removed from play, regardless of how many staps of strength
it has.

D. No Effect: A no effect rasult has no effect on the strength
of a unit, but does require the unit’'s company to check morale,
as explained in rule 17.

Ruie 12: Direct Firs

Thera are two types of direct fire; anti-armor fire (directed only
at armored vehicles} and conventional firs {directed at all units,
including armored vehicles). Direct fire takes place during the
fire phase and may take place during the movement phases (see
rules 15 and 16). Direct fire during the fire phase is simui-
taneous: all units may fire before fire against them in that phase
takes effect.

Each fire attack may be diracted at any spotted enemy unit;
all shots may, but need not be, directad at the same ensmy unit.
The targets of all firas from all units must be declared before
any fires are resolved.

A. Which Units May Fire: Any unit which has direct fire
weapons may conduct direct fire. These units are listed on the
tire data charts, along with the characteristics of those weapons.
The characteristics listed are ammunition type, rate of fire, ef-
fectivaness at range, and ammunition supply. The ammunition
supply value is used only if ruls 22 is used.

B. Limitations: Several considerations limit tha ability of units
to fira.

1. Range: The fire data charts give the effectiveness of
various types of ammunition for a unit at various ranges. The
presence of a dash (—) indicates that the unit may not fire that
ammunition type at that range with any effect. Generally, the
greater the range, the less effective the fire. No unit may con-
duct direct fire at ranges greater than those Hstad on the chart.

2. Line of Sight: The target of the fire attack must be in
the line of sight of the firing unit. Line of sight is determined
in tha same manner as for spotting, except that dismounted
personnal-class units in town and urban strip hexes may, at the
awning player’s option, fire from one elevation higher than the
elevation of tha hex. (In other words, they are firing from roof-
tops and upper storias of ths tallest buildings in the hex.) If they
do so, thay may be spotted and fired upon at this higher
glevation.

3. Formation: Only units in combat formation may fire. (Ex-
caption: see rule 16.)

4. Movement; A unit may not fire in the fire phase of the
friendly player-turn if it moved in the first movemeant phase.
Movament, for this purposs, is defined as entering & new hex;
changing formation, mounting and dismounting, etc. are not
movement. Movement in the second mevement phase does not
affact fire.

5. Units: Although units do nat block line of sight for spot-
ting purposes, they sometimes do block line of sight for firing
purposas. A unit may naver fira through a hex contalning friendly
units, nor may it fire conventional fire through any hex contain-
ing enemy units. A unit may fire anti-armor fire through a hax
contalning enemy units provided the hex containg no enamy AFV
units.

- A unit may always fire over both friendly and enemy units
with direct fire if it is on a higher elevation and the line of sight
passes above, rather than through, the elevation of the hex be-

p e,



Assault

ing fired over.

€. Ammunition Types: There are a number of different am-
munition types listad on the fire data charts. Their specific of-
fects are detailed in the rules on anti-armor and conventional
fire. However, a briaf description of their actual function will
ald in a general understanding of later rules.

1. Anti-Armor Rounds:

a. AP: Armor-plercing ammunition is an anti-armor round
designed to punch through armor by virtue of the kinetic energy
generated by extremely high velocities. The main armor-piercing
round for both sides is the hyper-velocity, armor-piercing, fin-
stabilized, discarding sabot (HVAPFSDS) round.

b. APDU: Armor-pisrcing, depleted uranium ammunition
is similar to AP but has a special penatrator coreg made from
uraniurm, which in addition to its other propertias is very dense,
giving high penetration. The type of uranium used in these
rounds is not dangerously radioactive.

¢. HEAT: High explosive anti-tank ammunition relies on
the explosion of a shaped charge warhead to blow through
armaor.

d. Msl: Guided anti-tank missilas are extremely accurate
anti-armor weapons with HEAT warheads. Missiles are differan-
tiated from other HEAT rounds since there are special rules
relating to missila fire. These are found in rulas 10, 13, and 15.

a. SCAP: Small caliber armor-piercing rounds are fired by
heavy machine guns and small cannons. SCAP rounds are dif-
ferentiated from other AP rounds due to their iower chance of
a kill on an armored vehicle once thay achisve a penstration.

2, Convantional Rounds:

a. HE: High explosive rounds are effective against all
targets. Other conventional rounds are not very effective against
armored targets.

b. SCHE: Small calibar high explosive rounds tack a large
enough explosive charge to damage armored targets, but are
otherwise similar to HE rounds. -

c. SA: Small arms fire consists of automatic weapons
(machine guns and assault riflas) and grenade launchers.

d. APERS: The anti-personnel round fired by U.S. tanks
consists of a round which is packed with thousands of flachet-
tes. The gunner selects a range (up to 1500 meters) at which
the round will detonate. Whan it detonates, the flechettes are
released as a cloud of lethat projectiles still travelling at high
velacities along the ballistic path of the round with devastating
effect on non-armored targets.

a. IS: Incendiary smoka rounds are filled with white
phosphorus which not only creates a good dea! of smoke but
also burns at extremaely high temperatures. An exploding white
phosphorus round thus is an extremaely deadly weapon against
non-armored targets.

