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Advanced Assault

(Tactical Combat in Europein the 1990s)

Rule 1: Sequence of Play (expanded for airstrikes and logistics)

Eadh turn in Assult represents fiveminutes ofreal time. A great deal can happen in five minutes orthe
battlefield, and the quence of play refl ects this. All activity in a tun is divided into pheses. All activity in a
phasemustbe competed before a new phasebegins. See Appendix A. Someruleswere moved tothe

appendices.

Rule 2: Unit Organization

General Explanation: Each countr in thegame beas unitidentificaion (ID) in theupper left corner.
For most uits this conskts of Platoon D, Company 1D, Battalion/Regiment ID, and Brigade/Division ID.
Exceptionsaregiven in D below. Western unis are referred to asNATO and theastern bloc units ar&nown
colledivdy asWarsawPact (WP).

Unit IDs have a number of uses, the mostommon ofwhich isin determining subordiration for
command and control purposes. For example, every unitin a kettalion is sibordinate tothe kettalion
headquerters. Seeaule 4. All unit organizationsare shown on thenit organization charts.

Note: For purpases of theserules, petoonsand dionsareidentical except that aplatoon fas
two sepsand asection hes onestep.For brevity, theterm  fatpd ownill de used to mean fiplatoon
or £dio nfor theremainderof this rule.

. Formatsfor IDs: In unit IDs, the platoonD is given first, followed bythe companyiD, followed by

the battdion ID then regiment/brigadelD. Platoonand kettalion IDs are numbe's and Compay IDs
are letters (the general exception is forsomeEnginer companes for exanple, thatare identified by
numker only). A NATO tankplatoonthat isidentified as 1C-2/64 is the 1 platoon Clarlie
Company 2" Battalion 64" Armor Rejiment.
B. Definitions: Severa organizational terms require game definitions.
1. Platoon: Each counteris aplatoon(or sction; seeA abowe) with certain exceptions.In

the caseof medhanized infantry, towed artillery, and simlar units, eat platoon consists
of two counteas; a tangporting vehicle and its cargo, both ofwhich have the sameID. For
example, theWP platoon1A4-265 consistsof an infantry unit and aBMP-2 unt. There
are also afew units whch are called platoons tkt function as companes. For example,
NATO mortar platoons in a rech infantry or armorbattalion have two full strength urits
(which theArmy cdls sctions); ths plktoon furctions inall respeds as a&compay.
. Company: A company consistsof al units withthe same company, battalion, regiment
/brigade ID. For example, theNATO company A-1/121is AlphaCompany, 15t Battalion
1215 Regiment.
. Batalion: A battalion consistsof al units with the same kattalion and regiment/brgade
ID.
Regiment/Brigade: A regiment or lrigade consist of al units with the sameregiment or
brigade ID fromthe same division.For example, HQ1 1 1Med isthe healquerters unit
for the P! Brigade of the 15! Medanized Infantry Division (US).
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5. Nomenclature: For reasons of tadition, military terminology employs anumberof
aternatesfor thetermsdefined above. In cavalry units (@nd someothas) companes are
cdled troopsand battalionsare called squadrons.In artillery units, companes are cdled
batteries. In these rules, icompanyd meansfi ampany, troop, orbatteryo; Abattalio n o
means fibattalion orsquadromo.

Somegame unitlDs differ from theirofficia vaues,for example, WP companes
are actualy numbeed, but they have been given letters for thegame.
C. Exceptions: A number of units differ from theidentificaion and aganization ssheme outined
abowe.

1. One-unit companies: Somecompanes are composed of asingle platoon.In these
cases the patoon ID has been eiminated.

2. Regiments/Brigades/Divisions: SomeWP unitsdo not belondo abattalion,and are
subordirated dredly to aregiment/brigadeor division. Theseunits will have not
have a battalion ID.

3. Headyuarters, Tactical Operations Centers, and Observation PostgFI STs:
NATO compay Hgsand WP OPsare platoons of aompany, with HQ and OP
respedively, in pace of theplatoonID. OPM4-181 MRR would bethe obgrvation
post Morer platoon4™ Battalion 1815 Motor Rifle Regiment. TheWP has no
separate company HQ in Assault.

NATO and WP battalion HQs, WP regmental HQs, NATO TOCs,and
WP TOCsare companes of abattalion/regiment/brigade/division with no patoon
ID and withtheHQ or TOC in place of thecompany ID. For example TOC 1-64
is the NATO tactical operationscenterfor theU.S. 15! Battalion 64" Armor
regiment. HQ 19'"-15 GTD is theheadquarters of theWarsaw Pact Soviet 14"
Regiment of the15"™ Guards Tank Division.

SomeHQs, TOCs, and OPs consist of two urts; apersonrel class urit and
avehicle. The persomel class urit is theadual HQ, TOC or OP; thevehicle unit
is the primary means oftransporation assgned it and isconsicered a separate
platoon ofthe sme company.

RULE 3: COMMAND CONTROL

A. General Explanation: Proper command control on the fattlefield isessential tosurvival and
sweeess.In Assault command control probemsare simulated thraugh theuseof operations points.
Ead player recaves @erationspoints from avariety of saurces in ead friendy movanent phas.
Thesearethen sent to enable unitsto cary outfunctions.

B. Sources of operations points: Operations poiis are received from four sources: headquarters,
tacticd operationscenters, from off-board, and by default.

1. HQs: At the stat of thegame, each player generates thecommand rating of each of his HQ
units. Roll the dieonce per HQ unit andconsultthe command rating table. Adjust theroll for
national and unittype modifiers. Record thecommand rating on thecommand record for the
spedfic HQ.



Advanced Assault

Thecommand rating of the headquarters unitis the numébr of operationspoints that HQ
unit may useead friendly movenent phase.

2. TOCs:At the stat of thegame each player must gesrate the command and planningrations
of eadh of his tecticd operationscenter (TOC) units. Roll the dieonce per TOC unt, apply
the appragoriate modfiers and consultthe command rating tade. Theresulting two numtlers
are the command (first numbe) and plannng (second numbe) ratings and are recrded on
thecommand record.

Thedetailedfunction of TOC untis isexplained in rule6. Conmand ratingrolls ae
performed in thesight of the otherplayer. However, seaecy is maintainedregarding the
identities ofunits keing rolled for. Each scenario states the numbr of HQsand TOCs to
roll for, often morethan adualy appear in thegame. The player rolls forthese, writes
them dowrand rumbes them in or@r beginning with 1. Tren, out ofsite of theother
player, transfers these ratings tothe command record. Finally, the phayer gives the
original sheet to his oppoent.

3. Off-Board: some senarios speify that df board operations points ee available. Thesemay
beused exadly as any other operations points, andepresent additonal diredion from higher
headquarters.

In a campaign scenario, operations pointsfom paent headquarters may be used for
subordirate units.Theseoperations ponts ae spent for commands to uriis thatare notin
view of theheadquarters. TOCscan orly suppy operations points andonduct planningafter
they are on board and s&tionary.

4. Default: If no operations points e available from any other souce, aplayer may always
expend two ogrations points pefriendy movement phas.

C. Subordination: acommand unitmay expend operations pointgo affect only units which are
subordirate toit. All units in aNATO company are subordirate to thecompany HQ. al units ina
battalion are subordirate to the battalion HQand (for NATO) battalion TOC. All unitsin aWP
regiment (all units withtheregimental ID and all units assgned toit) are subordinateto the
regimental HQand TOC. All units ae subordirate to off-board operations points andefault
operations pointsFor example, all NATO units with company/battalionIDS of 3 are subordirate to
the 3" Battaion HQ.

D. Uses of Operations Points: Units never need gperations pointgo fire, nor do they need them to
move in narch formation (e rule 6). However, operations points ee required when changing
formation,movingin combatformation, replacing HQ casualties, crossattaching units, and rallying
sheken orbroken unis.

Eadh command qoeration (except aoss ataching) requires expenditureof 1 pointif the affected
unitis visible to theexpendingHQ or TOC or 2points if it is notvisible. Theunitis visible if an
unblocled lineof sght exists betveen the two uits; see rule 9. Crossattaching aways requires 2
points unkss done diing setup when it is free.

Often mae than me HQ and TOC will be able touseoperations pintsto affect a particular unit.

If the operation desired requires 2 ogrations points, 1 &y be expended by ead of two HQ or TOC
units. For example, supposéhe pbtoon B2 is rot visibleto any HQ or TOC unit. 2 pints ae



Advanced Assault
required for it to move. Theplayer could expend onefrom HQB-2 and onefrom HQ-2. Of course,

either unit couldexpend both of theequired pintsif it has them tcexpend.

1. Changeformation: 1 point (if visible) or 2 points if not visible are required for all units
in a hex to changefrom march to comlat formation orvice versa.

2. Movein combat formation: 1 pointif visible or2 poirts if not visible allow all units in
ahex to movein comtat formation. Visbility is determined at the beginning of the
movenent phas.

To count as aingle operation, all units must begin in the sme hex, mustmove

together as astack, and mustall face the sme diredion while moving (serule6). If a

player wishes to be& up a stack by mowvingit in different dredions or diferent

distances, the oprations pint cost must beajol sef@rately for reach unitor stack of units
mowvingtogetrer.

3. ReplaceHQ casialties: 1 pointfi visible or2 pantsif not visible allowsan eliminated
HQ to bereplacel. Visibility is detrmined for the hex in which thereplaced HQ will
appea (see below). An HQ is replaced using points from urits to which it is subordinate;
battalion or hgher unitsmay be replaced from their TOCs. TOCsnay never bereplaced.
A replaced HQ may not expend ogerations pointsn the plaseit is replaced.

An HQ is replaced by removing persomel and orvehicles from a gedfic unit.

TheHQ appeas in thesame tex as that unit.

a. NATO Company /WP Battalion HQs: NATO company and WP battalion
HQs are replaced from otherunits inthe same company or battalion. If the HQ is a \ehicle
unit, itd seplaced from aunit containingthe sme vehicle. If the HQ is a personre unit, it is
replaced from apersonrel unit; the HQs transport unitneed not bereplaced. Thereplacing
unit takes aonestep losgand iseliminated ifit is already at half strength) and theHQ is
placed inthat hex. For example, if the HQ of aU.S. tankcompay is eliminated, it is
replaced by placing the HQ sedion back on theboard in the amehex as any otherfull-
strength platoon of he company and reducing the platoon to halktrength with ahit marker.
No destroyed AFV marker is placed sirce al thatis occurring is that the platoonlealer is
takingover command of the company and beaomes the ddacto com@any commander.
Alternatively, ahalf-strength unt could beremovedfrom play and the HQ unit placed inits
formerhex.

If thereis noway to replace an HQ (all eligible units have been eliminated), any
survivingsubordirate countermay be designated the rew HQ at thesame costin operations
points as would berequired to replace the HQ. The counterremainseliminated.

b. Regiment/Brigade/Division/Cor ps/Army HQs: Theseunits ae replaced from
the subadinateTOC. If theHQ unitis a grsomel unit, theHQ unitis placel on the berd in
the sme hex as the TOC. If theHQ is avehicle unit, it is replaced by a Repl HQ counte.
(Optiondly, each majorunitis provided with areplacement HQ). No lossis sufered by the
TOC.

Ift h e uQCihds Bean elifinated, theHQ may not bereplaced, but aay NATO or
WP subordirate HQ may bedesignaed as the new higher headquarters HQ. This unt will
still function initslower command responilities but will also Bve command control ofall

6
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the unitsthat theHQ it is replacing had (i.e. thereplacing HQis notitself replaced. For

example, aU.S.tank company HQ beammes thenew battalion HQbecause its parent TOC

and HQhave been eliminated. It till functionsas thecompany HQ in addition to being the

HQ for theremaining battalion). No operationsare expended for this, but theHQ may not

expend any points durng the moement plasein which it beaomesthe new HQ.

4. (ossattaching units: Crossattachment meely means thet a unit has &en assgned to
thecommand ofa headquarters to whch it is not nornally subordirate. For example, the
U.S. Army quite often will cross-attadh a mechanized company to atank kettalion or
vice-versa. A unitwhich has keen crossattadhed is no lomger subordinate to its parent
HQ, butis instead assgned to a rew HQ.

Both dayers may crossattach unis. A plyer may cross-attach before the
scenario begins and/oduring the scenario. If a unit is aoss-attached prior to the stat of
game play, theeis no penalty or cost. Cross-attachment duing the game may be done
only at the start of afriendly movenent phae and requires theexpenditure of 2
operations pointsdy a command unitto which theunit was subordhatedat the keginning
of thephase. The costis paid for each company or groupor units from a single company
crossattached to a single otherunit (company or battalion).

Both dayers may cross-attach up totwo platoons to ach company (with any
three sectionscouning as oneplatoon)and may cross-attach up totwo complete
companes (acompete compay is all surviving units of asingle company) to each
battalion. Notethatead battalion orregimental HQ or TOC isacompany, to which
platoons or edions may be attached.

Reaord cross-attacdhmentsin thecross-attadiment sestion ofthe command/morale
record. (Cross-attachments can also beawrded on the Task Fare record).

5. Rally: Conmand unis spend operations pointdo rally shaken and broken units. See
Rule 16.

D. Spedal Cases:

1. BExceptions: Ren unis, HQunits, OP uits, FIST units,and TOC unis do not
require operations pointdo move orchange formation. Theseunits are marked with
astaisks. In addition, urits stacked with HQ orTOC units at thdeginning of the
movenent phas, regardless of theirsubordiration, may change formationand move
without requiring operations points, provied they remain sadked with the HQ unit
throughoutthe phase. (Thisis the ohy way in which an HQwith acommand rating
of 0 can exercise command).

Although an OP urit does notallow unitsité s ckedtwih to move incombat
formation orchange formation wthout usingoperations pointsjt doesalow any
vehicle transporthg it to do so.

a. Belgian Mechanized Platoons: Belgian mechanized platoonsare equipped
with 2 AIFV and 2AIFV-B-C25 ehiclesand are representedby two sparate
vehicle and dismouted countes. If the vehicle countas remain sacked
together they may beadivatedas asingle unit; the sameapplies tothe
dismountedcountes. The countes may be activated sparately butin doing

7
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soead courter will incur theappragoriate costin OperationsPoints as
required.

2. WarsawPact Battle Drill: While WP units do rot haveas extensiveacommand
control arangementas compaably-sized NATO units, theirreliance onwell-
rehearsed bettle drills and formation movenent dlow large units tomoveat a
relatively low costin command orstdf effort. Instead of addressng a move or
formation clangeorder to ahex, theWP player may do sofor an entire platoon,
compay, or batalion. Such an order still requires 1 operations pointif the
platoon/compny/battalion, orany counter of it is visible to the TOC orHQ issung
the adersand 2 operations pointsf not. All courters of the
platoon/compny/battalion, withthe exception ofindirect fire units and teir
transports, must assuntlee @meformation, assume and maintain theane facing,
and expend the sme rumberof movement poirns, movingin effed in formation.If
this isnot posdle for al countes of theplatoontompany/battalion,then WP battle
drill movement nay notbeused. AnHQ or TOC may issue a battle drill order
without expendingoperations poirts if it begins the phasestacked with oneor mae
countes intheunit receiving the ader and remans faded with that cowunter for the
entire phase.

Rule 4: Headquarters Units

Thehealquarters unitrepresentsthe commanding officer and asmallcommandgroup.

At the stat of each friendly movenent phase the player must deermine how many operations poirs
ead HQ unitis expending and onwhich subordnate unit or units thy will bespent on.For example, the
NATO player has acompany HQ which has acommand rating of 3. At thestat of themovenent phasehe
might decide that one @erations pointis being expended to clangethe third platoonfrom mearch to combat
formation, a eand pointis expended to allow the ame pbtoonto move incombatformation, and the third
point expended to allowanotherplatoonaready in combat formationto move. When an operations pointis
expended, this fad should be rarked on thecommandrecord for that turn and phese.

As indicaed pgevioudy, an HQunit need not expend operations pointgo enable unitsto change
formation or movef they are stacked with the HQ unit andremain sadked with it throughoutthe movenent
phase.

HQ units may moveand/orfire in thesame turn in which tley expend operations points. HQ unitsiay
expend operations points while suppssedand/or sheken, butnot whie broken (SeeRule 1§.

SomeWP units havewo HQs, cesignated aHQ and bHQ. Thesecond isadually the deputy
commander; bHQ is subordinate toaHQ, but dherwisefunctionsas another HQ for the battalion. However,
bHQ cannotrally aHQ, nor may it spend gerations pointsto replace aHQ. bHQ is thefirst choce as a unit
from which toreplace aHQ, but bHQ nay never be replaced.

Assidgant Corps Commaders (ACC) units furction as an additional TOC for NATO Corps.

a M4C2V- TheU. S. Army began introduwcing this tradked armored vehicle automated adicd
command post inthelate 1990s.It provides thecommander with avehicle cgpable of keeping
pace with the Abramg/Bradley taskforce The vehicle also allows theHeadquarters to issue

8
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orders dgitally and linking the commander to theArmy Tadical Command and ControlSystem
Healquarters unitsequipped with the M4C2V may expend 2extra OperationsPoints eah
movenent phas.

b. Soviet Tank Regimental HQ- Soviet Tank Regimental HQunits are equipped with
communication equipment that can only be used while theunit is stationay. Soviet Tank
Regimental Hgs nay deploy in any movenent phaseby not moving and placing aHQ Deploy

marker .on the unitBeginningin the next movement plasethe Sovet Tank
Regimental HQmay expend 1extra OperationsPoint. Any movenent phasein which theSoviet
Tank Regimental HQmoves it can no longeispend theextra operations point ufil it deploys

again.

Rule 5: Tactical Operations Centers (TOCs)

A. Function: Thetacticd operationscenter is the brain of theunit. While commandingofficers can
dired individual units, the TOC provides panning, coordiration, and command suppx to the unit
commander that multiplies his é&fectiveness.

At the stat of each first movernent phasef aplayerd surn,ttheplayer must deside which ofthe
following actionsead of his TOC unis isperforming: command, @n, orexeate pbn, and must
write thefact on his command record for that turn. TOCs must be deployed to paform these
functions. A TOC may deploy off map butmay only accumuate at arate of half its Operations
Points rating while so eployed.

1.

2.

Command: A TOC unit functions the ameas an HQ unit, expendingoperations points
equal to its command rating.

Plan: A TOC which pans may not expend operations pointsthat moverent phag. Insted,
operations points eaal to its command rating are acaumuated for later use.

Acaumuated @erationspoints are recorded onthe player6 sommand record. The
planningrating of the TOC unitis the maximum numberof operations ponts that the TOC
may acamuate.

Exeaute Plan: A TOC unit which exeautes nay expend as many of its accumuated
operations points aseabired, up tothetotal number accumuated.

B. Limitations:

1.
2.

3.

4.

Suppresson: A suppessedTOC may not dan butmay commandand execute.

Movement: A TOC nmay notmove in a moveent phasen which it dans(and if allocated
to planningthat turn it nay not command orexecute either).

Firing: A TOC may notfirein thefriendly fire phaseif it planned in the previous movenent
phase.

Lossesif aTOC is elminated it may be replacel at divisional or higher level HQ at acost
of 4 operations points. TOCs log than divisionlevel may beformed at a cost of 3
operations points. Aeplacad TOC is daced inthesame hex as theHQ that is creating it;
therefore, thecreating HQ must beon the nap. However, the unit HQ may usethe

acamuated qoerationspoints of theTOC. Each turn followingthe elimination ofthe TOC,
9
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theacaimulakd operations pointdotal are reduced by two in addiion to any points usedyy
theHQ. This reduction tales place at theend ofthe phasing pbhyerd s rn.fThelossof one
step fas noeffed onthe TOC.

5. Loss ofCommand: A TOC may not dan orexecute ifthe marent HQ is not in fay. If the
parent HQ iseliminated, it mustbereplaced by the TOC before the TOC can plan orexeaute.
TheTOC may command in the absence of the HQ unit.

C. M4C2Vv-TheU. S. A'my began introducing this tracked armored vehicle automated adicd
command post inthelate 1990s.1t provides thecommander with avehicle cgpable of keeping pace
with the Abramg/Bradley taskforce. Thevehicle also allows theTOC tocontinueplanningeven
while thevehicleis in maion. TOC umts equipjed with the M4C2V may command, planand
exeauteeven while movng and may doall threein the sme plase.

Rule 6: Movement

A. General Explanation: Units moveduringthe moverent phags of aturn. Ead player may move his
own units in ach mowement plaseof his phyer turn. Each unitmay be moved as many hexes as desired, up to
the limits of its moverant allowance (Exception See WP Battle Drill). While aplayer is movng a unit, it may
besubed to oppatunity fire (see Rule 14)or pass-through fire (See Rule 18). If so, this freis resolved pior to
the unit iting the hex through which thefireis drected.

B. Procedure: Units maybemoved indvidually or in staks. Each individua unit or stak of units
mustcompete its moverant béore anotherunit or sad begins moving.

Each unitor siad of unitsis movedby tracing its path of mowvement thragh hexes, expending
movenent pdnts foreach hex as itis enered . A U nanttalfowancensthe maximum number of
movenent pantsit may expend per friendly movement plase. The movement pointcost perhex is determined
by theformation ofthe moving unit, the moblity class ofthe movingunit and the érrain type of the hex being
entered.

A unit may always moveonehex, even if it has insufficient movement pontsto do so éxcept mohility
class Sand L; see below), provided itis not ino prohibited errain or acrossa prohibited hexside.

A unit may enter ahex occupiedby enemy units, but mmedetely ends itsmove upon so doig. A unit
which begins its movement plasein the same hex as an enemy unit may leave or perform or perform any other
adivity within the fex except fire out of he hex.

C. Formations: Each unit mustbein one oftwo formationsat all times: march or combat.(Exception:
units whoseamorale has been broken arein no famation.(See Rule 16).Units may changeformation at the
beginning of afriendy movement plase. Thereis no limit to the number of units which may change formation
a the stat of afriendy movenent phag, provided theappragpriate operations pointcostis paid. In general,
units must be in mach formationto useroads formovenent (at theroad terrain paint cost)and donot require
operations pointdo move.However, unitsin mach formationmay not fire except during acloseassault. (e
Rule 15.

A unit may change formation and move in the@ane mowement plase. A unit which changes from march
formationto combatformation and ten moves mushave operations ponts expended separately for the
formation clangeand themovenent (thatis if theunit requires theexpenditure of operations pointg,e. recon
units and HQs; See Rule3. E.)

Changing formation counts as movemnt for purposes of spottingand opportunity fire.

Units inmarch formationare differentiated by their diredions offadng (See F below).

D. Mobility Class: There are five mohility classes: T (traded), W (cross-county wheded), R (road-
bound wheded), L (leg), and S(static). T, W, and R unis (eferred to as ehicle units) aso havea movement
allowance which they expend tomove as explained above. Sclass unis maynot moveon theirown butmay be
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transpored by otherunits (e Rule 7). L class units (hereafter referred to as legunits) do not lave or expend
movenent pants.instead, eat leg unit may move onehex in a friendy movement plase. Leg units which
move in the fistand scond fiendy movenent phase of thesame plyer turn are fatigued, and may not move
in thefirst friendy movement plaseof thenext turn. Movementfor thispurposes ddinedas entering a new
hex; other actions grformed inthe movenent phag, sich as entering cover or changing formationdoes not
count. To nark fatigued units, plhce afatigued maker on them. Helicopters have a number (the
mareuverability rating) in place of amokility class. Units with a mobilty classof 5~ and WS are covered in
Rule 7Transport. Units with &lassof WS are whed mobile.

1. Ski Troops - Ski troops have a movenent allowance of 2 in any scenario that acurs
between Octoberand March. Theseunits have a movementallowance of 2 in eady movement phas. Ski troops
are affected by terrain asif they are alLeg infantry unit and sufer fatigue normally. In scenarios that @cur
April-Septemler, ski troops lave a movenent allowance as if they were normal Leg units.

2. Pack animals . TheseP-class unts havea movementallowance of 2in eadh
movenent phag. They aretreatedas L classfor terrain costs. Theseunits may only transport LOGPACS.

E. Terrain: Terrain affects vehcle unitsand leg unis differently. Vehicle units pay avariable
movenent pant cost toentercertain terrain types. Leg units must make adie roll of agiven numler or lessto
entercertain terrain types. Theterrain effeds dharts details movement pointcost forvehicle units and the die
roll necessary for aleg unit to enter ahex. Certain hexsidesalso havea moverent pant cost or digoll
assocatedwith crossing them.For vehicles, ths costis added to the costto enterthe hex; for leg units, the most
difficult die roll of thetwo required (if both thehex to beentered and thehexsideto becrossd require dierolls)
is used. Terrain has noeffect on helicopér movement.

1. Amphibious Units: Some \ehicle units have the letter A in addiion totheir mobility class,
indicaingthat trey are amphibious. Amphiliousunits can crosscertain hexsidesand entercertain terrain types
prohibited to dher units, as noted in thertain effeds clart.

2. Steep Slopes: A steg slope is dBnedas ahex containingtwo contour lires of diferent
elevations. Theerrain effects chart lists the effect of climbing a steep slope, which isin addition to theregular
costto enterthe tex. Climbing a steep slgpeis defined as entering the hex from a tex of lower elevation.
Vehicle units pay a costto climb a see slopeif a movenent pointcostis listed.If the notion Pappears, the
unitis prohibtedfrom entering the hex at all. Leg units have the noétion Ffor stegp slope, which means thet a
leg unit becomesfatigued. Leg units may only climb gee sloges inthefirst friendy movement phaseof aturn.
Units which are not prohbited from engring a steep slopehex pay no special cost forentering it unless tiey
climbit. Alpine(EE] and Ranger =<3 units may trea steep slopesas nornal slopeand do not haveny
movenent restrictions éxcept ather terrain in the hex).

3. Cliffs: Hexes in which thee are morethan 2 changes in ebvation are consideed cliff hexes.
Only Spedal Forces, Alpine, Gebirgs, Mourtain, Ranger and Airborne units may enter and exit cliff hexes.

4. Alpine Hexesides: Only Spedal Forces, Alpine, Gebirgs, Mountain, Ranger, and Padk
Animal unis may crossan Alpine Hexside. Theunit mustend movenent for the tun after crossng and may not
moveagain urtil the rext turn. Alpine Hexsides block line o$ight. Aircraft may moveand conduct opeations
normelly, including helicoptertransport,embarking and debarking passengers.

5. Restricted Road: Restricted Roadsre narrow road networks that due to the aureof the
terrain, force vehicular units tostay on the roadway. Vehicles traveling on a Restricted Rcad may only enter and
exit hexsides thragh which theroad passes and may not leave theroadway. Leg unis may movenormelly.
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F. Facing: Units aways mustbefaced in aspedfic diredion. A unitis faced in the same dredion as the top of
the counterif spotied orthediredion ofthearrow on the fadk of thecountr if unspottedon back printed
original ediion Assaulteries countess). Units in march formation always face a hexside,while units in comiat
formation fce avertex as illustrated kelow.

Direction of Travel Direction of Travel
Spotted unit in Un-spotted unit  ,_gpotted unit Spotted unit
march formation in march in combat in combat

formation formation formation

A unit must always faeein the dredion itis moving. A unitin mach formation movesaaoss the
hexside it is fidng, while aunitin comkat formaion may moveaaosseither hexside it is fidng. A unit may
change faang without moverrent cost inmediately before entering each hex of its move. When it is finished
movingit retainsthefadng of thelast hexmoved, unéssit expendsan additional movenent pant, in which
caseit may change faang. A change of facing counts as moveent for purposes of spottiy, oppatunity fire,
and (if in comkat formation) operations point &penditure.

Fadng affeds thefire of enemy units on theunitin questionas explained inthedired firerules.

Notethatfadng is alsothe means ofdetermining theformation ofthe unit.

G. Cower: A unit in combat formationmay enter cover in any friendy movement plaseif it does not
move, dismount, orabloy in that pha®. Entering cover countsas movementfor purposeof operationspoint
expenditure. A unitin cover is designated by placing a cover marker on theunit with the point of themarker
faced toward thesame hex vertex the unit Bces.

Unit not in cover Unit in cover

In addition, any unit which is fired upon duing eitherfire phase(or whichis in the sme hex as such a
unit) and is in combt formation automatily enters cover at the end of the phase, with the unit and its cover
marker turned to face toward one of the vertices of one of thehexsidesaaosswhich thefire came.

Cowver affeds the chance of spottng a unit and thechance of causinglosses or suppesson in drect fire
combat(see Rule 11). Only units in cover may conduct opportuniy fire. (Exception is Air Defenseunits as
explained in Helicopterrules and GoseAir Supportrules).

If aunitin cover moves out of thehex, thecover marker is removedfrom the map. Aunit may change
facing while in cover (changing the facing of the cover marker also); this counts as moveent for purposes of
operations point &penditure.
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Rule 7: Transport

A. Which Units may be transported: All units with amobhility class ofL (leg) and S(static) may be
transpored. When using the_ogistics rulesheavy transports suclas the U.S. HET-T or Soviet KAZ
65225/Ud may transpat any vehicle class uni. Armored Recovery Vehicles (ARV) may transpat
any destroyed vehicle. Wheded Reovery Vehicles (WWRYV) may only transport destroyed W or R
mohility class urits

Units with a moHity class of3-are treaedas leg units fortransport puposes. Units with a
mohility class ofWS or PSare treded as datic units fortransport puposes.

Static units erried by helicopters are countedas having three timesas many stepsas they
adualy do.

Helicopterunits may aso carry vehicle units, trededas datic units. Light vehicles M-151,LR,
UAZ-469, maorcycles, See TransportReference Guide) are countedas having only as may steps
as they adually do. The followingunits are counted as having 6 times tleir adual numbelof steps:
Ural-375, GAZ-66,BTR (@l types), and BRDM-2 (all types). TheBMPs (@l types) are courted as
having 10 imesas many stepsas they adualy do. (See TransportReference Guidefor Compkte
Listing)

B. Which Units may transport: All transport unis have acircle, either open or filled in, oratriangle
on thecounte. Units with an open circle may only transport leg units. Units with &illed incircle
may transporteither leg or sétic units. Units withtrianglesmay transportleg, staticand nan-tank
vehicles (i.e. Humvees, BMDs, jeepsetc. SeeHelicopterrules). Each transport unitwith acircle may
transportas many stepsas its current grength level ; transport unis withtriangles may transport
moresteps then itsurrent grength level (see Appendix B: Unit Identificaion Chart)

Units with a kaf-filled in circle on thecountermay transport half as many steps ofeg mohle
units as theircurrent grength; a single half strength unitwith a relf filled incircle may nottransport
anything (but e F. below)

Units with afilled intriangle may transport &g mobile and sétic units, and may transport more
steps than #r current grength. Theexad number of steps aries with the unit type; a Mi-8 unit
may transport thee times its numér of steps, while aVli-26 unitmay transport 12 times its numér
of steps,as shown on thenit transportcgpacity table. Thesesteps may be leg, staticor vehicle units
(See A above). Thus ahalf-strength Mi-8 unit could transport 3 sdps of irfantry or one stepof static
units.

C. Procedure: Units being transpored are placed under thetransport unit, moveat therate of the
transport unt, may notbefired at, and do notount against stacking. The identity of atranspored
unitis not eveded totheenemy if the transporting unit is spotted.

In order for aleg mohle unit to mount or disnount a ransport,either the transport unitor theleg
unit mustspend theentire movenent phasen the mourting or dismouting hex. That is, alegunit
could moveto a hex containing atransport unitand mountor atransport uit could moveto a hex
containing deg mohle unit andalow it to mour. Once mourted no further movement isallowed in
that plase. Thetransportingunit may continueto move(if it has mowement pantsremaining) after
dismouningthe kg unit. Once dismounted, thalismouning unit may move no further that phas.
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In order for a static(or vehicle unit) to mount or disnount, bah the mourihgunit and the
transport unitmustspend theentire movenent phase in the same tex. Static indired fire units which
are deployed (SeeRule 18) may not mounttransport unts.

A unit which dismountsnay be placed in any formation andasssume any fadng without
expenditure of operationspoints. it may not erier cover or deploy in the same phase. Dismouning
countsas mowement(for the ranspored unt) for purposes of spottiry, opportunity fire, and pass-
through fire.

A helicoptermustbelanded for aunit to mount or disnount.For purposes of this rule, a
helicopteris not consi@red to befin the samehexo unless ithas lanad (see Part Cin Rule 25.

. Firefrom transporting units: Transportingunits may fire normally. Only infantry may fire while
being transpored by ground \ehicles. It may only do so with srall armsammurition (SA) from
unsuppessed ehicles, and its conventional fire value is halved.

Infantry may fire while being transpored in heliopters. As with vehtle transport;Infantry may
do so oy with small ams ammurtion (SA)from unsuppessed klicopter transportsand its
conventional fire value ishalved.

. Fireat transporting units: Transporting units are fired at normally. If afull-strength transportng
unit is reduced to a lalf-strength unt, themourted unitis also educed to helf-strength. (A half-
strength unt is ureffeded). If a full strength unt is destroyed, the mountedinit is reduced to a falf-
strength unt and is suppessed in the éx where the transport unitwas destroyed. If a helicopter
transporting a unt is destroyed and is notanded, the transpded unitis aso destroyed. If ahalf-
strength transport unitis destoyed, the mountednit is suppressed in the éx where the tansjort
unit was destroyed.

If afull-strength unt iscarying two half-strength units and is leduced to a half-strength unt,
oneof thehalf strength units (determinerandonly, i.e. phcein acup and draw suviving unit
blindy), is elminated. If thefull-strength unt is destroyed, the swiving half-strength untis
suppessed in the é where the ranspat unit was destroyed.

If ahelicopter is destroyed, the unit beingransported is astroyed.

. Combined Transport: Two half strength urits may comhineto transpat afull-strength unt. The
two transportingunits must lemain sadked together during the entire time they are transporting the
full-strength unit. If one of theransporthg units isdestroyed, the tansported unitis reduced to haf-
strength.

Two helicoptas may combineto carry asingle full strength unit. Morethan two relicoptas may
not combine t@ary aunit, normay two helicopters comhineto carry a single half strength unt.
Unlimited numler of transport helicopters mayombinetransport LOG Bases andLOGPACS.

Rule 8: Stacking

More than oneunit may occupy the @mehex. (Thisis cdled stacking). Thereis no imit to the numbr
of units which may normally occupy a hex. Only 4 seps may occupy a hex with anAlpine Hexside. However,
only alimited numler of units may useroad movement throgh ahex at a time, and only alimited numler of
units may fire from ahex.
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A. Road Movement: A maximum of 9x steps olunits may move bgether as a stack in march order
usingroad movement.(A full-strength unt has two steps, laalf step unithas onestepand a single
vehicle unit (i.e. AVLBs) has a %1 t&ep). No unit or stak of units may use road movenent to entera
hex arealy containing a unit which used road movementto enterthat kex in the same moement
phase; no unt or stak of units may useroad movenent to enterahex in which afriendy unit using
road movenent sufered alossfrom opporturtly firein that samemovenent pha®.