3. Multi-purpose Rounds: If the fire data chart gives a single
ammunition supply for two different rounds, the two are actually
a single type of round capable of being used for both anti-armor
and conventional fire. For example, the HEAT and HE rounds
of the U.S5. M1 tank are the same round; if fired at an armored
vehicle it acts as a8 HEAT round, and if fired at any other unit
it acts as an HE round,

D. Rate of Fire: Each step of a unit may fire as many times
per phase as its rate of fire as listed on the fire data chart. Also,
each step of a unit has its full rate of fire for both opportunity
fire and for close assault, even when both activities occur in
the same movemeant phase. A personnel-class unit may always
fire every ammunition type available at its listed rate of fire. Any
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other type of unit with more than one type of ammunition
available may fire one or several types in a phass, but the total
number of fires may not exceed the lowast ROF number of the
ammunition types being fired.

For example, a U.S. M1 unit could fire twice {per stap) with
AP ammunition or twice with SA ammunition or once with each.
A Soviet BMP-B unit could fire three times with SCAP ammuni-
tion or once with Msl ammunition. A U.S. infantry unit could
fire once with HEAT ammunition, once with Msl ammunition,
and twice with SA ammunition,

E. Strength of Firing Unit: All fire data is listed per step. Since
full-strength units have two steps, each fire from such a unit
anablas the unit to maka two attacks. Thaese two attacks must
use the same ammunition but may be directed at different
targets.

For example, a fuli-strength Sovist S-122 platoon fires once
with AP ammunition and once with HE ammunition. Since the
platoon has two steps, it actually makes two attacks with HE
and two with AP.

Rule 13: Anti-Armor Fire

Anti-armor fire is directed at armored vehicls units. Ammuni-
tion types which may be used for anti-armeor fire are those which,
on the fire data chart, have two numbers separated by a colon
in aach column of the effectiveness at range section of the chart.
These include AP, APDU, HEAT, SCAP, and Ms| ammunition.

A. Hit Procedure: The first number in the effectiveness at
range section of the direct fire deta chart is the base chance
of achieving a hit on a target unit at a given range. Roli the
decimal die; if the number rofled is equal to or less than tha base
chance to hit, the fire attack resuits in & hit. Several factors
modify the base hit number.

1. Multiple Targets tn Hex: Divide the number of anamy AFV
steps in the hex by two, rounding fractional results down, sub-
tract one, and add the total to the base hit number. This step
is performed before using the modifiars in 2-4 below. For ex-
ample, & unit has a base hit number of four and there are six
steps of enemy AFV units in the target hex. Add (6/2-1=) 2
to the base hit number, giving a new hit number of 6.

2. Cover: If a unit is under cover and is being fired at across
one of the two covered hexsides, divide the base hit number
by two, rounding fractions down.

3, M-901 Units: If a U.S, M-901 unit is under cover and
is being fired at across one of the two covered hexsides, divide
the base hit number by thrae, rounding fractions down.

4. Misslle Flre: if a unit is firing Msl ammunition at units
in a woods hex, divide the base hit number by two, rounding
fractions down. If the target is also under cover {see 2 and 3
abovae), divide by both modifiers before rounding off.

After the final hit number is determined, roll the die. A roll
equal to or less than the hit number means that the target unit
suffers one hit. A roll equal to or less than the hit number minus
two means that the target unit suffers two hits. For example,
a firing unit's final madified hit number is seven. If a seven or
six is rolled, the target unit suffers ona hit; if a five or less is
rolled the target unit suffers two hits.

A target unit which suffers ane or more hits will lose steps,
provided the hits penetrate.

B. Penetration: Once a hit has been achieved, determine
whather or not the ammunition used is capabie of penetrating
the vehicle’s armor. To do so, compare the penstration of the
ammunition to tha armor of the target. If the penetration is aqual
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to or greater than the armor, the hit may penetrate. If it is less
than the armor, the hit does not penetrate, and instaad causes
the target unit to be suppresssd.

1. Peneatration Value: Locate the correct column of the ef-
fectiveness at range saction of the fire data chart. The second
number {i.e. the number following the base hit number) is the
penetration value of the ammunition at that range. For exam-
ple, a Soviet T-80 firing AP ammunition has a penetration vaius
of 15 at a range of eight haxes.

2. Armor Value: Each AFV unit has two armor values; the
first value is for frontat shots and the second Is for flank shots.
If the line of sight crosses the hexside (march formation) or hex-
sldes {combat formation) the unit is facing, the frontal armor
is used. If the line of sight crosses any other hexside the flank
value is usad. If the line of sight exactly crosses the vertex be-
tween a front hexside and a flank hexside, the front value is
used. If the firing unit is in the same hex as the target unit the
flank value is always used.

3. Hit Confirmatfon: A hit from AP or APDU ammunition
which is capable of penatrating the target’s armor automatically
causes a loss of one step. Hits from other ammunition must be
confirmed. Roll tha die once. If the number rolled is equal to or
less than the difference betwean the penetration value of the
ammunition and the armor value of the target, the hit causss
a one-step loss. If not, the target is suppressed but otherwise
unharmed. _

!n most cases, an addition to the difference between ar-
mor and penetration is made (thus making it easier to confirm
tha hit). If the target unit is protected by chobham armor, no
addition is made. If the target unit is protectad by laminats ar-

_mor, two is added to the difference. In all other cases four is
added to the difference; see the hit confirmation table. All
vehicles protectad by chobham or laminate armor are listed on
the armor types table.

For example, a U.S. infantry unit firing HEAT ammunition
achieves a hit on the front of a T-B0 unit. The T-30 has a fron-
tal armor value of 16 while the infantry’s HEAT ammunition has
& penatration of 17, or a difference of two. Since the T-80 has
laminate frortal armor, two is addad to the differance, for a final
difference of four. The U.S. playar must roll a four or less on
the die to inflict a step loss on the T-80.

Ruds 14: Conventonsl Fire

Conventional fire may be directed at any unit. However, con-
ventional fire from rounds other than HE rounds cannot Inflict
losses on armored vehicles; any rasult other than no effect mers-
ly suppresses the AFV unit. Conventional fire is resolved by the
foltowing procedura.

A. Determine Target Defense Value: Each target has a defense
value against conventional fire which is determined by the target
defense class, the terrain it is occupying, and whether or not
it is in covar.

1. Basic Defenss Value: Consult the conventional fire
defense table and crass-index the target defense class with the
terrain of the hex it occupies. At the intersection there are two
numbers separeted by a slash. The first numbar is the defense
the second number is the value if the unit is under cover.

Z. Armorad Vehicles: If the target is an armored vehicla,
add its front or flank armor value to the defense value; if the
target is being fired upon from both front and flank, use the front
armor value.
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3. Staps: Subtract 1 from the defense valuse for each step
in the hex in excess of two. Howevar, a unit may never have
its defense value reduced below half the value listed on the
chart.

For example, a U.S. infantry platoon is in a woods hex under
cover. Also in the hex are two other platoons, one of which has
already suffered a one step loss. The U.5. infantry unitis a P
{personnel) class unit, and thus would normally have a defense
value of fifteen, Since there are a total of five strength points
in the hex, however, thras is subtractad from the defense value
giving a modified value of twelve.

B. Detarmine Fire Value: Add the fire values of all conven-
tional fires being directed at the target unit from all enemy units
firing at it that phase. Thus if two enemy units, each with an
ROF of 2 and tweo steps each, were firing at the unit, a total
of 8 shots would be added together. If both firing units had a
value of 4, the total fire value would be 32. If an armored vehi-
cle Is attacked by a combination of HE and other types of rounds,
resolve the HE fire separately.

C. Resolve the Attack: Compere the firs value to the defense
value and convert it to one of the simple odds ratics found on
the conventional fire results table. If rounding is necessary,
round in favor of the target unit. Thus, a fire value of 32 versus
a defense value of 7 would be a 4:1 attack. Roll the die and
consuit the conventional fira results table. The intersection of
the odds column and the row corresponding to the die roll lists
the resuit of the attack. implement the result as explained in
rule 11.

Rule 15: Opportunity Fire

Opportunity fire takes place during the movement phase. Only
units of the non-phasing player which are under cover may con-
duct opportunity fire, and anly at units which are moving. For
purposes of opportunity fire, the following actions are also con-
sidered movement: changing formation, mounting and dis-
mounting (for the transported unit), deploying and undeploying.

A. Limitations: Since units are moved individually or in stacks,
the non-phasing player must choose whether or not he will con-
duct opportunity fire each time the phasing player moves a unit
ot stack. There is no limit to the number of opportunity fires
a player may make in a8 movement phase, provided ne unit ex-
ceads its normal rate of fire for & phase. Fire is conducted based
upon the facing of the target unit as it enters the target hex.

1. Range: All weapons may conduct opportunity fire at any
enemy unit within four hexes. Units firing Msl ammunition mey
not conduct opportunity fire beyond four haxes. At ranges of
five to eight hexes, units may conduct opportunity fire against
enemy units only as they enter the second or any subsequent,
consecutive hex under observation by the firing unit. That is,
& unit cannot be fired on in the hax in which it is first vigible
to the firing unit. At ranges of nine to twelve hexes, units may
conduct opportunity fire only in the third or any subsequent,
consecutive hex under observation. No unit may conduct op-
portunity fire beyond & range of twelve hexes.

An enemy unit which begins the movement phase visible
to the firing unit may be fired at in any hex of its movement
{including the hex it begins in) up tc a range of twelve hexas.