B. Firing: A maximum of &n seps nay fire from ahex. Unitsare divided into three groupsfor
stacking purposes; unts on theground, lelicopte's in comlat formation,and helicopte's inmarch
formation. Up to 10 steps et type may fire from a rex.

Rule9: Spotting

A unit may not befired at by direct fire unless itis spotted All game unitsare back-printed with their
national color and afacing arrow (only for originally GDW issued gamesets) or National Symbd. Units dart
eat <cenario flipped over so that opponents do not know tlaetual stength and loation of enemy forces.

Units remainflipped unil they are spottedat which time they are turned face up. They remain face up (spotted)
until theend ofamovement phasen which noenemy unit has an unbbcked line of sight to them.

A. When spotting takes pace A player may attempt to spotas many enemy units as hedesires at the
end ofeach movenent phase. A player may attempt to spotevery enemy unit which fires at theend
of each fire phase. Any player who wishes to ire Msl(Missile) ammunition (no spdting attempt is
madeagainst FGM-148Javdin, ERYX) from a pevioudy unspotted uni{See Rule 12)mustso
dedare at the beginning of thefire phasein which hewill do so.(As a plyer aid, Movement
Markers, Missile Fire Markers and Dired Fire markers are available in he Neutral Marker Section
for marking fring units). Theopposingplayer may attemptto spotthe missile-firing unit before the
fireis resolved.If successfully spotted, thenissle firing unit may befired upon thafire phase.

B. Lineof Sight (LOYS): A player may attemptto ot only enemy units which are in theunobstrated
LOS of ame of his ownunits. ALOS «ists if theenemy unit is within the maximum LOS dstarce
of thespotingunit, andif the LOSis not blocled. TheLOSis astraight line ketween thecenterof
the spottingunitd sex dmd thecenterof thetarget unitd sex. h

1. Maximum LOS distance Themaximum LOS dstarce depends on thesum of theheights of
the spottingand spottedinits, as shown on th& OStable.

2. Elevdion: elevation is shown on thenapby contour linesand colored areas between them.
There are 9 levels of terain elevation from Oto 8. Ead level change represents 25 metrs of
adual elevation change. Levels changeat contourlines and hex boundxries. Portions of ahex
which arein different cdored areas are on different levels. The &rrain key showsall possble
comhnations of colorand level within a hex (SeeAppendix C). Note that the same color
may represent eitherof two different levels. If alower-level coloris alsopresent, itis the
lower value; if a higher-level coloris present or if the hex is orly onecolor, it is the higher
value. (Although this maysoundconfusing, examination ofthe errain key should make
everything clear; See Appendix C). For example, if light brovn and medium brown areas are
both pesentin ahex, the light browvn pation isat level 2, while the medum brown pation is
at level 3.
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A unitisaways assuned to be orall levels present in the lex; that is, it may spotand be

spottedfrom any of thoselevels. In addition, nonvehicle, dismounted units in a towner or
urban strip may attemptto ot (but not bespotted)es if they were one level higher than he
hex that the town ourban strip ocupies.

A helicopterin comlat formation isconsicered to beat the same level asthehex, plus
oneif the hex containswoods, urlan strip ortown. A helicopterin march formation is
consicered to befour levels abovethe errain of the hex. A helicopterexeauting a popup isat
whatever level theplayer annources when the p@up is begun, up tolevel 14.

3. Blocking Terrain: A LOSis blacked if it passes throgh terrain higher than theLOSitself.
When boththe spotterand the #rget are on the smeelevation, this isan easy determination
to make. When they are on diferent elevations,the LOS gaph is ugd (See Appendix C).

Take outthe LOS graph and examineit. Theverticd axis representsrange measured in
hexes. Thehorizontalaxis represents heght measured in elkvation levels. To usdhegraph,
firstlocae theposiion ofthe spottingunit. Thespotting unitis always located on thezero
hex range of the range axis and thecorred elevation on the bight axis. Next, locate thepoint
on thegraph ofthetarget unit by cross-indexing therange to thetarget unit and the érget
unitd eglevation. Theintersedion ofthesetwo lines isthe erget unt 6 s on thegnaph. Lay
astraightedge on thegraphconreding the two wints. the si@ightedge is the LOS fromthe
spottngunit to thetarget unit. Finally, determinetherange and elevation of any blocking
terrain. Determineits point onthe graph as the ame manrer as if it were atarget unit. If its
location on the gaph isabovethe LOS,then theLOSto thetarget unit is blacked. If it is
exadly on orbelow the LOS,then theLOSis notblocked.

All terrain is evaluated on the fasisof thecolored areathrough which theLOS pases.
Town, utban stripand woods exes are consicered to be onelevation higherthan theterrain
level of the hex for pumoses of blaking LOS. (Note thet thisis trueeven if the LOS does
not pass thragh theadual town, uban grip, orwoodssymbd; unlike thecolored areas, the
terrain is consicered to fill the hex. Apply this onlyto elevation, aunit may attemptto spot a
target unit through an urban strip, town owoodshex as longas theLOS des notadualy
cross the ptenially blocking symbolwhen using astraightedge). Hexes with smoke €reens
in them (See Rule 19)are consicered to be twoelevations hgher than theterrain level of the
hex.

In addition, the LOSto or from aunitin awoodshex is blocked if theimmediatdy
adjacent hex aongthe LOS is also avoods lex. Adjacent urits may stll attemptto spot @d
otherregardless of errain.

Thehexesthe spating unit and target unit occupy never constiute ablock to the LOS.

The LOSto ahelicopterin awoods tex is notblocked if theimmedetely adjacent hex
alongthe LOSisaso awoods lex (unlessit would be blaked withoutthat spesial rule, of
course).

Alpine Hexsides block.OS unesstheunitis adpcent to the lexside.
C. Number of Spotting Attempts: Only onespoting attempt may be madeper enemy unit per phase,
conducted by thefriendy unit of the spoting playerd shoice. Usually, but not necessaily, this will
bethe unit wth thegreaest chance to spotthetarget unit. CITV equipped vehicles may conduct
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two otting attempts per enemy unit per phase. The vehicle commander and gunner search
areas o\erlap.
. Procedure: Five elements determinethe likelihood of asuccessful spdting attempt: range, target
type, terrain, target satusand spottestatus. Thseelements ae all covered in thespotingtables.

Therangefromthespoting unit to thetarget unit determines the tase die-roll required to spot
the trget. This islisted on thdaseroll table as the numbr or less wiich mustberolled on the die
in order to spot.

Theterrain thetarget unit is in modfies the laseroll. Theterrain modifiers tableliststhe trget
type (persomel, wegoon, or vehicle) and indcatesthe modifierapplied againstthe spottingiumbe.
Notethat withouta modfier somespotting attempts are impossble. Two modifiers appear in each
cdl of thetable. Thefirstmodfier is usd if thetarget is not in coer; theseoond is usd if itisin
cover. The notationAuto means that a unitis automaticdly spottedby any enemy unit at any range
provided the spothgunit hasan unobstrated LOS to thetarget.

Thetarget satustable lists additional modfiers based on theadion ofthetarget unit, making it
easierto spot uits which are moving, firing missles, orhave justfired. Themoving modfier is used
only during the mowement phags. Formation changes, mouniing and disnouning (for the
transpored unt), deploying and un-deploying are consicered movement for spoting purposes. The
firing modfier is ued duing thefire phase and, inthe caseof non-phasing unis condtcting
oppatunity fire, the movenent phas.

Finally, the spotterstatustablelistsmodfiers based on thetype of spoting unt. (There may bea
discreparcy here. From personalexperience sane AFVs and AFVsare equipped with ery good
themal imagingequipment. Most ofthe tine, thegunrer condwcted scanning usinghethemal
imaging.Thermal imaging sigrficantly increases the lkdihood thatan AFV or AFV will spot a
target unit. Most mogin AFVs and A-Vs areequipped wih thembutit was probalby not urtil the
introduction ofthe Soviet T-90 (and thePolish PT-91) that eastern bloc foces had a tlermal
imaging ystemcompaiable to NATOvehicles. Theinstallation ofthe CITV (Commandxr 6 s
Independent Thermal Viewer) in most NATO taks in thelate 1980s andearly 1990s wiil increase
thecapabiity of NATO unitsevan moke. 1té& possibeto canouflagea tankbut youcannot hide the
themal signatureit putsout. While spoting should not be automatfafter all somethings aregjust
plain missedijt should bea lot easier. Thermal sight modifiers have been added tothe spoting
table.

Modifiers are added or subtradedfrom the lasechance Thusa posiive modfier makes aunit
easierto spot, whiie a negative modifier makes it harder to spot.

All modifiers are cumuative with theexception that arecon armored vehicle unit does not sufier
an adverse modfier for being an armored vehicle but doegeceive thefavorable modifier for being a
recon unt. All units with asteisksotherthanHQsand TOCsare recon unis. (Again, anotler
possble disrepancy.) Observation postsaand FISTs were equippedwith moreadvanced opics,
lasers, and thermal imaging.

Both dayers are required to giveenough information abouttheir units whichare spotingor
being spotted to eterminewhich modfiers apply (but orly the minmum necessary amountof
information).
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Thedie is rolled owre for eat hex containingunits the payer is attempting to spot; however,
sincedifferent modifiers may apply, someunits inthe hex may be spottedwhile some ray not.

Theauto-spotrangetableand the naximum spoting ranges tableare play-aids aeated by
comhining informationfrom the baseroll table and the errain modifiers table. They provide nonew
informationin themslves, nerely saving the phyers thetrouble ofcompuing the \alues they
contain.

E. Auto-spots:if at any time during amovenent phaseeither player has an unobstricted LOSto an
enemy unit for which themodfied roll is 10 or meoe, that unitis autonaticaly and immeditely
spotted.The auto-spot ramge table gives thedistance at which this istruefor al unit types. The
spotterstatus andarget status modifers also applyon ths tabk, as modifers to therange. The
notationMax means thet the auto-spot ange is the same as the naximum LOS.

F. Maximum Auto-spot Range: The maximumspotting range table givesthe greatest dstarce at
which aspoting attempt on aparticular unit hasany chance of success (ttat is, theroll needed is
greder than 0). The spotterstatus andarget status modifiers also appy on ths tableas modifiers to
therange.

G. Dummies: Dummy counters are includedas listedin the scenarios and are used to coriusethe
opposingplayer as to aplayerés exad strength and dispostion. Dummiesmove usingvhatever
mohility category and movenent allowance is desired by the player. Dummy counters may not spot;
they are spottedas any typethe avning player desires.

In order to maintain theillusion, the wning player may place any marker he wishes on adummy
(for example, acover or hit marker).

A dummy counter, once spotted is@novedfromthe bard. A player may return adummy
counterto play at the start of any sulsequent friendly movenent phase by placing it inverted in the
same tex as any unspottedriendy unit. Only dummy counters for U.S. oBoviet unis were
provided in the original gam

H. Transports: When aspotted unimounts aransport, theransport isautomatically and immedetely
spotted When aunit dismourts from a spotted #nsport, itis autonaticaly and immeditely spoted.

I.  Un-spotting: If, a theend of any movenent orfire phasea previoudy spotted units not withn the
LOS ofany enemy unit, it is flipped owr to its unsptied sideagain. Some unitsmay becme
incapable ofspoting dueto suppesson (SeeRule 10) or marale (see Rule 16). Although these units
may not make spoting attempts on spotted unitsspotted uniin theirLOS emains sptied.

J. Ground Surveillance Radar: Units equippedwith GSR have the cgpability to spot uits when
visual spdtingtechniques are inadequate. Units equippedwith GSRareidentified on theUnit Data
Cards.The GSRauto-spot clert is onthe Spotting Tables listed in theCharts & Tablessedion. GSR
may be jammedby ECM and nay bedetededby Aircraft.

Rule 10: Combat Results
All results of all types of fire are expressedas either suppression, ity elimingion or noeffed.

A. Suppresson: A unit which issuppessed s notsuffered suficientlossego pamarently affect its
performance in game termsbut has émpotarily been rendered lesseffective, either dueto losses or
fright.
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1. Effeds of Suppresson: A suppessed unimay not spot eemy units normay it observe for
indirect fire. Units sufer additional effects from suppresson which vary depending on their
defenseclass.

AFV class unts may not be mourted ordismountedby other units, haveheir
conventional fire valueshalved at ranges of Oand 1 hex, and subtact onefrom theirbasehit
numberon all anti-armor fires at all ranges.

Suppressed prsomel class urits immediatel y go to ground, and thus lave a cover marker
placed on themln addition, they may not fire, normay the mo/e toward a spottedenemy
unit.

Suppressedweaponsclass unitmay not fire or move.

Suppressed norarmored vehicle units may not move. Any persomel classunits inthe
vehicle automaticaly dismountand are suppessed. Any wegponsclass unitin it isalso
suppessedand may not dismount.

2. Reovery from Suppresson: aunit remains suppssed untirallied (See Rule 1§. Theone
exception tothisis thatif an unsuppessedpersannel or wegoonsclass unitmourts a
suppessed norarmored vehicle, the \ehicle unit automaticdly recovers from suppesson.

. Hit: A unit sufers ahit resultloses onestep ofstrength. All units begin the game with eitherone

step ortwo seps of stength orwith somespecial vehicles, i.e.FIST and AV LBs, asingle vehicle. A

unit with two steps obtrength which sufers ahit has ahit marker placeal under thecounter and is

fromthen on teded as aunit with one step o$trength. A unitwhich has onestep ofstrength or is a

single vehicle and which suffers a hit is removedfrom phly. Place the appropriate destroyed vehicle

marker in its place Notethat aunit which strts the gmewith two seps ofstrength and which
suffers two hitseither at the same time or at different times, isremovedfrom play. Place two
appragoriate destroyed vehicle markers in its plaae for afull strength vehcle uni. A unit which
sufersahit is also suppmssed.

. Elimination: A unit which siifersan eliminaionresultis removedfrom day, regardless of how

many steps ithas. Place theappragpriate destroyed vehicle marker in its place if the destroyed unitis

avehicle.

No Effed: A noeffed result has noeffed onthe strength of a unit but daes requiretheu ni t 6 s

company to check morale, as explained in Rule 16.

. Smoke Grenade Dischargers: All military vehiclesare equippedwith smokegrenade dischargers.

All vehicles have 1 shotof chemicd smoke. If a vehicle unit suffers asugoresson orhit, achemical

smokemarker is placed in the lex with thevehicle and the rounaf smokeis marked off of the

unitd ammunition record as fired. SomeAFVs have the cgpability to make smokewith their

engines. This is coered in opiona rulein Rule 20.

. Three Element Units: Some rations utlize wegyonsystemsn three element setsin Assault, most

units are either 1, 2, or 4 wegponsystems constsg of asingle unit step, 1 step d2 sep countes. In

order to smulate3 system geps thefollowing rules are applied.

1. 3 \hicular (Armored and Vehicle) Platoons: Warsaw Pact Tank Battalionsthat are

organic to Motorized Rifle Regiments hae platoons consistng of 4 tankseach. All other
Warsaw Patt tank platmnsare made of 3tanks @r platoon. Standard 4 tank platoonsare
tregded namally. SomeNATO countries utiize 3 vehicle platoons; [@nmark for
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example. 3 vehicle platoonswill beidentified by a black silhouettewith white unit type.
For example a3 tankDanish Centurion Mk V platoon woul@dppea as:

CEN
MEW

2. Artillery: Someartillery units will consistsof 3 tubes orgunsas mnimum szed swb-
units. Mutltiply Eire Values onthe Indirect Fire by 1 %2for 3weapon unts. Theseare
indicated on thdndirea Fire Charts and Unit Data Cards.

3. P-classand Non-artillery W-Class: Theseunits are treated thesame as Vehicular units
as described inrule

4. Hits: When a3 element unit suffers ahit, placea HIT -2 Marker on it.

Hit

-2

a. The-2 maker should bespplied to both fontaland flank armor
cdculations,all baseto hit chances and all basespotting chances (both to
be spottedand spoting attempts). Armor penetration valuesfor rounds
fired are not dfected.

b. Conwentional Fire values, Artillery Rates of Fire and HE valuesare
reduced by 2. All baseto hit chances and all basespoting chances (both
to be spottednd spoting attempts) are reduced by 2. Units attadking aP-
class,W-Class oV-classunit that tes a-2 hit marker subtad 2 fromthe
Conwentional Fire Combat Fesults dieroll. Artillery fire values are as
listedand not adjusd by 1 Y.

c. A unit with a-2 hit marker that suffers another hit is eiminated.

Rule 11: Dir ect Fire

There are three types of dired fire; anti-armor fire (directed ony at armored vehicles), conventional fire
(dirededat all unts, includingarmored vehicles)and ant-aircraft fire (directed at lelicopters andtlose air
supportattack aircraft). Dired fire takes place during the fire phase and may take place during the movenent
phases (SeeRules 14and 15). Direct fire during the fire phaseis simultaneous;all units may fire beforefire
againstthem inthat phasdakes effect.

Eadh fire attadk may bedirededat any spottedenemy unit; all shds may, but ned not be, direed
againstthe smeenemy unit. Thetargets ofal fires from all unts must be @dared before any fires are
resolved.

A. Which Units may Fire: Any unit which has direct fire weapons nay conduct direct fire. Theseunits

arelisted on thdire data charts, along with the characteristics of thoseveapons. Thecharacteristics
listedare ammunition type, rate of fire, effediveness atrange, and ammunition suppy. The
ammunition suppy valueis used ony if Rule 21 isused.