2. Fires per Hex: Any single step may fire against any single
stack in any single hex once (with a ROF of 1). For example,
if a stack moves three hexes within the line of sight and range
of a unit, the unit may fire a total of three timas, onca per hex
{assuming it has a sufficient ROF).
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A unit eligible to conduct opportunity fire may do so against
enemy units entering or leaving the hex the unit occupies.
B. Resolution: Opportunity fire is resolved as anti-armor or con-
vantional fire as approptiate and rasulting morale checks are
resolved Immediately. Aftar thay are resolved, movement
procesds.

Rule 16: Close Assault

Close assault takes place during the movement phase and I8
resolved after all movement is completed. A close assault takes
place whaen, at the end of movement, there are units of both
players in the same hex.

if a close assault takes place, all units in the hex fire
simultanaously. Close assault flre is resolved using the normal
rules for anti-armor and conventional fire. Unlike fire conducted
in a fire phase, units in march formation may fira in a close
assauit.

It is possible that after all fires are resolved, both players may
still have units remaining in the hex. No spacial actions are re-
quired by these units. If at the end of the next mavement phase
thare are still units of both sidas in the hex, another close assauit
is resolved. No unit may fire during a fire phase if there are snemy
units in the hex it occupies.

Rula 17: Morale
Units under fire meay suffer from reduced combat sffec-

- tiveness, especially when casualties are suffered. Units whose

morale detsriorates can become shaken or broken.
A. Morale Checks: Linits check morale by company. Each

- phase in which any unit of a company is fired at, the company

must check morale. Ragardiess of how many times the com-~

pany is fired at, it is never reguired to check morale more than
once per phase. Morale checks during the movermnent phase oc-
cur the first time a unit of the company is fired upon. Morale
chacks in the fire phase occur at the end of the phase. To check
meorale, roll the die once. If the result is equal to or less than
the current morale level of the company, the company passes
the check; otherwise it fails the check.

Linits which have been cross-attached to another company
are treated as part of that company for morele purposes.

1. Morals Levels: A company’s initial morale level depends
on its initial number of steps. f the company initially has 4 or
fawar staps, its morale is 8; if it has b through 8 steps, its morzle
is 10; if it has & or more steps, its marale is 12. The initial number
of steps Is counted before any cross-attachment occurs. A com-
pany's marale level is reduced by 1 for every step loss suffered
{including steps of croas-attached units}.

Each company's initial morale and any changes to its morale
during tha game ara written down on tha motala section of the
comimand/morale record.

_ 2. Falled Morale Chackas: If 8 company fails a morale check
it is shaken. A shaken company which fails a morate check is
broken,

a. Shaken: Units of a shaken company may not move any
closer to the closest spotted enamy unit,

: b. Broken: Units of & broken company are in no forma-
tion; they move as if in march formation but all shots against
them are considered to be flank shots. Units of a broken com-
pany may not fire, spot, or observe for indiract fire. They must
move away from the closest spotted enemy unit to the extent
of their movement ability. The idantity of the closest spotted
eanemy unit may change during movement; that ig, the closest
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enemy unit Is that unit which is closest during each hex of the
broken unit's movement. If two units are equally close, the
broken unit must move away from both of them.

if unable to move farther away from one enemy unit
without approaching within the same distence of another enermy
unit, the broken unit may not move.

Any unit which becomes broken in a hex also occupied
by an enemy unit is removed from play (surrenders).

Any unit which leaves the board while broken is removed
from play.

B. Rally: A player may attempt to rally broken and sheken com-
panies at the start of a friendly movemant phase. The attempt
is made by a HQ or TOC to which the company is subordinate.
Rallying a company costs 1 operations point if any part of the
company is visible to the HQ or TOC unit expending the opera-
tions point, and 2 points if it is not visible. TOCs may rally com-
panies only while committed to command, not while planning
or executing.

To attemnpt to rally a company, roli one die. If the result is equal
to or less than the company’s current morale level, the com-
pany rallies. Broken companies which rally become shaken.
Shaken companies which rally becoms normal. Broken com-
panies which becama shaken immediataly assume combat for-
mation, with any facing desired by the player.

Players may also attampt to rally suppressed units at the start
of each friandly movement phasa. The procedure for rallying sup-
prassed units is identical to that for rallying shaken and tiroken
units except that it doss not require the expenditure of opera-
tions poims. _

The player attempts to rally broken and shaken companies
before attempting to rally suppressed units. if the company
rallies, then all suppressed units of the company also rally and
are no longer suppressed. If the company doesn’t rally, then the
player may attempt to rally each suppressed unit of the com-
pany individually.

C. HQs and TOCs: A shakan HQ must expend one of its opera-
tions points {if it has any) in each friendly movement phase in
an attempt to rally itself {and any othar units in its company).
A shaken TOC allocated to command must do the same.