B. Limitations: Several consideations Iimit the ability of units to fire.

1. Range:Thefire data charts give theeffedivenessof varioustypes of ammunition for aunit
at variousranges. Thepresence of adash(-) indicates ttat the unit may notfire that
ammunition type at that rangewith any effect. Generdly, thegreaerthe rarnge, the less
effective thefire. No unitmay conduct direct fire at ranges greaer than thoselisted on the
chart.
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Line of Sight: Thetarget of thefire attadk must bein the LOS of thefiring unt. LOSis

determined in the @amemanrer as for spottng, except that dismounted grsonré class uiits
in town and uban striphexes may, at theowning playeré option, firefrom onelevel higher
than theelevation ofthehex. (In otherwords, they arefiring from rooftops and upger stories
of thetallest buildngs inthehex.) If they do so tley may be spottedand fired uponat this
higher elevation.

3. Formation: Only units in comlat formationmay fire. (Exception e Rule15and Rule27:
Helicopter Combg).

4. Movement: Sincemostmoden AFVs have very sophisicaed stabilzers builtin to thefire
control system. An MAA2 is wery, very good at hitting targets while movng and all NATO
units trained thet way. Even the Sowets hadgun stabilization to a @gree. Add +1 tothebase
chance to hit die roll for NATO units and +2 base chance to hit die roll for WP units. WP
units equippedwith theAT-8, AT-10and AT-11 laser guidedcannon launched anti-tank
misgles may firethdr laser guided misiles if theymoved in thdirst movenent turn;
(includingthe T-55M, T-62M, T-64B, T-72B, T-80B, T-90, T-90A, PT-91 and theBMP-3).
See the Advanced Capability section inCharts & Tables.

5. Units: Although unis do not block.OS for spottng pumposes, they sonetimes do blok
LOS for firing purposes. A unit may never fire through ahex containingfriendy units, nor
may it fire conventiona fire through any hex containing enemy units. A unit nay fire anti-
armor fire through ahex containingenemy units provided the ex contains nceenemy AFV
units. A helicopter does not Hock the LOS for fire purposes.

A unit may always fire over bothfriendly and enemy units with drect fireif it is on
higher elevation and the LOS pases abowe, ratherthan through, theelevation ofthe hex
being fired ower.

C. Ammunition Type: There are anumber of different ammuimtion types listed on thdire data charts.
Their spedfic effects are detailed in therules onanti-armor and conventional fire. However, a brief
description of their actual function will aid in agenera understanding of later rules.

1. Anti-Armor Rounds:

a. AP: Armor-piercing ammunition is an anti-armor round designed to punchthrough armor by
virtue of thekinetic energy generated by extremdy high velocities. The main armor-piercing
roundfor both sides ishe hyper-velocity, armor-piercing, fin-stabiized, dicarding sabot
(HVAPFDS) rourd.

b. APDU: Armor-piercing, depleted uranium ammunition is smilar to AP buthas aspedal
penetrator coremadefrom uranium, which in adlition to its otherproperties isvery dense,
giving high penetration.

c. HEAT: High explosve anti-tankammunition relies on theexploson of a sheped charge
warhead to dow through armor.

d. HESH: High explosve squash read ammunition is usedy the British in Challenger and
Chigftain sries tanks. The HESH round is fred by the 120mm riféd barrel usedby
Challenger and Chidtain. The HESH round is amulti-purposeround goodfor useagainst
buildings, tanksand wehicles. It has thesame properties as theHEP round used by U.S.
M728 CEVs.

no
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e. MPAT/MPHE: Used by the Americansand Gemrmans, thenultiple puposeanti-tank rour,

is esentialy an upgraded HEAT round. It is capable of engaging AFVs, soft vehicles and
helicopte's.

f. Msl: Anti-tank guidedmissiles are extremdy accurate anti-armor wegonswith HEAT
warheads. Missiles are differentiatedfrom other HEAT rounds snce there are spedal rules
relatingto missilefire. Theserules are found in wles 9, 12and 14.The Soviets cevdoped a
series of main guriaser guided ant-missles forther tanks and theBMP3in the 1980s and
1990s.The AT-11 Sniper, for gampk, has a rage of 4000m(16 hexes) and penetrates up to
900mmof armor. Anmunition was devdoped for thethreemaincalibers used bythe Warsaw
Pact, 100mm, 11%m and 125mm. WarsawPact tanks were retrofitted with laser
designatoss. As sich, smokewill preventthe WP LGATM from beng used. Oy thefiring
unit may designate atarget for itself.

g. SCAP: Small caliber armor-piercing roundsare fired by heavy machine gunsand snall
cannons.SCAP roundsare differeniated from aher AP rounds dueto their lower chance of a
kill on anarmored vehicle orce they achieve penetration. (This maynot beentirely correct.
U.S.M2A1s using epleted uranium SCAP rounds fired from then@d Bushmasteduring
Desert Storm, reportedly achieved atleast 3kills on Iraqi T-72s at rangs of 500m2 hexes).
TheDired Fire tables have not been modiied atthistime.)

h. HEP: HEP (high explosve, plastt) It sues darge explosve chargewhich fl attensagainst a
hard target before exploding causinghigh velocity fragments to brak off the targets inner
suiface (thisis cdled sgling). In gameterms HEP is identicd to HEAT.

i. APFSDS: Armor Piercing Fin Stabilized Discarding Sabot. Basically the same as AP,the
designation APFSDS is used tdlistinguishthe British 120mnRifl ed round and the Soth
Korean self-sharpening roundfrom otherAP rounds.

j. FGM-148 Jawin Anti-Tank Missile: Javelin isafire-and-forget missile with lock-on
before launch and automatic self-guidance and atop attad profile. The Javelin replaces the
Dragon wire-guidedATGM in U.S.Infantry units after 1996. Unlike theDragon, thee is NO
spotingattempt on the unit firingthe Javelin priorto resolution of fire combat. Also, tiereis
NO modficaion tothe basehit number when a Javelin is attadking enemy units under cover.
Other basehit modficaions nay apply. The Javelin is notlaser guidedand will not activate
Shtoratype defense systems. It is also apable of engaging Helicoptas. Units always wse the
flank value when defending against the Javelin.

k. BGM-71F TOW-2B: Anothertop attak profile missle, theTOW-2B aways attacks the
flank value ofdefending unts.

2. Conventimal Rounds:

a. HE: High explosveroundsare effective againstall targets. Otherconventional
roundsare notvery effedive againstarmored targets.

b. SCHE: Small caliber high explosve rounds ladk alarge enough explosve charge to
damage armored targets, but ae othewise similar to HE rounds.

c. SA: Small ams fireconsists of automatic wegoons (madine gunsand assault rifles)
and genade laurchers (such as thevi203 and nothe MK19 AGL).
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d. APERS/CANISTER: the anti-persomel tank round (includingthe Canider sha) is

padked with thousands offl echettes. The gunrer selects arange (up to 1®0m) at
which theround will detonate. When it detonaes, theflechettes are released as a
cloud of lethal projectiles stll travelling at high velocities along the ballistic path of
theround with dewstating effect on nan-armored targets.

e. |IS: Incendiary smdke roundsare fill ed with white phosphorusvhich not oty creaes
agoodded of smoke butlso burnsat extremdy high temperatures. Anexploding
white phosphrus round thus ian extremdy deadly wegpon against non-armored
targets.

f. FLW: Flamewegoon wsed by the Soviet TO-55. Napalm or jellied gasoline that is
delivered tothetarget in astrean. Used againsttargets at less tin 250m(1 hex)
range.

3. Multi-PurposeRounds: If thefire data chart gives asingle anmunition supply for two
different rounds, the twoare actually a single type of roundcgpable ofbeing used for both
anti-armor and conventiona fir e. For example, theHEAT and HErounds of the Soviet T-62
arethesameround;if fired at anarmored vehicle it ads as éHEAT rourd, and if fired at any
otherunitit acts asan HE round.

D. Rate of Fire: Each sep of aunit may fire as many times @ phaseas itsrate offire as listed on the
fire data chart. Also, each sp of aunit has its full rate offire for both ogportunity fire and for close
assault, een when both ativities acur in the sme mowement plase. A personrel-class umt may
always fire every ammunition type available at is listedrate offire. Any other type of unit with more
than ondype anmunition awailable may fire oneor sveral types in a plase, butthetotal number of
fires may not exceal thelowest ROF numberof the ammunition types being fired. For example, a
U.S. M1couldfire twice (per step) with AP ammunition or twice with SA ammunition or orce with
ead, as longas the todl ROFdoes notexceal 2. A Soviet BMP-2 could fire three timeswith SCAP
ammunition or orce with MSL ammunition or once with each. A U.S. infantry unit could fire once
with HEAT, once with MSL and twice with SA ammunition.

E. Strength of Firi ng Unit: All fire data is listed per step. Since full-strength units nornally have two
stepsead firefrom sich aunit enables theunit to make two attacks. These two attadks must ge the
sameammunition butmaybedirededat different targets. For example, afull-strength Soviet T-72
platoonfires orce with AP ammunition and ole with HE ammunition. Since the pbtoon has two
steps, itattadks onetarget two times with HEammunition andanothertarget two times with AP
ammunition or onetarget with 2 HEand 2 AP.

F. SingleVehicles: FIST, AVLB, somespedalized engineaing vehicles,and minefield breaching
units ead represent asingle vehicle, indicaedby awhite wvehicle silhouette. In dired fire (anti-tank
and conventional), one shot expended by afiring unitallowsfor two dierolls againstthe shgle
vehicle (or unit) in onehex. When determiningthe numler of stepsin ahex (for fire purposes) orin
acompany (for morale purposs) asingle vehicle countsas orly ¥ of a step; roundfractions up.

RULE 12: Anti-Armor Fire

Anti-armorfireis directed at amored vehicle units. Ammuntion types which may be used for anti-
armor fire are thosewhich, on thefire data charts, have two numbes separated by a colonin each column of the
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effediveness atrangesection ofthechart. Theseinclude AP, APDU,HEAT, HESH, MPAT,SCAP and MSL

ammunition.

A. Hit Procedure: Thefirstnumberin the effediveness atrangesedion ofthe dired fire data chart is
the kasechance of achieving a hit on atarget unit at agivenrange. Roll the ceamal die; if the
numberrolled is eqal to or lessthan thebasechance to hit, thefire attad results in a hit. Severa
factors modfy the basehit numbe:.

1. Multiple Targets in Hex: Divide thenumberof enemy AFV steps inthe hex by two,
rounding fractional results down, subttd one,and add the total tahe basehit numbe. This step is
performed before using the modifigs in bulets 2-4 below. For example, aunit has abasehit numkber
of fourand there are six steps oenemy AFV unitsin thetarget hex. Add (6/2-1) =2 to the lasehit
numbe, givinganew hit numberof 6. Thenumber of steps irnthehex is consideed separately for
units on thegrourd, helicopte's in comlat formaion, and helicoptas inmarch formation.

2. Cower: If aunitis urder cover andis being fired at across me of thetwo covered hexsides,
dividethe kasehit numberby 2 and roundfractions dow, unless the amunition being uilized is a
top-attack round, in whichcasethereis no modifcation for cover.

3.M-901 Urits: If aU.S. M-901 unitis uncer cover and is keing fired at across onef thetwo
covered hexsides, divdethe basehit numberby three, rounding fractions down(See the Anti-
Armor Fire Modifiers chart for addtionsto this list,i.e. FISTunits, PRATgtc.)

4. MissileFire: If aunitis firing Msl ammunition at unis in awoods fex, dividethe kasehit
numberby two, rounding fradions downlf the rget isaso uncer cover, (see 2 and 3abowe),
dividewith bath modfiers before rounding down. (I do not knowwhy missles are anydifferent than
anyother anmunition firing into thewoods urdgsswe are assuminghat smalllimbs maybreak the
wire or leaves reflect thelase. Followingthat ssmelogic, wire guiced ATGMshould not be fid
acrossthelakes kecauseof the possibility of thewire hitting the wagr andshotting outthe circuit.
Alsolaser guided missles should probdly sufferthe sameeffect when firing intowoods, ie. laser
beam refleding offa tree. After al, an AF-SDS round trading at 1600mpsgvould prdbably pass
through a imb likea hot knife through buttgr

Afterthefinal hit number is determined, roll thedie. A roll equal to or lessthan thehit number
means thet thetarget unit suffers ane hit. A roll equal to or lessthan the hit nunber minustwo
means thet thetarget unit suffers two hits.For example, afiring unitdé &nal modfied hit numberis 7.
If a7 or6 is roled thetarget sufers ame hit; if a5 or lessis rolled thearget suffers two hits.Shtora
equippedvehicles recave a -2 modifier to the base chance to hit when attacked byenemy ATGM,
either laser or wire guided. This modifi er is appied d&ter all other modifi ers (see Rule 19.B.4c.
Shtora Smoke.

A target unit which sufers oneor mae hits will lose steps, pvided thehits penetrate.

Top attack profile ammunition and misiles, suches theU.S. Army Javelin and the BGMI-71
TOW-2B, dways wsetheflank armorvalue ofthe defending unit. Top attack profile munitionsare
designed to engage the top amor of vehicles where armor is the thinnestTheseweaponsare
identified on theDirect Fire data charts.

B. Penetration: Once ahit has been achieved, determinewhetheror not theammunition used is
cgpable of penetrating the vehicled armor. To doso,compae the penetration value ofthe
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ammunition to thearmor value ofthe trget. If the penetration value isequal to or gredaerthan the
armor, the hitmay penetrate. If it is less tlan thearmor, the hit does notgmetrate, and instad causes
the target unit to besuppressed.

1. Penetration Value: Locae thecorred columnof theeffediveness atrangesedion ofthe
dired fire data chart. Theseand numbefi.e. thenumberfollowing the basehit numbe) is the
penetration value of the ammunition at thatrange. For example, Soviet T-80 firing AP ammuiition
has apenetration value of 15 at arange of 8 hexes.

2. Armor Value: Each AFV has twoarmor values; thefirst valueis for frontal shotand the
seaond \aue is or flank shots.If the LOS adosseghe rexside(march formation) or hexsides
(combatformation) the unit is fadng, thefrontalarmoris used. If the LOS crosses any other hexside
theflank value is usedlf the LOS exadly crosses the \ertex between afront hexsideand afl ank
hexside, thefront valueis used. If the firing unitis inthesame hex as the érget unit theflank value
is always wsed. Unitsalways wse the flank value when defending against top attak profile
munitions.

3. Hit Confir mation: A hit from APDU ammunition which is @pable of penetrating the &rget 6 s
UNMODIFIED armor value automaticaly causes alossof one step.Hits from aher anmunition
mustbe confirmed. Rollthe dieonce If the nunber rolled is eqal to orlessthan the diference
between thepenetration value oftheammunition and thearmor value of the target, the hit causes a
one-step losslf not, thetarget is suppessed but therwise unfarmed.

In mostcases, an addition to the dfference between armor and penetration is madgthus making
it easierto corfirm thehit). If thetarget unit is protectedby Chobram (Composit) Armor, no
addition is madgComposite/Bpleted Uraniumand Chobham 2 anors were developed in the late
1980s ancearly 1990s.Theseare exceptionaly denseversions of Chobhamrmor and as a result a
negative modifer is appied to the digoll. See Vehicle Equipment Anti-Armor Chart for compkte
list). All vehicles poteded by Cholham (Composie) style orlaminate armor are listed on thermor
types tabk.

For example, aU.S.infanty unit firing HEAT ammunition achieves ahit on thefront ofa T-80
unit. TheT-80 hes afrontal armor vaue of 15 while theinfantryd BIEAT ammunition has a
penetration of 17, oradifference of two. Since the T-80 has lamirate frontal armor, two isadded to
the diference for afinal difference of four. The U.S. player mustroll afour or less orthe dieto
inflict a step loss omhe T-80.

a. Reactive Armor- Readive Armor (and Explosve Readive Armar) consist ofadd on
armor, explosve bricks suchas Kontd 5 or thelsraeli Blazer, designed to defeat AP (NOT
APDU) and HEAT rounds ircluding anti-tank missles. Mae moden AP,HEAT, and MSL
rounds have built in counter-measures, suches piobes, designed to déea Readive Armor. Both
NATO and Warsaw Pact armies utlized RA orERA to some dgree, generally becoming more
common after 1990. Thisnew rule mainy addresses theadd-on or bolt-on RA/ERA.

1. Afterit is detrmined that a hit has ocurred with AP/HEAT/MSL ammunition,
ched the Advance Capabilitieschart for theRA/ERA modfier. This rumberis adad to the
armor value being attadked. Subtrad the ERA modifier listed on theDirect Fire Chart for thet
particular type ammunition from thetarget armor value. Thisis the &rget modfied armor
value. Sulract thetarget modfied armor value from thefiring unit anmunition peretration
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value. Thisisthe Penetration value. Add the Armor Type to the Penetration value. Rollthe

die. If thenumberrolled is equal to or lessthan the gnetration value ofthe hit causes aone-
step losslf not, the arget is syppressedbut othewise unharmed. The final modfier is
applied tothehit confirmation deroll to determineif the round penetrates.
For example, aU.S. MO1swccessfuly fires aTOW2 misdle flank shot orSoviet T-
90A tank. TheSoviet T-90A flank value is (11) + ERA Armor modifier (7) + Ammurition
ERA modfier (-3) = Soviet Modified Armor Value (15). Subtract the Soviet Modified
ArmorValue (15) from theUS TOW?2 penetration value (23); 23-15=8. Sincethe T-90A is
equipped withcomposte armor (-1), thesevauesare added giving afina penetration value
of 7. TheU.S. payer must roll7 or lessto achieveahit. TheU.S. gayer rolls an 8. The
Soviet Kontad 5 ERA and composte armor has defeated theTOW2 missle.
C. Non-armored vehicles: Non-armored vehicles may be attadked usinganti-armor rounds; HEAT,
AP, APDU and SCAP. Roll the dieto deermineif ahit occurs (all modfiers apply). A hit results in
an automatic lossof 1 step.