A broken HQ or TOC must attempt to rally itself in the same
manner 85 a shaken HQ or TOC. A broken HQ or TOC may not
expend opsrations points for any other purposa, and a brokan
TOC may not plan or execute,

Rule 18: Entrenchments

Certain scenartos will call for one side to have several en-
trenchments. These must be placed on the boerd with the in-
itial placement troops and, once placed, may not be moved. Each
entrenchment may hold up to two staps of personnel or
weapons class units.

A unit must be in combat formation and must spend its full
movement phass in an entrenchment hax to enter the entrench-
ment; no expenditure of operations points is required and enter-
ing the sntrenchment is not constdered movement for any pur-
pose (spotting, opportunity fire, etc.). A unit in an entrenchment
is noted by placing the unit under the entrenchment marker.
Dummy units may occupy entrenchments, A unit may not oc-
cupy an sntrenchmaent already occupied by an anemy unit. Units
may capture and occupy enemy entrenchments,

Units In entrenchments defend against indirect fire and con-
ventignal fire as listed on the conventional fire defense tables.
An antranched unit may not enter cover, but entrenched units
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are considered to be under cover for spotting and oppertunity
fire purposés.
Entrenchments may not be placed in marsh hexes.

Rule 19: Artillery and Indirect Fire

A. General Explanation: Indirect fire represents the firepower
of mortars and artillery, which deliver high trajectory plunging
fire. Indirect fira units are all units which are included on the
indirect fire data chart. Artillery forward observars call fire mis-
sions back to indirect fire units, which in turn fire on the re-
quested target. The process of requesting fire takes time, as
the following rules indicate.

B. Requesting Fire: Indirect fire is requested at tha beginning
of each friendly artillery phase. The playsr secretly writes down
his fire missions on his fire mission record. The left side of the
record lists the turns of the game in order. Fire missions are writ-
ten on the line of the turn in which they will arrive; record each
firing unit’s ID; for exampie, the 9th battalion would ba 8, B bat-
tery of the battalion would be B9, and the 1st platoon of the
battery woutd be 1B9.

1. Writing Fire Orders: Fire orders are written on the right
side of the fire mission racord. The turn of arrival and the unit
firing are repeated. In addition, the player must specify the target
hex number, the ammunition being fired, and whether the mis-
sion will use maximum ROF (see below}. Other portions of the
record are written down whan the mission is fired; see below,

2. Obaerving Fire: a hex must be under observation by a
unit capable of celling fire in order for a fire mission to be writ-
ten for the hex. All U.S. units are capable of calling fire as are
all Soviat HQ and OP units. An indirect fire unit may also observe
for itself. For a hex to be under observation, an unblocked line
of sight must be traced from the observing unit to the target
hex. Proceduras for tracing line of sight are explained in rule 10.

3. Delay: Indirect fire is subject to a delay of one or more
turns, This varies depending on which unit is observing for the

fire and, in the case of the Soviets, which unit is firing the mis-

sion. The indirect fire delay time chart lists the number of turns
of delay for various observing units. In addition, when spotting
with other HQ or OP, the Sovist player suffars an additional delay
of one turn per command level separating cbserving unit from
the headquarters to which both it and the firing

Company unit are subordinate. Command levels for the

Battalion Soviets are shown at left.

Regiment All OPs are company-level units.

Division For exampta, if an OP raquests fire from a dif-
Army ferent company of the sarne bettalion, there is one

Front additional turn of delay. if an OP requests fire from
a company of another battalion in the same regi-
ment, thera are two additional turns of delay. If a battalion HQ
requests fire from divisional artillery, there are two additional
turns of delay.

After the proper delay time is calculated, the unit firing the
mission is written down on the fire mission record next to the
turn number in which tha mission will arrive, not the turn it was
requested.

4. Canceling Miaslons: A fire mission may be canceled at
tha beginning of any friendly artillery phase. Another order may
be written for the unit at that tima, but it is subject to delay
starting in that artillery phase; it may not be simply substituted
for the canceled fire ordar.

€. Indirect Fire Procedure; After all fire missions are record-
ad, fire missions due to arrive in the current turn are resolved.
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All artillery firing at a hax is added together and attacks all units
(enemy and friendly} in the hex.

1. Fire Misslon Markers: When a fire mission arrives on the
board, take & numbered fira mission marker and place it in the
target hax. This marker will remain in place until the next ar-
tillery phase. Write the number of the matker in the proper space
on the fire mission racord.

2. Fire Value: The indirect fire data chart lists the fire value
for sach indirect fire unit in the game. The value listed is per
step. Each full-strength counter has two steps and each half-
strength counter has one. Since the fire value is per stap, multip-
Iy it by two for full-strength units. Write the total fira value (after
modification by D1 and D2 below) on the fire mission record.

3. Target Defense Value: The indirect fire defense chart lists
the defense values of various units in various terrain.

4. Resolutlon: The fire values of ail artillery units firing at
a hex are addead together. This is then compared to the defense
value of the top unit in the stack and sxpressed as a simple odds
ratio as found on the conventional fire combat results table. If
rounding is necessary, always round in favor of the target unit.
Aftar locating the correct column of the combat results table,
roll a die and implement the result.

Repeat this procedure for each unit in the target hex. Note
that the fire strength will be the same each time, but the defense
value may change. '

5. Results: Results are explained in rule 11.

D. Speclal Cases:

. Max ROF: Each indirect fire weapon may fire at its max-
imum rate of fire for one tum per scenario. In that turn the fire
value is modified by the max ROF multiplier on the indirect fire
chart. The flring unit suffers no adverse effect from firing at its
max ROF.

For example, the Soviet D-30 howitzer has a value of 4
whaen firing HE ammunition. Once during the game it may fire
at max ROF. Since its max ROF multiplier is 6, its total value
for that turn would be 24.

2. ICM: With some weapons, the U.S. player has a choice
of firing either HE (High Explosive) or {CM {improved Conven-
tional Munitions). ICM may not be fired at town, urban strip,
woods, full take, or swamp hexes. Whan firing ICM the fire value
is modifiad by the ICM multiplier on the indiract fire chart. If the
max ROF option is taken with ICM, multiply tha fire value both
by the max ROF modifier and by the ICM modifier.

3. Smoke: An indirect fire unit may fire smoke instead of
HE or ICM. Smoka missions are plotted using the same pro-
cedure as any other fire mission, except that units capable of
laying more than one smoke screen may plot as many target
hexes as smoke screens. The indirect fira chart indicates what
type of smoke may be fired (chemical or incendiary} and how
rmany smoke screens may ba fired per step per turn. Incendiary
screens last one turn; chemical screens 1ast two turns. Screens
are ramovad at the start of the artillery phasa. The effects of
smoke are detalled in rule 20.

For example, a U.S. M-126 mortar is plotted to fire an in-
cendiary smoke mission. Since it may fire four incendiary smoke
scraens per turn, the U.S. playsr writes down up to four target
hexes.

If there are units in the target hex the turn the smoke arrives,
they may be subject to an attack. Chemical smoke missions do
not attack units in the target hex but incendiary smoke missions
do. Resolve the attack as if it were an HE fire mission but with
& value of 10 per incendiary smoke screen tergetted on the hex.
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For example, a U.S. M-106 mortar can fire up to three incen-
diary smoke screens per turn per step, or a total of six per turn
if a two-step unit. If all six were fired at a single hex, each unit

-in the hex would be attacked with a fire value of 60.

4. Pass-Through Firs: Indirect fire is assumed to be taking
place over the course of the turn. Thus, the fire mission marker
is left in place until the next friendly artillery phasge and any unit
moving into the hex during a movement phase is attacked by
the fire mission as well. Units mounting or dismounting from
transport units and units deploying or undeploying also suffer
pass-through fire.

Al units suffering pasa-through fire are fired at as if in clear
terrain. However, the total artillery fire value is halved, round-
ing fractions down, before the fire is resolved.

E. Desployment: In order to conduct indirect fire, or to be given
a fira mission, units must be deployed. Aftar all indiract fire in
the friendly artillery phase has been resolved, the player may
have any indirect fire units deploy. This is done by placing a
deployed marker under the unit. A unit must be in combat for-
mation when it deploys. When off-board artillery deploys, this
fact, plus its distance off-beard, should be noted under the cur-
rent turn number on the fire mission record.

Indirgct fire units which are deployed may not move. They
may not enter cover, entrench, mount or dismount, or change
formation or facing. (Howevar, a unit which is alreaady under
cover or entrenched may deploy, in which casa it also remains
under cover or entrenchaed.) A daployed unit may fire in tha diract
fire phase of a player-turn only if it was not performing a fire
mission in the praceding artillery phase {if no fire mission marker
is on the board for it).

Indirect fire units may leave deployment during a friendly
movement phase, paying their entire movement allowance to
do so. Self-propelled artillery units may do so in either friendly
movemant phass; towed units may do so only In the second
movement phase. Units may not leave deployment during a turn
in which they conducted a fire mission.

Deploying and undeploying count as movement for purposes
of spotting, opportunity fire, pass-through fire, and operations
point expenditurs,

F. Range: Indirect fire is limited by the range of the firing unit.
The indirect fire data chart lists the range of the various firing
units in haxes. Artillery may not fire beyond its maximum rangs.

G. Off-Board Artillory: In some scenarios, players receive off-
board artitlery. The scenario description states what units are
received, how far off-board it starts, and whether it is daployed.
No counters are received for off-board artillery; it exists only
on the fire mission record.

Off-board artiliery performs all its activity, including move-
ment, during the friendly artillery phase. During the artillery
phase, off-board artillary may do one of four things: deploy,
undaploy, parform a fira mission or wait for an assigned mis-
sion {if deployed), or move [if undeployed). Fire missions are
recorded as for other artillery. Deploying and undeploying are
recorded in the left side of the fire mission record: instead of
a fira mission, write £ or /. Movemaent is aiso recorded on the
fire mission record; instead of a fire mission, write A/ foliowed
by the number of hexas off-board the unit will be after its move-
ment. Each unit starts at a particular distance off-board. Each
turn’s movement may change this distance by up to 5 hexes;
howavaer, off-board artillery must aiways remain gt least 5 hexes
off-board.