Rule 13: Conventional Fire

Conwentional fire may bedirededat any unit. However, conventional fire from rounds other
thanHE roundscannotinflict losses omrmored vehicles; any result otherthanno effed merely
suppesses thé\FV unit. Conwentiona fire is resolved by thefollowing procedure.

A. Determine Target DefenseValue: Each target has adefensevalue against conentiond fire
which is determined by thetarget defenseclass,theterrain it is accupying, and whetheror not it is in
cover. When subtrating from ddense value for steps in the ex, the numler is considered separately
for units on theground, helicopte's in comlat formation and Hicopte's in march formation.

Helicopta's have their own row on theconventional fire defensetable.

1. BasicDefenseValue: Consultthe conventional fire defensetalde and cross-indexthe trget
defenseclass withtheterrain of thehex it occupies. At theintersedion thee are two nunbers
separated by a slash. Thdirst nunber is the @fensevalue ofthe unitif it is in theopen (i.e. not
under cover), while thesecond numbeis thevalue ofaunit under cover.

2. Armored Vehicles: If the rget is an armored vehicle, add its front orflank armorvalue to
the defense value; if thetarget is being fired uponfrom bdh front andflank, usethefrontarmor
vaue.

3. Steps: Subtrad 1 fromthe dsfense value for each sep inthehex in excess of 2.However, a
unit may never haveits defensevalue reduced below half the value listedon thechart.

For example, aU.S.infanty platoon is in avoods hex under cover. Alsoin the hex are two other
platoons, onef which has already suffered a one-step loss. Th&.S. infantry unitis a P (jgrsomel)
class uni, and thus would nonally have a defense value of 15. Sincethere are atotal of 5 stiength
points inthehex, however, threeis subtraded from the defensevalue givinga modfied value of
twelve.

B. Deter mine Fire Value: Add thefire valuesof al conventional fir es being directed at thetarget
unit from all eremy units firing at it that pha®. Thus if two enemy units, each with an ROFof 2 and
two sepsead, werefiringat the unit, aotal of 8 shots would bedded together. If bothfiring units
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had avalue of 4, thetotal fire value would be32. If an armored vehicleis atacked by acomhination

of HE and otler types of rounds, resolve theHE fire separately. Infantry units may fire HEAT
ammunition at unts inbunkers and trenches and against non-armored vehicles. In this case, the
penetration value of the HEAT round is u®d as the conventional fire value. Infantry HEAT rounds
may only befired this way againstunits in entenchments, bunés and na-armored unts.

C. Resolvethe Attack: Compae thefire value tothe defense value and convert it to one ofthe
simple oddgsatios found on theonventional fire results talde. If rounding is recessary, round in
favor of thetarget unit. Thus, &fire value of 32versus adefensevalue of 7 would bea4:1 attak.
Roll the dieand consultthe conventiond fire resutstable. Theintersection ofthe oddscolumn and
therow correspondng to the dieroll lists theresult of theattadk. Implement theresult as explained
in Rule 10.

Rule 14: Opportunity Fire

Oppatunity fire takes dace during the marementphase. Only units of thenon-phasing player
which are under cover may conduwct oppatunity fire, and orly at units which are moving. For
purposes of oppatunity fire, thefollowing adionsare also consicered movement: clanging
formation,mouning and dismouning (for the tanspored unt), deploying and wn-deploying.

A. Limitations. Sinceunitsare moved indivdualy or in staks, thenon-phasingplayer must
choosewnhether or not hewill condwct opportunty fire each ime thephasing player mowves aunit or
stack. Thereis no imit to the numier of oppatunity fires aplayer may make in a mowement plase,
provided no unitexcealsits nornal rate offire for aphase. Fire is condicted based upon thdaadng
of thetarget as it enters thetarget hex. Landing, taking off, and popping up are considered
movenent for purposes of opportunty fire.

1. Range:All wegonsmay condict opportunty fire at any enemy unit within four
hexes. Units firingMsl ammunition may not corduct opportuniy fire beyond four hexes. At ranges
of five toeight hexes, unitsmay conduct opportunty fire against enemy units oy as they enterthe
semnd orany subsequent, congautive hex under observation ofthefiring unt. That is, aunit cannot
befired on inthehex in which it is first visible to thefiring unit. At ranges of nine to twelve hexes,
units may condwct opportunity fire only in the thrd or any subsegent, conseautive hex under
observation. (This maybe somewhat confusing ére. Sinceonly spotted uits maybefired at, and
spoting accurs after movement (unless Autespotapplies)in a novement phaseand during the fire
phag, this can nean thatthe unitis alreadyspotted byanother unit prior to theurrent moement
phaseand lefore moving into sight ofthe unitthatis to condwct opportunty fire, hence the range
restrictions. It alsowould apply toopportunty fire condicted in thesecond movement phaseagainst
units thatwere spotted irthe first moement phaseor thefire phas). No unit may conduct
oppatunity fire beyond arange of twelve hexes (see Close Ar Supportrules for opportunty fire vs
aircraft).

An enemy unit which begins the movenent phase visible to thefiring unit may befired at in any
hex of its movenent (includingthe tex it beginsin) upto arange of twelve hexes.

Doublethe numler of hexes in which ahelicopterin march formation mustbevisible kefore
oppatunity fire may be conducted againstit: two hexes at arange up to 4,four at arange of 5-8, and
6 at arangeof 9-12.
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2. Firesper Hex: Any single sep may fire against any single stck in any single hex

once (with aROF of 1). For example, if a stack moves thee hexes withthe LOS andrange of a unit,
the unitmay fire atotal of three times, oie per hex (assuming it has asufficient RCF). A unit
eligible to condict oppatunity fire may do soagainst enemy units entering or leaving the hex the
unit occupies.

B. Resolution: Oppatunity fireis resolvedas anti-armor or conventional fire as appropriate and
resulting morale checks are resolved immeditely. Afterthey are resolved,movenent proceeds.

Rule 15: CloseAssallt

Closeassaulttakes place duringthe mowement phasend is lesolved after all movenentis competed. A
closeassaulttakes place when, at theend of movement, thee are units ofboth dayers in the smehex.

If acloseassaulttakes dace all unitsin thehex fire simultaneoudy. Closeassault fireis resolved sing
the nomal rulesfor anti-armor and conventional fire. Unlike fire conducted in afire phase, units inmarch
formationmay firein acloseassault.

It is possibe thatafter al fires areresolved, both payers may still have units remainingin thehex. No
spedal adionsare required by theseunits. If a the end ofthe next movement phasehere are still units of both
sides inthe hex, anothercloseassaultis resolved.No unitmay fire during a fire phaseif there are enemy units
in thehex it occupies.

Helicoptas inmarch formationmay not closeassault or be&loseassaultedathough they may befired
at arangeof 0in thefire phase).

Rule 16: Morale

Units under fire may suffer from reduced combateffectiveness, epedally when casuatiesare suffered.
Units whosemorale deterioratescan beame sheken or broken.

A. Morale Checks: Units check morale by company. Each phase in which any unit of acompany fired
at, thecompany mustcheck morale. Regardless ofhow many times thecompany is fired at, it is
never required to chedk morale mae than ance per phase. Morae cheds duringthe mowement
phaseoccur thefirsttime aunitis fired onby an enemy conducting oppatunity fire. To check
morale, roll the dieonce. If theresultis equa to or lessthan thecurrent morale of the company, the
company passes theheck; otherwise it fails thechedk.

Units which have been cross-attached to anolher company are rededas part of thatcompany for

morale puposEs.

1.Morale Level: A companyGs initial morale level depends on itdnitial numberof steps. If the
company initially has 4or fewer steps, itis 8; if it has 5-8 seps, itsmorde is 10;if it has 9 or moe
steps, tis moele is 12. The irtial number of stepsis couned before any cross-attachment @curs. A
compayd s rala sreduced by 1 for every step losssuffered (including steps ottross-attached
units).

Eadh company&s initial morale and any changes toits morale duing the game are written davn
on the meoale =ction of thecommand/morale record.

a. Elite Unit Morale: Each army containselite units thateither through training or
indoctinationpossess higher level of morale than theregular units. The morale
level for an elite wit is raisedby a numberof levels depending upon thetype and
nationality. See the Elite Unit Modifiers chart in the Advanced Assault Charts &
Tablesfor applicable nodifiers.
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2. Failed Morale Checks: If acompany fails amorale check it is shaken. A shaken company

which fails amorale ched is brolen.

a. Shaken: Units of ashaken compaiy may not move any closerto the closest spotted
enemy unit.

b. Broken: Units of abroken compay are in noformation; they moveas if in march
formation butal shots aginstthemare consicered to beflank shots. Uris of abroken compaly
may not fire, spot, orobserve for indired fire. They mustmove eaway from the closest spdéed
enemy unit to theextentof their movementability. Theidentity of the closest spotted enemy unit
may change during movement;that is, theclosestenemy unit is that unit which isclosest duringeach
hex of thebroken unitdé s ement.If two unis are equally close, the ioken unitmustmoveaway
from bah of them.

If unable to movearther away from oneenemy unit without approaching anotherenemy unit,
the lroken unitmay not move.

Any unit which becomesbroken in a lex also ocupiedby an enemy unitis removedfrom ply
(surenders).

Any unit which leaves the board while broken isremovedfrom phy.

B. Rally: A player may attemptto rally broken and skaken companes at the stat of afriendy
movenent phag. Theattemptis madeby aHQ or TOC to which thecompany is suborinate.
Rallying acompany cods 1 omrations pointif any part of the company is visible to theHQ or TOC
unit expendingthe ogerations poirt, and 2 poins if it is not vsible. TOCsmay rally companes orly
while committed tocommand, not whie planning orexeauting.

To attemptto rally a company, roll onedie. If theresultis equa to or lessthan thecompay6 s
current morale level, the company ralies. Broken companés which rally become slaken. Shaken
companes which rally become n@mal. Broken companes which became sheken immedaitely
assume combatformation, with any facing desired by the phyer.

Players may also atemptto rally suppessed units at thetat of each friendly moverent phase.
The procedure forralying suppessed unitss identcd to thatfor rallying sheken and kroken unis
except that itdoes not equirethe expenditure of operations points.

Theplayer attempts to &lly broken and skaken companes kefore attempting to rally suppessed
units. If the company ralies, then al suppessedunits of thecompany also rally and are no longer
suppessedIf the company doesnd tally, then theplayer may attemptto rally each suppessed unit
of thecompany individually.

C. HQs and TOCs: A shaken HQ mustexpend one of its opeations points (if it las any) in each
friendy moverent phasean anattempt to raly itself (and any other unitsin its company). A shaken TOC
allocaed tocommand must do the ame.

A broken HQor TOC must agmptto rally itself in the same manner as ashaken HQor TOC. A kroken
HQ or TOC may not expend ogerations points forany other purpose and abroken TOC may not dan or

Rule 17: Entrenchments

(Theserules are only for usewith basicAssault. More advanced engineering rules are covered in the
Engineering Sedion Rule 37)

29



Advanced Assault

Certain seenarios will cdl for onesideto haveseveral enrenchments. esemustbe placed on the
board with the intial placement troopsand, ace placed, may not be meed. Each entrenchment nay hold upto
two seps of grsonrel or wegponsclass unis.

A unit must be incombatformation and must spel its full movement plasein anentrenchment lex to
enterthe entrenchment;no expenditure of operations pointss required and entering the entrenchment is not
consicered movement of any purpose(spottng, opportunty fire, etc.). A unit in anentrenchment isnotedby
placing the unit under theentrenchment narker. Dummy units may occupy entrenchments. A unimay not
occupy an entrenchment aready occupiedby an enemy unit. Units may captureand accupy enemy
entrenchments.

Units in entenchmentsdefend againstindirect fire and conventional fire as listed on theonventional
fire defensetales. Anentrenched unitmay not erer cover, butentrenched units are consicered to beunder
cover for spottngand goportunty fire purposes. Entrenchmerts may not beplaced in marshhexes.

Rule 18: Indirea Fire

A. General Explanation: Indired fire representsthefirepower of rockets, mortars and artillery, which
deliver high traectory plunging fire. Indirect fire units are all units which are included on he indirect fire data
charts. Artillery forward observers and FISTs cdl fire missons tadk to indired fire units, which inturnfire on
therequestedtarget. The process ofrequesting fire takes imeas thefollowingrules indcate. During the pe-
game crossattachmentsegment, atillery units may be designatedas Dired Suppat or General Suppat.

B. Requesting Fir e: Indirect fireis requested at the beginning of each friendly Artillery Plot Phase. The
player secretly writes down his fire misgons on his firemisson record. The left sde of therecord lists the turns
of thegame in ader. Fire misgonsarrive in thelndired Fire portion of theFire Phase.

1. Writing Fire Orders: Fire orders are written on theight Sdeof the fire misson record. The
turn ofarrival and theunit firing are repeaed. In addition, the player mustspedfy the target hexnumbe, the
ammunition beingfired, and whetherthe misgon will usemaximum ROF/I1CM/Un-observed Fire (see below). .
Fire misgonsare wittenon the line othe tun in which they will arrive; record each firing unitd &D; for
example the 9" Battalionwould be 9. Boattery of the kattalion would bedB, and thefirst datoonwould be
1B9.

2.0Observing Fire: A hex mustbe under observation by a unit capable ofcalling firein order
for afire misgon to bewritten for thehex. All NATO unitsare capable of calingfireasareal WP HQs, Ops,
drores and FISTs. An ndired fire unit may also observe for itseff. For ahex to be unér obervation, an
unblocled lineof sght must be tacel from the observing unit to thetarget hex. Procedures fortraang LOSare
explained in Rule 9. Sgcial Forces Units furction as FOsand may be cross-attached with any indirect fire unit.

a. Direct Support i Artillery units designated as Direct Suppat may only fire missons
thatare observed fire. Direct Fire units may fire Counterbattery Fire if the impading enemy indirect fireis
observed by the FIST or OPto which it is assgned (e Sedion JCounte-battery Fire. Artillery units beloming
to the same Brigade/Battalion as the spdtng unit are always consicered Direct Support unless othevise
designated duing the cross-attachment ggmentduring pre-game setup.

b. General Support i Artillery units designatedas General Suppat during thepre-game
crossattachment ggment, may fire indirect fire missions only for FISTs or Ops. Thdarget hexmustbe under
observation by thecalling FIST/OP forat least 1 Artillery Plot phaseprior to arival. General Support units nay
also fire during pre-game artillery Un-ob<erved Fire.

3. Canaing Missions: A fire misson may be canceled at the beginning of any artillery fire
portion of theFriendy Fire Phase. Another order may be writtenfor the unit at that time, butit is subject to
delay stating in that artillery phase; it may not besimply subgitutedfor thecanceledfire order.
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C. Indired Fire Procedures: Fire missons dudo arive in thecurrent turn areresolved in théArtillery Fire
portion of theFriendy Fire Phase. All artillery firingat ahex is adad togetler and attacks all units (enemy and
friendy) in thehex.

1. Fire Mission Markers: When afire misson arrives on theboard, take a numbeed fire
misgon maker and placeit in thetarget hex. Thismarker will remain in place until the next Artillery Plot
phase. Write the numler of themarker in theproper space on thefire misson record.

2.FireValue: Theindired fire data chart lists thefire value for each indrect fire unitin the
game. Thevaluelisted is pestep. EBch full-strength counér has two $epsand each half-strength counterhas
one. Sincethefirevalueis per step, mdtiple it by two for full-strength unts. Write the totalfire value (after
modficaion by D1 and D2 below) on thefire misson record.

3. Target DefenseValue: Theindirect fire defense chart liststhe defensevalues ofvarious units
in variousterrans.

4. Resolution: Thefirevaues ofal artillery units firing at a hex are added together. Thisis then
compaed tothedefense value ofthe top uniin the stack and expressedas a simple oddgatio as found on the
conventional fire combatresults tabk. If rounding is recessay, aways raund in favor of thetarget unit. After
locatingthe corred column of thecombatresults table, roll adie and implement theresul.

Reped this pracedure for ead unitin thetarget hex. Notethat thefire strength will be thesame each
time, but the eensevalue may change.

5. Results: Results are explained in Rule 10.

D. Spedal Cases:

1. Max ROF: Each indred fire wegponmay fire at its maximumrate offire for one turn
without being re-supplied. In that turn lhe fire valueis modified by the max ROF multiplier on theindirect fire
chart. Thefiring unit suffers noadverseeffect from firing at its max ROF.

For example, theWP D-30 howitzer has avalue of 4 when firing HE ammunition. Sinceits mex ROF
multiplier is 6, tstotal value for that turn would be 24. Thefiring unit mustberesupplied lefore being able to
fire another MAX ROF misson again.

2. ICM: With someweapons, theNATO player has achoice of firing either HE or ICM
(Improved Conentional Munitions).ICM may not befired at town, uban strip, woods, fullake or swamp
hexes. When firing ICM thefire value is modified by the ICM multiplier on the indied fire chart. If the max
ROFoption is talen with ICM, multiply thefire vaue bothby the max ROFand ICM modifiers. Unlike MAX
ROFmodfiers, thelCM modfier can be used as longas the firing unit has ICM rounds.