The range from off-board artillery to a target is equal to the
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artitlary’s distance off-board plus the distance from the target
to any hex on the owning player’s board-adge (east or west}.

Rule 20; Smoke

Smoke may be delivered by those indirect fire weapons so
noted on the indirect fire data charts. There are two typas of
smoke: incendiary smoke and chamical smoke.

A. Placement on the Board: Smoke misgions are plotted us-
ing the same procedure as any other fire mission, except that
units capable of laying more than one smoke screen may plot
as many target hexes as smoke screens. In the artillery phase
in which the asmoke mission arrives, place one smoke marksr
an the map for each smoke screen.

1. Wind Direction: At the start of each scenario, roll the die
and consult the wind direction diagram in the U.S. player's
scenario folder. This is the direction of the wind for the entire
scenario.

2. Wind Velocity: At the start of aach scenario, roll the die
and consult the wind velocity table. The result will either be light,
mogderata, or strong.

3. Orlentation: Each smoke marker is placed in a hex but
actually blocks two hexsides. The marker is faced toward a hax
vertex, indicating that the two hexsides adjacent to that vertex
are blocked. Smoke markers may only be faced in such a way
that the line of blocked hexes is parallel to the wind diraction.

L
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Correct Correct

4, Duration: On tha turn of arrival of incendiary $moke, place
an incendiary smoke marker on the target hax. At the start of
the next friendly artillery phase, remove the marker.

On the turn of arrival of chemical smoke, place a8 chemical
smoke 1 marker in the hex. If in a light wind condition, flip the
marker to its chemical smoke 2 side at the start of the next
friendly artillery phase and remove it at the start of the follow-
ing friendly artillery phase. If in a moderate wind condition, flip
the marker to its chemical smoke 2 side and add one additional
chemical smoke 1 marker one hex downwind at the start of the
next friendly artillery phase. At the start of the following frisndly
artillery phase remove the chemical smoke 2 marker and flip the
downwind marker to its 2 side. In the naxt friendly artillery
phase, remove the remaining marker.

if the wind velocity is strong, neither type of smoke round -
creates a smoke screen; no smoke markers are placed (but IS
rounds may still attack units in the hex). '

B. Effects:

1. Incendiary Smoke: Incendiary smoke biocks line of sight
for spotting and fire purposes for all units. Incendiary smoke is
considered to ba two elevation levels tall. The line of sight must
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cross one of tha two blocked hexsides to he blockad.

Incendiary smoke may aise cause casualties if units are in
the target hex the turn of its arrival. See rule 19.

2. Chemical Smoke: Chemical smoke has the sams effect
as incendiary smoke excapt that units equipped with thermal
sights ignore the sffects of chemical smoke. All U.5. M-1s,
M-2s, M-3s, and M-901s are equipped with tharmal sights. In
addition, U.5. Dragon gunners have thermal sights, and thus
U.S. Infantry may spot units through chemical emoke and fire
Msi ammunition through it; they may not observe artillery fire
through smoke or fire other ammunition through smoke. See
the thermal sight units table.

C. Direct Fire Smoke: A faw direct fire units are listed as hav-
ing IS {incendiary smoke) ammunition. This may be used in con-
ventional fire, as detailed in rule 14. In addition, whenever IS
ammunition is used to attack a target in direct fire, an incen-
diary smoke screen is placed in the target hex, regardless of the
resuit of the fire attack {but not if the wind velocity is strong).
The incendiary smoke screen lasts for one complete game turn
starting in the artillery phase after it appears. Thus, a smoke
screen which appears in the U.8. fire phase of turn 4 would be
removad at the start of the Soviet artillery phase of turn 6.

Rule 21: Cannon-Launched Guided Projectiies (Optional)

Cannon-launched guided projectiles (CLGPs) are currently in
the final stage of development and may be fielded within the
time frame of this gamae. If players wish, they may include the
use of CLGPs in any scenario.

A, Firing CLGPs: Only U.S. 155mm howitzers may fire CLGPs.
CLGP fire is racorded as a normal fire mission with a specified
target hex,

B. Diracting Fire: CLGPs impact during the artillery phase and
count as a normal HE attack on the target hex unless thay are
directed by a designator unit. They may be directed to any hex
within four haxes of the target hex provided the designator unit
has an unobstructed line of sight to the designated hex and its
range to the designated hex is no more than 24 hexes. The CLGP
attack is then resclved against any one AFV unit in the hex as
an anti-armor fire with a base hit numbar of B. Hits automatically
penetrate and do not need to be confirmed. If the CLGP attack
is directed against an AFV unit, there is no HE attack.