3. Smoke: An indired fire unit may fire smokeinstead of HE or ICM. Smoke missionsre
plotted usngthe sme pocedureas any other fire misson, except that units capable of laying morethan one
smokescreen may plot as many target hexes as smoke sreens. Theindirect chart indicates whet type of smoke
may be fired (chemical or incendiary) and howmary smdke screens nay be fired per step per turn. Incendiary
screens last ane turn; chenicd sareens bsttwo turns. Screensare removedat the stat of theartillery phase. The
effects of smokeare detailed in rule19.

For example, aU. S.M-125 mortr is plotted tofire an incendiary smokemission. Sinceit may fire four
incendiary screensper turn, theU. S. payer writes down up to foutarget hexes.

If there are units inthetarget hexthe tun smokearrives, they may be sulject to an attad. Chemical
smokemissons do nogttack units inthetarget hex butincendiary smokemissons doResolve thesttad as if
it were an HE fire misson but wth avalue of 10 per incendiary smokescreen targeted on thehex. For example,
aU.S.M-106 mor#r can fire up tothree incendiary smokescreens per turn per step, oratotal of 6 per tunif a
two-step unitlf al six werefired at a shgle hex, ead unitin thehex would beattaded with afire vaue of60.

4.PassThrough Fire: Indired fire is assuned to be takinglace over thecourseof theturn.
Thus, thefire misgon maker is left in place until thenext Friendly Artillery Fire Plot Phaseand any unit
mowvinginto the fex duringa movement plaseis attadked by thefire misson as well. Units mouring or
dismouning from trangport unitsand unts deploying or un-deploying also suffer pass-through fire.
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All units suffering pass-through fire are fired at as if in clea terrain. However, thetotal artillery fire
value is heved, rounding fradions downpefore thefire is resolved.

E. Deployment: In order to conduwt indired fire, or to begiven afire misson, unts must be dployed.
Afterall indirect fire in thefriendy artillery phase has been resolved, theplayer my have any indired fire units
deploy. Thisis doneby placing adeployed marker under theunit. A unitmust be incombatformation wken it
deploys. When dff-board artil lery deploys, ths fact, plus its dstance off-board, should baoted uier current
turn numbeon thefire misson record.

Indired fire units which are deployed may not move. They may not enér cower, entrench, mountor
dismount, orchangeformation orfadng. (However, aunit which is ateady under cover or entrenched may
deploy, in whichcaseit remains uneér cover or entrenched). A deployed wnit may firein thedired fire phaseof
aplayer-turn ory if it was not grforming afire misson inthepreceding artillery phase(if no fire misson
marker is on the berd for it).

Indired fire units may leave deployment duing a friendy movenent phag, paying theirentire
movenent allowance to do so Self-propelled artil lery units may do so ineitherfriendy movenent phase;
towed units may do soonly in the seaond maement plase. Units may not leave during aturn in which they
conducted afire misson.

Deploying or un-deploying countas mowementfor purposes of spottimg, opportunty fire, passthrough
fire, and qoerations point &penditure.

1. Enhanced SPG Artill ery: Modern SPA (self-propelled artillery) are equippedwith
sophigicatedfire control systemsthat negate the requirement that the unibe deployed. These
units have the cgpability to go from movement, to firing amisson inlessthan aminute, tken
bad to movingon competion ofthefire misson; well within the 5 minites @r game tun.
Theunits areidentified on theUnit Data Cards. The NATO SPAs do not lave to be aployed
to fire amisgon on oroff board; and may move inany movement plaseregardless. Tlese
units may fire any indirect fire misson (including counter-battery fire) in thedired fire phase
provided the #arget hexis under observation by aFFIST, or OP.

2. Predsion Guided Munitions: PGM guided muniions ae vastly improved sincethe laser
guided M712 Coperhead round. TheM985 Excaibur, M395 PGMM (mod#dr), M1156(PGM
kit to upgrade standard artillery rounds),JDAM and guidedMLRS/HIMA RS rockets rely on
GPSguidarceto hit their target. As such, PGM doot requirea FIST/OPto spot thedrget
hex. Themurition always grikes the fex being targeted. TheSwedishm/41 mortarround
does not require spoting or designating. This round may conduct anattadk versusan
afv/aifv/v ehicle within onehex of thetarget hex. If the target hexis under observation by a
FIST or OP, a-1 modfier is madeo thedieroll.

3. Raket Asdsted Projectiles (RAP): RAPs ae regular artillery rounds that incorporate a
rocket motor for independent propulson. Theseare identified on thelndirect Fire Charts
where available. Any artillery roundavailable to aspedfic wegponsystemmay be enhanced
by the RAP.Wegponsystems nay not fire Max ROFusing RAP butmay utilize ICM. On the
indirect fire charts inthe RAP column & two values. Thefirst valueis thenumberof RAP
rounds available. The second numbers the maxrange of the extended round. TheRAP round
is recorded and expended as aregular roundof ammunition withtheextrarange. When
utilizing the RAP round, note on temmunition Expenditure Reaord theuseof theRAP and
thetypeof artillery round that is leing fired; for example aHE attadk using the RAP would
requirethe expenditure of one HE round and oneRAP round.

F. Range: Indirect fire is limited by the range of thefiring unit. Theindirect fire data chart liststhe
range of the variousfiring units in rexes. Artillery may not fire beyond its maximum range.
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G. Off-Board Artillery: In somescenarios, phyersreceive df-board artillery. Thescenario description
stakes what units aereceved, howfar off-board it stats, andwhether it is deployed. Nocoungrs are received
for off-board artillery; it exists orly on thefire misson record.

Off-board artillery performs all ts adivity, includng movenent, the sameas an on-board artillery unit.
Off-board artillery may do oneof four things: depoy, un-deploy, perform afire misson orwait for an assgned
misgon (if deployed), or move(if un-deployed). Firemissonsare recorded as forotherartil lery. Deploying or
un-deploying are recorded intheleft sde of thefire misson record: instead of afire misgon, wite D or U.
movenentis aso recrded on thefire misson record; ingead of afire misson, wite M followed by the numler
of hexes off-board theunit will beafter its movement. Each unitstats at aparticular distance off-board. Each
turnd movement may changethis distame by upto 5 hexes; however, off-board artillery mustalways remainat
least 5 rexes off-board.

Therangefrom df-board artillery to a erget is equal to theartilleryd s aakce off-board plus the
distance fromthetarget to any hex on the owning phyeré bard edge (East or West).

H. FIST: FIST arefire suppat teansthat opeaate out of aFIST-V of sometype. The U.S. uilizes the
M-7 Bradley FIST-V known as B-FIST and theM-113 lased vehicle known as theM-981and the M-1131
Stryker FSV. The SovietKa-52 relicopter functionsas aFIST and isequipped with laser designators. These
units are equippedwith sophistcated G/VLLD (Ground/Vehicular Laser Locater Designator) and aGPSsystem
for pinpantingtarget locations.FIST-V crews are indired contad with Fire Direction Centers (FDC) and
significantly speed up the pocessof cal for fire. Some RST also carry astandard OP unit, such as the B-FIST
does, tosupplenent thevehicledb s ewaioh operations.FIST unitsare identified as suchon the uit countr
and/or on theJnit Data Cards.Artil lery units are consicered subordnate to the @rent unt FIST. For example,
any U.S. /" Field Artillery Brigadeartillery unit is subordinateto the COLT1 1C22BFIST and consideed a
Direct Suppat artillery unit for the GOLT 1 unit.

a. FIST On-call Fire Misgons: A FIST unit can have up to 2 battees; inaddition to those
batteries thatare subordnate to the FST; assgned as Dired Suppat bateries. Record these Direct Suppat
batteries onthe crossattached unitrecord. These Direct Suppat batteiesare available for on-call fire misson
only if they are not corductingafire misson inthecurrent turn or scheduled toconduct afire misson inthe
next turn. In order to conduct an a-call fire misson, the lattery or batteries must be deployed if required. The
FIST unit requesting the misson must be itombat formation anccapable of observing the trget hex.

1. Mission: Thefiremisgon is ecorded in the First MovementPhase, (after spottiing
attempts), on thdire mission recrd. Only HE and PGM fire missons nay befired. NoICM, mines, snoke, or
rocket missionsmay befired (i.e. NATO MLRSor WP BM-21 orBM-27). Themisdon is ecorded on thefire
misson record as OC.On-cdl missons in the Seond MowementPhaseare recorded in the same manner.

2. Fire: Thefire arrivesin theFire Phase of thesame tun for missons equested in the
First Movenrent Phase. Missionsrequested in theSeand MowementPhase arrive in the Resolvelndired Fire
segmentof the very next Artillery Plot phase(regardless of payer turn).

3. FireValue: Max ROFsmissionsmay never be used for this On-Call quickfire
misson. Standard fire valuesare used.

4. Passthrough fire: Thereis no @ssthrough fire for On-cdl fire missons. Tlesefire
misgonsare direded against a spedfic target at aspedfic time.

b. FIST Fire Missions: FIST may call for fire as stan@rd OP units with onechange. TheFIST
unit will reduce delay by 1 turnfor non-dedicaed batteries. Delay for non-dedicated batteries may never be
below 1.

c. Target List: Prior to thebeginning of the game, ead player may select 2 types oftargets that
are designatedfiHigh Value df adeployed FIST unit spotsa high value target, the player may conduct IDF
againstthis taget by deployed artil lery units thatare subordirate to the spotting FIST in thenext Artillery Phase
or thenext fire phaseif usingenhanced SRG weaponssystem (RH 2000 orM109A6 for example). For
example, during pre-gameadivities theNATO player seleds Air Defense units and Artillery units as high value
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target types. Duing the game theNATO player has deployed enhanced M109A6 battery and a deployed M-7
B-FIST. In the gcondmovement plasethe NATO players M-7 spots aVarsaw Pact 2S6 (ZSU-30) and
deddes toattack that unit in the ®ondfire phasewith aCLGP fromthe M109A6 Lzttery.

d. Pre-Plot: At the keginning of ascenario, each available HST may pre-plot 3target reference
pointhexes. Atany time duing thegame, theFIST may cdl for afire mission onthe pre-plotted rex with any
available dedicated ordired supportartillery unit. The FIST may adjustthefire into any of theadjacent hexes.
This pre-plottedfire may be condicted inany fire phase. Thefire may be observed by therequesting FIST if the
hex is within the LOS ofthe HST. Thefire may also becondictedas Un-observed Artillery Fire (see below) if
the rex is not undeobervation.

I. Un-observed Artillery Fire: Un-observed artillery fire occurswhen an area needs fisofteningo up
prior to a ngjor attack or a player wantsto provide harassng fire in ageneral area. Un-observed missionsare
not anacairate way to conduct anartillery strike.Normally, these attacks would acur at the very beginning of
adefense or attack scenario and notin amovenent to contect. Thelocation of thedefenseis generally known,
spedfic locations ofenemy units are not.

a. Pre-game Procedure:

1. Before Set-up: Players determinethewind drection for thegame if not alreadly
indicated by scenario rules. Both dayers record fire missons forthe rexes thatare believed to bemostlikely to
containenemy units. Thesefire missonsare notedby UA on the fire misson record. Phyers are not required to
condwct Pre-game artillery combat. Only artillery units designatedas General Suppat may condict Pre-game
Artillery strikes.

2. Set-up: Both sdes sé-up unis and engineering constriction tales place.

3. Fire: HE fire misgons oy are conducted. Fire Drift is calculatedfor final target hex.
Resolveartillery fireis for each hex as required. Remove trget mission markers at conclusion offire. No pass-
through fire for pre-game missons. Units my useMax ROFin pre-gamefires and inthe game itself (regular
restrictionsapply once the game s#rts).

b. In-game Procedure: Conduct Un-observed Artillery Fire Mission as atandard fire misson
with no unt obseving fire usingHE or Smokemisgons ory. Fire drift will affect thesemissonsalso. For
Chemical smokemissons otty, al turn Snoke marker is placed.

c. Fire Drift: With no ane available to obsrve the strike ofroundsand adjustfire, afire misson
will probably drift fromtheintended target hexto multiple impad hexlocations. Thefire mission will drift
fromtheintended target in the dredion ofthewind as determined in pre-game t-up. Rolldie orce Divide the
resultby 2 to deerminethe numberof hexes thefire drifts. Round up. Thigs the mw impact hex. Place thefire
misson maker in this rex. Conduwt artillery fire versus units irthis he. Reduce the totalfire value of artillery
units firinginto this hex by 1/3 rounding down.An unobsgrved misson aso dfects each adjacent hex. Any
units inthe adjacent hexes are attacked by thefiring artillery units but educe thefire valuesby 2/3 rounding
down.For example, theWP is the attading player and condcts unolservedartillery misson with afull
strength S-152 152mmHowitzer Battery (4 sepsof S-152). After thefinal impad hex is deermined thefire
vaue ofthe tattery, 20HE, is ieduced by 1/3 rounding downfor afire value of 13in theimpad hexand 6for
the adjacent hexes.

J. Counter-battery Fire: Counterbatter artillery fireis desgned to dsruptor destroy enemy artil lery
units. Any timean artillery unit fires indrect artillery it may be subpd to counte-battery fire.

a. Procedure: For an artillery unitto be sulxgct to counte-battery fire, it musthave conducted
firein theArtillery Fire Phase. Thetarget hex that wes attadked by the enemy artillery unit mustbein-view of
an unsuppessed OP orFIST unit in comlat formation. TheOP or AST unit may then inmediately record a
CB firemisson on thendired Firelog.

I.  Reoord thetarget hexand turn numbr that theenemy artillery unit attacked.
ii. Reoord theturn numler of thecountebattery fire
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iii.  Onarrival of the counter-battery fire; annource the attadk againsttheartillery unit
thatfired asrecorded instep i.

iv.  Thedefendingplayer must announe the hex that the defending artillery units had
fired from. Indired fireis condicted againstthat hex and results applied. CBfire
misgonscan beconducted against either on-board or off-board artillery units.

1. Cownter-battery artillery units: Any artillery unit can fireaCB fire misson. The
selected units nay not have condwcted On-call Firein the previous game urn, conduwctedafire misson inthe
current game tun, orscheduled toconduct afire misgon inthenext gameturn. Entanced SRGsmay fire
courter-battery regardless of grevious fire or fire phase. A counter-battery fire misgon daes not equire
placement ofafire misson marker. Thefireis drededagainst spedfic units, not a bx.

2. Cownter-battery Firevalue: A counta-battery fire mission may only be conducted
usingHE ammunition butit may be conductedat Max ROF (but orly once per game unksstheunit is
resuppliedusingthe Logistics Rues).

3. Cownter-battery Fire Resolution: Counte-battery fire units apply the counte-battery
modifier to theConwentional Fire Combat Rsults dieroll. Apply all modfiers thatare applicable on the
Conwentional Fire Modifier table. Appy theresults as per rules. Off-board artillery units are treaed as if they
are afull strength unt occupying aclear hex under cover.

Rule 19: Smoke

Smoke nay bedelivered by those indiret fire weapons so nted on the indied fire data charts. Trere
are two types of smoke: Incendiary smokeand chemica smoke.

A. Placement on the Boad: Smoke missionsre plotted usinghe me procedure as any other fire
misgon, except that units capable of laying morethan onesmokescreen may plot as many target hexes as
smokescreens. In theartillery phasein which thesmoke mission @aives, phce one smokemarker onthemap
for each smokescreen.

1. Wind Direction: At the stat of each scenario, roll the die and consultthewind diredion
diagram in theNATO payerés scenario folder. Thisis the diedion ofthewind for theentire scenario.

2. Wind Velocity: A the stat of each scenario, roll thedie and consultthewind velocity tabe.
Theresut will be light, modeate, orstrang.

3. Orientation: Each amoke marker is placed in ahex but actualy blockstwo hexsides. The
marker isfacal toward a hex vertex, indicatingthat the two bxsidesadjacent to the \ertex are blocked. Smoke
markers may only befaced in sich away that theline of blocked hexes isparalel to thewind drection.

Wind Direction

4

Not Correct

g £
s .

Correct Correct

4. Duration: On theturn of arrival incendiary smoke, place an incendiary smokemarker on the
target hex. At the sart of the rext friendy artillery phase, remove the nmerker.
On theturn ofarrival chemicad smoke, place achemicd smokel maker in the kex. If in alight wind
condition, flip the narker to its chemicd smoke 2 sideat the stat of the folow-up friendy artillery phase. If in
amodeate wind condition, flip the narker to itschemicd smoke2 sideand add oneadditional chemicd smoke
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1 maker one hex downwindat start of the rext friendy artillery phase. At the stat of thefollowing friendy
artillery phaseremove he chemical smoke2 maker and flip thedownwind maker to its 2 sde. In the next
friendy artillery phase, remove theremaining marker.

If thewind velocity is strong, neither type smokeroundcreates asmokescreen; on smoke rarkers are
placed (but IS rounds may still attadk units inthe hex).

B. Effeds:

1. Incendiary Smoke: Incendiary smokeblocks LOS for spoting and fire purpses forall units.
Incendiary smokeis corsidered to be twaelevation levels tall. TheLOS must cossone ofthe twoblocked
hexsides to be blcked.

Incendiary smokemay al socausecasudlties if units @e in thetarget hexthe tun of its arival. See Rule
18.

2. Chemical Smoke: Chemica smoke has the smeeffed as incendiary smokeexcept that units
equippedwith themal sghts (Tl and CITV) ignore the effects of chemicd smole. All U.S. M-1s, M:2s, M-3s,
and M901s & equippedwith thermal sights. In addition, U.S. Dragon gunners have thermal sights,and thus
U.S. Infantry may spotunits throwgh chemical smokeand fire MSL ammunition through it; they may not
observe artillery fire through smokeor fire other anmunition through smole. See the Thermal Sight I maging
Tables. (TheThermal Imagingtables area morecomprehensive list ofunits equipped withthermal gghts and
the CITV sysm sirce the original Assault cane out).

3. Direct Fire Smoke: A few direct fire units are listed as having IS (incendiary smdke)
ammunition. This nay be used in conentional fire, as detailed in Rue 13. In addition, whenever IS
ammunition is used t@ttadk atarget in dired fire, an 1S screen countr is placed inthetarget hex, regardless of
theresult of thefire attack (but not if thewind velocity is strong). Theincendiary smdke screen lags forone
compete game tun strting in theartillery phaseafter it appears. Thus asmoke screen which appears inthe
NATO fire phaseof turn 4 would beremovedat the stat of the WP fire phaseof turn 6.

4. Unit Generated Smoke: Infantry, HQs, OPsand wehicles can self-generate chemicad smoke
through smokegrenades and inthe caseof most AFVs, by dumpng raw diesel fuel on the engine togenerate
the smokescreen.

a. Leg Units: Infantry, HQ and OP uits can produce oneround of chemical smoke. This
smokelast forl game tun fromthe phasein which it was created. Place a chem smoke 2 maker in the sme
hex with the unit generatingthe smole. Infantry smokecan beproduced in either movement orany fire phase.
In fire phases it can becreaedafter fires accur and fire results applied (including after resoluion of oppatunity
fire againstit). In the novement plaseit may be created prior to movementor after movement but béore
spoting attempts. Reard the spdfic unitd s ofissnekeon theammunition record. If using the logistic rules
this ammunition suppy may be replenished. Generating smokein this manner does notconsttute movenent
and aunit does not tave to bein comkat formationto do so.

b. AFV Units: AFVs are equippedeither with snoke grenade dischargers or can generate
smokethrough theengine. All tanksand turreted Infantry fighting vehicles are assumed to be able togenerate
smole. All other AFVs (WP BRDM-2 orNATO M-113s forexample) are equippedwith smokegreraede
laurchers (Seelist forsmokegenerating AFVS). AFVs that survive dred fire combat nay have achem smoke
2 maker placed inits hex at theowningplayerd s creionsAlso, amoving AFV may generate snokein the
hex from which it en¢red isfinal movenent hex. In this case, achem sanoke 2 maker is pleced in ead hex.
Smoke narkers are placed in accordance with rules governing wind diedion and velocity.

c. Shtora Defense System: SovietBMP3IBMD 3s, T-80sand T-90sare equippedwith
the Shoraadive defensesystem aveloped in theealy 1990s(See the Advanced Capabilities Chart). The
system is @signed to awomatially activate in theevent that theSoviet Shtora-equipped AFV is fired uponby
an enemy unit that is usingalaser designator orthe enemy unit is spotting thetarget Soviet Shtora-equipped
AFV using a laser designator. Thesystemalso will increasethe chance for spoting thefiring or spdting enemy
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unit if the enemy unit is previoudy un-spotted Shtoraonly adivates ifthefiring unitis firing on thefrontarmor
of thetarget unit. TheShtoraDefenseSystemadivateswhether thetarget unitis in comlat or march formation,
any time theunit is fired at; the ShtoraSmokegeneratedby the system othy occurs on thevery firsttime the
Shtorasystem isadivated. Each Soviet BMP3/BMD3 class,T-80class ad T-90 classAFV carriesone round
of Shtorasmokeand may beresupplial. Shtora equipped vehiclesreceive a -2 modifier to the basechance
to hit when attacked by enemy ATGM, either laseror wire guided. Shtora Smoke BLOCKS laser
designators. The modifier continues to be aplied even after the expenditure of the Shtora Smoke round.

1. Spotting Procedure: Thefiring or spottng enemy unit mustannource whether
it is using alaser designator. If thefiring unitis unspottedpply the Shora spofing modfier. If the firing unit
bemmes spded, the arget unit is autonaticdly placel in conbat formation facing the &arget andmay engage
thefiring or spottng enemy unit before any enemy missle fire in theresdve fires sction ofthefire phase.
Exception: If thetarget Soviet Shtoraequippedunit ISATTACKING WITH missle attadk onany enemy unit,
the misdieis recrded as fired on theammunition suppy but no attak takes place sincethe Shtorasystem will
disergagethe misdie. In this casethe arget Soviet Shtora-equipped unitmay not fire again in thecurrent fire
phase.

2. Shtora Smoke placement: If the frget unit hasnot expended around of
Shtorasmole, the avning player may place a Shtorasmokemarker acrossthe hexsides throgh thefrontalarc
of thetarget unit. Shtorasmokelast untilthe keginningof thenext movement phasesfter which it was placed.
Reaord theuseof Shtora smoken theammunition record for that unt. Shtorasmokemay bereplenished if
usingthe Logistics Rues.

d. Chemical Smoke generators: CSG, sich as the U.S.M-1059and Soviet TMS65, are
vehicles designed spedfi cdly for creaing smoke sreens on darge scde. CSG may creae smoke sreens while
in any formation. CSG smokescreens blak all hex sides ofahex and are 1 level high. CSG smokescreensare
affeded by wind as every other type of snmoke screen. CSGscan generate Snoke screensfor 6 friendy
movement hases. Stationay CSG smokescreens are creaed in thefollowing manrer:

1. PlaceaHEX 1 smokescreen inthe CSG hex and aHEX 1 smokecountr in the3
contiguous lexes fromthe CSG unitin the dredion ofthewind as dtermined at
the strt of the game. (If there is lightwind, ONLY placeHEX 1 countersin 2
contiguouscounters indirection of wind.)

2. If the CSG continues to generate smokein the next movement plase, place 3
HEX 2 smokecountrs in the mxt 2 contguous texes inthediredion ofthewind
extendingfromthe HEX 1 countes. (If Light WIND only placeoneHEX 1 smde
counterexending fromthe counters plaed initially.)

3. Thesecountrsremain inplace as long as the CSG is onand producing smole.
When the edsion is maddo end smokgeneration, emove theHEX 1 smoke
countas and replace the HEX 2 smokecounters with theHEX 1 smokecountes
at thestat of the2™ movenent phasdollowing cessatiom. On thenext turn
remove theHEX 1 counters if no new smokeis produced.(If Light Wind, Smply
removethe HEX 1 smée countes).

Moving CSGscan also produce smokesimilar to smokegenerating AFVs as follows:

1. PlaceaHEX 1 smokescreen in each hex that CSG mowes throwgh. The HEX1
smokescreen countes are removed at the beginning of thenext friendy
movenent phas.

Rule 20: Cannon-launched Guided Projedil es and Precision Guided Munitions

Cannonlaunched Guided Projedilesand Precision Guided muritions providethe artillery with the
cgpability to make pin-point strikesagainst specific units ratherthanattacking a hex. Thesewegponsystems
rely onlaser designation orin the caseof PGM GPS coordiretes.
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A. Firing CLGPs. CLGP fireis recorded as anormal fire misson on with a sedfi ed target hex. PGM
muntionsare available for mortar and Racket systemsas identified on thelndired Fire Data Clerts.

B. Directing Fire: CLGPs impad duringthe artillery phaseand count asnormal HE attadk on te target
hex unless tly are directed by a designator unit. They may bedirected toany hex within four hexes of the
target hexprovided thedesignator unit hasan urobstricted LOSto the aksignated hex and its range is no more
than 24 lexes. TheCLGP attad is then resolvedagainst any only one AFV unit in the tex as an anti-armor fire
with a bease hithnumberof 8. Hitsautomaticdly penetrate and do notneed to beconfirmed.If the CLGP attack is
dirededagainstan AFV unit, theeis no HEattack.

C. Designator Units: The laser designator is notcapable of penetrating smoke, and thus smokelways
blocks theL OS forpurposes of dreading fire, even if the designator unit has thermal sghts. Any casualty in the
designator unit eliminags its ability to desgnate CLGP fire.

All AH-64D, Ka-52, OR58D and M2A3and M3A3 Bradley units have the cgpability to laser designate
for CLGPsandall laser guidedwegpors.

Theprecticein theU.S. Army was to asgyn FIST to mechanized and armor companes. Each Brigade
alsoisassgned three COLT teams (Combat Olsvation and Lasing Tean). Each FIST is consideed a
designator unit. Each OPhas adesignator assgned toit. Designatorsare no longer assgned as gecial
equipment to unis. Laser designators will adivate the Sovet ShtoraDefense Systemof target units.

TheWP T-12 100mmcannon fas alaser designator assgned toit butit mayonly beused to deggnate targets
for the ATLOATGM.

Rule 21: Ammunition Supply

Given the tme scde of Assault, it is possble for most uits in thegame to bun throwh their basic load
of ammunition. This isparticularly true of most unts equipgd with missiles. Hovever, themechanics involved
in keepingtrad of each game shotare such that is rulds not ecmmended for players until they are
thorowhly familiar with the gime nedanics. At that pant, players may keep track of ammunition in those
wegpons wheh have 3 orfewer shotsavailable. Finally, experienced players may wish to keep trad of all
ammunition expenditures

If WP SPG9, SD-44, orM-29 (anyweapon wth a mobilty classofs") units ever moveby thenselves
(i.e. otrer than being transpored), their ammunition suppies are reduced to atotal of 4 rounds of thewning
playerés choice Mark this fad ontheammunition record.

A. Ammo Supply: Thedired and indiect fire data charts listtheammunition awailable in terms of
game fires that nay be made. Each time aunit fires, regardlessof the number of steps ithas, it uses oneunit of
ammo.

Indired fire units consume oneunit of anmo per turn that tiey fire unlessthey fire at Max ROFor they
conduct direct fire. If they fire at max ROF, they consumeunits ofammunition equal to theirMax ROF
multiplier. If they conduct direct fire, they consume oneunit of ammunition perfire.

If theammo suppy column of thefire data chart lists onecomhined value for two different round(for
example, HEAT and HEfor theU.S. M-1), these are actually the same round, which comhines anti-armor and
conventional fire effeds. Useof either roundreduces thecomhined ammo suppy.

B. Ammo Use: Both dayers shold have an ammo record with a sparate line for each type of
ammunition carried by each unt. Thequantity of around remainingto the unit shouldbe changed each time it
fires. Once a unit has exhausted its bsic load of ammo, thatammo type may notbe used again until resuppled.
(See Rule 22Logistics)
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Rule 22: Logistics

A. Resupply Operations

Log bases are the administrative and logistical assets of tacticd units such as Battalion (NATO)
and Brigade/Regiment (Warsaw Pact) or operational units such as NATO Brigade/Regiment/Divisions or
Warsaw Patt Divisions/Armies. In order to function as aresuppy/repair point, theLog Basemustbe deployed.
TheLog Baseassgned carrier unit mustremainwith theLog Base. NATO Log Bases containenough supjpy
for 3 resuppy operations. Warsaw Pact Log Bases containenough resuppy for 2 resuppy operations. One
resuppy operation will provide onelogistical packagefor each Logistics transporgtion unts (LTU) or
subordirate to the suplying Log Base(in addition to organicdly assgned transporgtion unis, any wheded
vehicle or helicopter with acargo rating may transport Log Pacs). A Log Pac marker is placed urder each LTU
present. Each tectical logistical package containsenough suppy for oneNATO combatcompay or one
Warsaw Patt battalion.NATO Tadica LTUs are assgned to gedfic companes; Warsaw Pact Tacticd LTUs
are assgned to battalions. TheOperational LTUs are not asggned to aparticular unit but may be used to
resuppy any of thesubordinatetacticd Log Bases. Any cargo or transportvehicle may beutilized as aLTU.

1. Determining avaiable Log Pacs: Thetotal numberof available logistical packages forahigher
edhelon Log Baseis dependent uponthe numberof combat unis assgned to the parent Brigade or Division
after Cross Ataching has occurred. A higher level Log Pac will fully restock a Bn/Rgt/Bde Log Base with Log
Pacs fordistribution to subadinateunits.

For example, aSoviet Division hes 3Regimentsassgned toit. TheDivisional Operational Log Base
will have 3 Operational Log Pacs imes 2resupplyoperations foratotal of 6 Operational Log Pacs available to
resuppy the assgned Tacticd Log Bases. ANATO Battalion hes 6 companiesasdgned toit. Therefore, the
corresponding Bn Tactical Log Base will have 6 tadica Log Pacs imes 3resuppy operations foratotal of 18
tacticd Log Pacs available toresuppy sulordinate combat unis.

2. Procedure: Logistics transporgtion unts (LTU) can load upwith logistic padkages by remaining
adjacent to or sbcked with its parent Log Basefor a numberof Log phases (see Resuppy table). LTUs then
proceed tomovein regular friendy movement phags tothe HQ unit of theunits to beresupplied LTUs move
as ifthey are alwaysin combat for mation when carr ying a LogPac counter. The 2 point operations point
expenditureis paid by the LOG BASE or higher headquarters aly once on the first turn that the LTU
moves tore-supply units. This costis paid per stack of LTUs. For example; a stack of 4 LTUs haspicked
up a Log Pac counter each to re-supply 4 different battalions. The LOG BASE pays 2 gerations points
for the entire stack to enter combat for mation and move. A sack may be of any size LTUs nust ocupy
the @me hex as resupplied HQ unit to resuppy that unit for the numler of phases as indcated by the Resuppy
table. Resuppy Opsconstitute the suppying of logistical packages toLTUs or thedistribution oflogistical
padkages toLog Bases rom LTUs. ATadica Log Pac will fully resuppy ead combat unit subordirate to the
HQ unit up toits basic lad of munitions. Disprsed, skaken orbroken combat unis may not receve resuppy.
Combat Units ray not move or fire while being resupplied. An Operational Log Pac will resuppy a Tadicd
Log Baseup toits full basic load cgpacity. Once an LTU has conducted aresuppy misson, theLog Pac is
removedfrom themap. TheLTU may notreturnalLog P&t to its paent Log Base.

For exampk, a Sviet T80 BnHQ with 9 assigned platoons has latoonsthat are dispergd. A

resupplyoperation wil only resupplythe remainng 5 w-dispergd platoons and th&nHQ up to their garting
basicload.

- Soviet LTU !chiet Regimental tactical Logigics Base
LOG LLLE
RIS WSS Tactical Log Pacs H/8lE2 = Operational Log Pac
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3. Log Pac Losses:Nothingmakes an commander happierthan te destruction ofan enemy suppy
chain. Losses of. TUs orLog Bases dow orrestrict theamountof suppliesavailable to subordiate units.

a LTU Losses:
1) If aBattalion/Company LTU losses a step itcan only resuppy ¥z (rounced down)
of theunits/datoons of acompany.
2) Operationa Log Pacs require 2 sieps of units taransportBrigade or higher LTU
% stiength LTUs ortransport vehicles may nottransport Oprational Log Pacs but
may comhnewith other ¥2 stength LTUSs to tiansport Operational Log Pacs.
b. LogBaselLossesif alog Baseis destroyed in combat itmay beremnsttutedby the
next available higher Log Base. For example, abattalion logbhasemay be reconsttutedby
a Brigade/Regiment Log base, or a Division or hgher log base. To remnstitute alog base
requires theexpenditure of 1 Resuppy operation by the Log Baseconductingthe
operation. Thedestroyed log baseis then placel badk on the nap in the same phbce as the
Log Basecondcting the operation. AnLTU sulordinateto thereplacing Log Baseis
assgned as transportfor therecnsttutedLog Basefor theremainder of the
scenario/operation.

B. Maintenance and Rewvery Operations

Maintenance and Revery Operations (MRO)of Logistic Bases cover thoseadions equired to return
combat émaged unis tofull strength.

A. Procedure: TheMRO can recmver .5armored combat \ehicle (ACV) step pr armaed recovery
vehicle (ARV) for Warsaw Pact and 1ACV stepsper ARV for NATO assgned tothe Log Base.

1. Recovery: In order to recover an ACV, an ARV must emain saded with adestroyed ACV
marker for 2 MRO plases. A tank orapcin-tow maker is placed under the ARV at theend ofthe 2hd MRO
phaseand thedestroyed ACV marker is removedfromthemap.The ARV may thenproceed to return to its
assgned Log Basein the next movement plase. Un-recovered ACVs are lost at the moment anenemy unit
enters its hex.

2. Maintenance The ARV must stak with its parent Log Basefor oneMRO to df-load the
damaged ACV. For each ACV off-loaded, theappropriate numberof steps of theapprapriate type isadded to
the Log Base Record (LBR). These steps may beused to puchase replacement unis forthe rext operation.

B. Replacements: Replacement unis can becreded in the pre-game gtup prior to pladng any units on
the map.
Players are not required to useany recovered sepsavailable to them.

1. Select Units to Replace: Units that vere recovered may only bereplaced by units of thesame
type. For example, if M1A1 unit 1A2-34 was cestroyed and recovered it must bereplaced by the same unit
counte; in otherwords,it cannot be pgraded toan M1A2.

2. Update Log BaseRecord (LBR): Subtrad the numberof steps used toe-build the
Replacement Unit fomthetotal ontheLBR. Thesteps ued must be othe sametype. For example, to rebuild
theaforementioned MA1, the payer must usesteps fomthe AFV box, notthe AIFV or theWV box.