C. Designator Units: One counter in aach U.8. eompany may
be noted (on the ammunition record) as containing the com-
pany's laser target designator. The laser designator ls not
capable of penetrating smoke, and thus the smoke always
blocks the line of sight for purposes of directing fire, even if the
designator unit has thermal sights. Any casualty in the
designator unit sliminates its ability to direct CLGP fire.

Ruls 22:, Ammunition Supply {Optional)

Given the time scale of Assault, it is possible for most units
in the game to burn through their basic load of ammunition. This
is particularly true of most units squipped with missiles.
However, the mechanics involved in keeping track of each game
* shot are such that this rule is not recommendad for players un-
1il they are thoroughly familiar with the game meachanics. At that
point, playars may kaep track of ammunition in those weapons
which have 3 or fewer shots available. Finally, axperienced
- players may wish to keep track of ail ammunition axpenditures.

A. Ammo Supply: The direct and indirect fire data charts list
the ammunition available to units in terms of game fires that
may be made. Each time that a unit fires, regardless of the

Game Deslgners’ Workshop

number of steps it has, it uses ona unit of ammo.

indirect fire units consume one unit of ammo per turn that
thay fire unless they fire at max ROF or they conduct direct fire.
If they fire at max ROF, thay consums units of ammunition equal
to their max ROF multipiier. If they conduct direct fira, thay con-
sume one unit of ammunition per fire.

H the ammo supply column of the fire data chart lists one com-
bined value for two different rounds (for example, HEAT and
HE for the U.S. M1}, thege are actually the same round, which
combines anti-armor and conventional fire effects. Use of either
round reduces the combined ammo supply.

B. Ammo Use: Both players should have an ammo record with
a seaparate line for each type of ammunition carried by each unit.
The quantity of a round remaining to the unit should be changed
each time it fires.

Once & unit has exhausted its basic load of ammo, that am-
mo type may not again be fired by that unit.

Units may not rasupply during the course of the gama.

Rule 23: Scenarios

Assault contains three scenarios. Players should decide by
mutual consent which scenaric is played. Beginning players
should start with the Probe scenario, as it has fewer units in
play and is thus more manageable.

Once a scenario is chosen both players randomly determine
which force levels they will be using; since each player has six
possible force levels, each scenario actually consists of 6 x 6
or 38 scenarios, for a total of 108 in the game.

After determining scenario and force levels, the players con-
sult thair scenario folders for the details of the scenario: forces,
spacial rutes, victory conditions, and so on.

A. Force Levels: Each side has six counters numbered from
1 to B. These should be shuffled face down and each player
draws one of his own counters. The other counters are placed
aside. The counter drawn determines the forces available to the
player for the scenario, as shown in the player’s scenario folder.
The force level counter should be saved and shown to the othar
pleyer at tha end of the scenario.

B. Scenarlo Informatian: Each player’s scenario folder provides
alt information necessary to play each scanario. The informa-
tion is divided into three parts: 1) genaral scenarlo infarmation,
which applias to all force levels of the scenario, 2) sections for
each of the force levels in the scenario, containing infarmation
which applies to a single force levsl, and 3) the scenario chart,
which dsetails the units appearing in each force level and their
arrival times. _

1. General Scenatio Information:

a. Description: The player’s situation and goais are briafly
outlinad.

b. Maps and Wind Direction: The U.S. scanario folder
shows the maps used, their orientation in relation to each other,
and the compass directions of the assermbled map. Saviet units
always enter from the east, and L.S, units enter from the west.
Note that the orientation of the map number in tha diagram cor-
rasponds to the orientation of printed town names on the ac-
tual map.

The U.S. scenario folder also shows a wind direction com-
pass for determining wind diraction in the scenario.

c. Victory: This saction lists those objectives for which
the player receives victory points. This is generally expressed
in terms of towns captured, enamy units eliminated, and friendly
units exited off the map.



Expanded Sequence of Play

Artillery Phase
Record fire missions.
Adjust smoke markers from previous tums.
Resolve indirect fire.
Deploy artillery units.

Soviet Player Turn

First Movement Phase
Declare TOC action for turn.
Allocate operations points.
Attempt to rally broken or shaken units.
Attempt to rally suppressed units.
Change formation.
Move units, resolve all pass-through fire and opportunity fire, and check morale.
Mark fatigued units {those which climbed a steep slope this phase).
Remove fatigue markers {unless unit climbed steep slope this phase).
Attempt to spot.
Resolve close assaults.
Fire Phase
Declare all missile fire.
Attempt to spot units firing missiles.
Resolve all remaining fires.
Resolve all fires.
Check morale. .
Attempt to spot firing units.
Second Movement Phase
Allocate operations points.
Attempt to rally broken or shaken units.
Attempt to rally suppressed units.
Change formation.
Move units, resolve all pass-through fire and opportunity fire, and check morale.
Mark fatigued units.
Attempt to spot.
Resolve close assaults.
Reduce accumulated operations points by 2 for all eliminated TOC units.

U.S. Player Turn
The U.S. player turn is identical to the Soviet player turn in sequence.