3. Strength: Players may build onestep uitsif desired. Place a hit marker under the phtoon
counterif the unit is aregular size platoon.Examples of ARVs:

. NATOMSSA2 ARVESH BTS2 AR\ K &l DESTROYED VEHI CLE MARKERS: Wheded
vehicle -WV, Amored Fighting \ehicle (TANK)-AFV, andArmored Infanty Fighting \ehicle (APC)-AIFV
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Il. Helicopt er Operations

In these rules, helicoptes are treaed generally as AFVs-although with svera exceptions, most
obvioudy their ability to fly. However, unless a pedfic exception isgiven below, every rulein Assault which
applies to AFVs aso applies to telicoptes.

Helicoptas are mohility class H,and are also identified as type H on thespotting tables and the
conventional and indiect fire defensetales.

Rule 23: The Airmobile Reaction Phase

Theairmobile readion phaseis anadditional phase insated into ech player-turn ketween the
firstmovement plaseand thefire phase. Thisis aspedal movenent phase in which thenon-phasing player (the
NATO player in theWP player-turn and theWP player in theNATO player-turn) may move his lelicoptes.
Thesequenceis asfollows:

Warsaw Pact Player-Turn
Artillery Phase
First WP MovementPhase
NATO Airmobile Reaction Phase
Second WP MovementPhase

NATO Player-Turn
Artillery Phase
First NATO Movement Phase
WP Airmobile Readion Phase
Second NATO Movement Phase

Theairmobile readion phaseis identicd to amovement plasewith thefollowing exceptions:

A. Command: Theonly units which recave operations points or @form command functionsin this
phaseare helicopter HQs, and orly helicopterunits may be affeded. A helicopterHQ is any HQ with a
helicoptersilhoLette.

B. Movement: The only units which may moveare the na-phasing playerés helicoptea's. (Exception:
the nonphasing playeré stherunits may mount or dismount from helicopérs duing this phase.) Helicopter s 6
movenentin this preseis in addition to movenentin the two moement plases.

C. Sotting: Any digible units of thephasingplayer may attemptto spotin this phase, butmay spot
only helicopters which are moving (and mourting/dismouning units). Of the non-phasing playeréGs units, oy
helicopta's may spot, butthey may spotany units.

D. Opportunity Fire: Only helicopters and mouwnting or dismouting units are vulnerable to
oppatunity fire.

Rule 24: Helicopter M ovement

A. Maneuverability: Every helicopter has amaneuverability rating as asuperscript to its movement
rating. The lower the rating, the mae mareuverable thehelicopte.

B. Formations: A helicopterin march formation is 1ying at medium altitudeand modeate to hgh
speal. A helicopter in combatformation is 1ying at low atitude(nap of the eath) and low sed. Movement
rules are different for the two.
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1. March Formation: Thehelicopterpays 1 MPfor each hex entered, regardless of terain. It
may enteronly the hex it is faang. A change of facing costsMPs; the helicopterpays MPs equal to its
mareuverability for the first hexside ofchangewithin ahexd  ays MPpequal to twiceits mareuverability for
theseaond orthird change within ahex. Thus, achangeof 180 Eacing change within asingle hex would cost
five times thehelicoptads mareuverability.

2. Combat Formation: Thehelicopterpays MPs equal to its mareuverability for ead hex
entered, regardlessof terrain. It may entereither of its two font hexes and may change facing, without cost,
immeditely before entering anew hex. It may also change its facing, withoutcost, at theend ofits movement.
A helicopter pa/s MPs equal to its mareuverability rating for each changeof facing within one lex on the
second and subse@nt change. It woud cost a felicopter wice its mareuverability rating to mkean 18 0 U
changeof facing within a sinde hex

Helicopteas which have landed orwhaose morale has brolen arein no formation; a bnded helicopter may
not move except to take off, while abroken helicoptermovesas if in march formation.

Rule 25: Landing and Taking Off

A. Landing: A helicopterin eitherformation may landat theend ofany friendy moveament pha. It
may land ony in clea or urban stripterrain. When ahelicopterlands, pace alandedmarker under it. A
helicopterwhich has landed isin noformation and facing is unimportant. It may not move except to takeoff;
units may mountor dismoun. It may not fireits wegpons.In all otherrespects (except for its uritary armor
value)it functionsas an AFV. References to telicopteas in subsequent rules do notapply to helicogers which
have landed.

B. Taking Off: A helicoptermay takeoff at the beginning of any movenent phag. It may assune any
formation and faing without expending operations points.

C. In and Out: A helicoptermay enter ahex, land, dismounteg-mohile personrel units, take off again,
and leave the hex in thesame moement plase. This action may be performed inany formation and costshal f
the telicoptad s ementallowance Only legmohile personrel units may dismount;no unts may mourt.

D. Movement Effeds: Landingand taking off are considered movement for purposes of qoerations
point expenditure, spottng, oppatunity fire, and pass-through fire. A helicopterin comkst formation, and
which did notmove in the pbse, may entercover as it lands.

Rule 26: Helicopter Combat

A helicoptermay firein thefire phaseeven if it moved in thefirst movement phag; however, a
helicopterwhich mowesin thefirst movement plaseor thearmobile reaction presemay not fire Msl
ammunition in thefollowing fire phase.

A. Firing in March Formation: Unlike groundunits, ahelicopterin march formationmay fire, with
certain restrictions.It may only fire within arestrictedfield offire, as shavn in thediagram below.It may not
fire Msl ammunition, and nay not fire at arange of 0. (Note: theNATO UH-1, UH-60,CH-53, CH47,and

SA330may not firein march formation).
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B. Firi ng in Combat For mation: A helicopter in combatformation may conduct opportuniy fire even
if it is not undercover, but it may not fire Msl ammuntion inthearmobile readion pleseif it moved inthe
firstmoverent phas. (Thisrestriction onfiring Msl ammunition mst refer to opportunty fire by the phasing
player in thenon-phasing plagr 6 s alereact@niphas).

C. Firi ng at Helicopters: Fire against helicopters is esolvedin thesamemanner asfire at AFVs with
thefollowing exceptions:

1. Armor: A helicopter has asingle armor value which applies to both font andflank shots.
2. Conventianal Fir e: Helicoptas are fully affected by all conventional fire rounds, not jusHE.
3. Limitations: AAMs (see Rule 28)follow their ownrules. Theabilities ofother weapons to
fire at ahelicopterdepend on whetherthe helicopteris stationay. A helicopteris stationay if it is unar cover
or isexeautingafire popup (SeeRule 27.
a. Stationary Helicopters: Any direct fire wegpon may fire at a stationay helicopter.
Weagons énd ammunition) marked on the died fire data charts with oneor two asterisks (* or **) fire without
penalty. Other wegronshave their hit changes (for anti-tankfire) or fire values (for conventional fire) haved,
dropping fractions.
b. Non-stationary Helicopters: Only wegpons(and ammunition) marked with one or
two asteisks (* or **) may fire at a nar-stationay helicopter. Wegonsmarked with two asterisksfire without
modficaion. Wegpons narked with a shgle asterisk have their hit changes helved, dopping fradions.

Rule 27: Popups

Helicoptas in comlat formation may perform popups. Tare are two types: spotting popupsand fire
popups.In bothtypes, the helicopterexpends MPs equal to its mareuverability and rises to a Ingher level in the
hex (14 is the naximum). Units performing popps are spottedas if they arein clea terrain.

A. Spotting Popups: A spottingpopup nay occur a any time duing movement. Thehelicopterrises
and returns togroundlevel in the sme plase. Thus orly spoting and opprtunity fire may occur while itis at
higher level. (Exceptions: seerules 28and 2).

B. Fire Popups: A fire popup nay occur at theend of movenent. Thehelicopter rises and remainsat
the high level until the keginning of thenext friendly movenent phae or airmohile readion plese, at which
pointit returns togroundlevel. Thusthe unit may spot, @rform oppatunity fire, and participatein combat
duringthefire phase (unlessit popped up in theesond movenant phag) atthe higher level.

C. Movement Effeds: A popup isconsicered movementfor purposes of operations point &penditure,
spoting, and oppatunity fire. It does not pevent a helicopterfrom firi ng Msl ammunition (if it did not
othewisemove in the pase).

D. MastMounted Radar: TheLongbow is afire control system avelopedfor the Tiger UHT, Apache
AH-64D and the OH-58D.The WP Soviet Mi-28N has asimilar system.NATO Tiger UHT, AH-64Dsand OH-
58Dsand Soviet Mi-28Nscan spotand conduct combatfrom 1 lewel higher than they adually are without
performing apopup.For example, aU.S. CH-58D at level two condLcts spotting as if it were at level three.
This appliesven if the helicopteris under cover; therefore, NATO OH-58Ds and AH-64Ds and Soviet Mi-
28Nscan conduct spdtingand fire (including anti-tank misdlie fire but notAAM fire) from unaer cover without
having to perform apopup. The Tiger UHT only condLcts spotting and notcombatusingthe mast mounted
radar. A helicopterequipped with a nastmountedradar is notconsidered moving for purposes of operations
point expenditure, spottng, and oprtunity fire unless itadually performs apopup.

43



Advanced Assault
Rule 28: Anti-Aircraft Missiles

Anti-aircraft missles (AAMs) are aspecial type of ammunition which ray be fired orly at helicopters.
For game purmposes, theterm AAM includes bothsurface to airmisdles(SAMs) and air to air missies (AAMS).
AAMs may fire at stationary or non-statiorary helicoptas withoutpenalty.

A. IR Homing Missiles: AAMs marked with a+ on thefire data chart (all the ores inthis game (Boots
& Saddl®)) areinfrared homing missles.IR haning misslesadd the idrared signature of their target to their
hit chances. For example, if a Stinger AAM is fired at aMi-24E at arange of 10 hexes, the lasehit chance of 3
is adaed totheMi-2 4 BRssignatureof 2, for acombined 5 60%) chance hit. IR misslesare unaffeded by
cover.

A helicopterwhich performed a spoting popup diring thefirstmovementphaseor armobile reaction
phasemay fire IR homng misslesfrom the Ingher level in thefire phase.

B. Stinger and SA-7 (All MANPAD SAMs): TheNATO and WP forces both possess smashoulder
fired AAMs whichare distributed amongtheir maneuver units forlocal protection. Onessue (two shots) of
Stinger is given toeach mareuver compay in each NATO armored, medhanized infantry, cavalry, and infantry
battalion. Maneuver companiesare all companes except battalion HQs, ©Cs,and sout, mortar andanti-tank
companes. (Note: Antitank companiesare not maneuver companes).

Oneissue(2 shots) ofSA-7 isgiven toeat maneuver company of WP mator rifle and air
mohile/Desant battalion. Maor rifle battalionsare 16 and 17.(See the Homepagefor each Country for
available MANPADS)

Onecounterin ead company carries theAAM. Any courter (including the company HQ and the
transport \ehicle of an infantry platoon)may be so designated; mark thisfad in theequipment setion ofthe
ammunition record. The AAMs may not be trangerred to a different courter, and if thecarying counteris
eliminated, soarethe AAMSs. Infantry may fire AAMs while mourted in groundtransport.(As a player ad,
generic MANPADS caunters are available in theNeutral Markers Section)

C. Other SAMs: The UK Stormer/Stastreak SAM uses éser guidance during its attad profile. For UK
Stormer/Stastrek do rot apgdy the IR modfier.

Rule 29: Laser Designated Missiles

The Msl ammunition carried by the NATO AH-64 isthe Hdllfire; the Msl ammunition carried by the
WP Mi-24E is theAT-6 Spira (the AT-9, AT-9, AT-10,and AT-11); bath of theseare laser-designated
misgles,with severa special charaderistics.

A laser-designated misdlie may befired even if the helicoptermoved,and a helicopterwhich performed
aspoting popupduring thefirst movement ptaseor theairmobile readion phasemay fire alaser desgnated
misdle in thefire phasefrom the hgher posiion. In boththesecases, anotherunit mustbe cgpabl e of
designating the arget. NATO groundunits withlaser designators (see rule 20), FIST-V, any AH-64, OH-58,
Soviet Mi-24D/E, Mi28N, Ka-52, French Tigre, German Tiger, and Italian A-129 Agusta in thesame company
may designate for laser guided misde attacks. Any Mi-24D/E inthe same compaly may designate for Mi-
24D/Es. the esignating unitmustnot havemoved in thdirst movement plaseor armobile reaction preseand
musthave an unblocled LOSto the &rget. Maximum rangefrom desgnator to arget is 24 fexes.

A. ADATS: ADATS (Air DefenseAnti-Tank System)is used exclusively by the Ganadian Army.
ADATS (developed by Oerlikon-Contraves) is mourted onan M-113carrier and can engage bothAFV and
aircraft. At thestat of the game theNATO player mustdesignate which ADATS unitis in air-defensemode
and which one isn anti-tank mode. Thigan be notedas across-attachment Smply by placing either AD or AT
in theblock. ADATS functionsas alaser designated missle for combat puposes.
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Rule 30: Radar

TheWP ZU-23, ZSU-23, SA-8, and ZSU-30/256; theNATO ADATS, Gepard, Rolandand M-988(the
M-988 Sgt York never entered into U.S. grvice) and theFinnish ITPSV-90all possessadar (See the
Advanced Capability Charts in the Charts & Tables £dion and the Unit Data Cards). A unitwhich has
radar and is in combt formation automaticdly spots any aircraft in its LOS. (Exception: the player may dedde
at the beginning of his player turn that theradar of any unitis not beng used, if heso desires. If so, itmay not
beused unil the keginning of his rext player turn).

However, only the unititself is allowed to condat oppatunity fire againstthe spotted &rget in the
movenent phasen which it is spotted. (Exception: An SA-9 or SA13 stcked with oradjacent to aZSU-23 or
ZSU-30 of the same company is linked tothe ZSUG& radar and may conduct opportunty fire in the same
movenent phag). Radar can trace a LOSthrough any type of smole.

TheNATO AH-64, CH-58, MH-60, A-129, Tigre/Tiger, WP Ka-50,Ka-52, Mi-28N,and all CAS
aircraft posessa radar detector; whenever it is spdtedby radar, it automatically and simutareoudy spots the
spotte. Again, only the spoting unit is allowed to condet opportunty fire againstthe spotéd target in the
movenent phasen which it is spotted.

Rule 31: Variable Armament

Thearmament of someNP and NATO helicopters can vary. (See Helicopter Equipment Chart for
complete listing) Unit Data Cards provide mor e accur ate infor mation

A. WP Helicopters: There are three variants of the M-24 and two \ariants of the M-8; Mi-24A, Mi-
24D, and Mi-24E, Mi8C and Mi8D. In game &rms, ttey differ only in their armament. The(original Boots &
Saddles)countas do notdifferentiate between types, athowgh the drect fire data charts do. Each scenario staes
thetypeof Mi-24 orMi-8 included init (if any). (The Mi-28N, Ka-52 and Ka-50 are equipped with vaiable
armamentpylonslike NATO attadk helicoptas. See Sedion B. NATO Helicoptes for use of pylons.)

B. NATO Hédlicopters: TheAH-1, AH-64, CH-58, A-129, Tige/Tiger, SA-341,and MH-60 cary
pylons which can befitted with various wegpons.The OH-58 and MH-60 have onepylon; the AH-64, A-129
(and WP KA-52/50)have four pylons;and theAH-1 has fourpylons, buttwo of them nay be fitted with oy
with rocket pods. At thebeginning of the game, the player selects the armament ofeach pylon of each of his
helicoptas and writes it down on his ammunibn record. Examinethe drect fire data chart. If the ammo suppy
for around is folowed by ap, that round nay be chosen for a pylon; roundswith ammo supjesfollowed by
an r are rocket pods. Onthe AH-1, AH-64, Tiger/Tigre, A-129, M-28N, Mi-50,and Ka52, pylon loads must
bechosn in pairs: two pylons laaded with the sameround, withthe exception that the @yer may chooseone
eadt of the two types ofrocket pods. Theammo supgy is listed per pylon. For example, if the player chooses
two loads oMsl| anmunition, oneHEAT/HE rocket pod, and onA&PERS rocket pod foran AH-64, the
helicopta6 s  anmontnéidn load would be4 Md, 5 HEAT/HE, 5 APERS, and 10SCAP/SCHE.

C. Other Helicopters: The PAH-1 (BO-105) may bearmed with either MSL or AAM ammunition but
not bah. The SA-330, UK Lynx, MD-500, LH-1, and UH-60 carry only ammunition as spdfied bythefire
data charts.
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lll. Engineering
Rule 32: Oveview of Combat Engineering

In game erms,combat engineers dofour types ofthings: they creae improved positons,create
obsades, lreach enemy obstades,and buld bridges and feries tocrosswater barriers. Improved postions
conset of entrenchments, bunlers (entrenchmentswith overhead protedion from atillery burstsand bombs),
and vehicle hull-down msitions. Obstides consist of ninefields, raad craters, anti-tank ditcles, and abatis.
Becauseminefields ae morecompgex than the otler types, they are giventheirownrule.

A. When Engineers Woark: Someengineer operatonscan (ormug) bedone before the game begins.
Others are doneduring the game. All engineer work can becondwctedwithin agame, thaigh it will takealong
time tocompete somdasks. Tlere are 12 game tuns to the houand sane operations nay take severa hours.
Thelength of timefor the engineering operationsare given below, justmultiply the numberof hours by 12 to
get thenumber of gameturnsrequired.

1. Beforethe Game: All improwed positonsand all obstdesexcept minefields must bereated
before the game. Mingfi elds may belaid before or duringthe game. Exception: pant minefields may belaid
only before the game.

2. During the Game: Minefields may belaid duingthe game.All breaches and water crossngs
are doneduring the game.

B. How Engineers Wark :

1. Before the Game: the scenario will specify whetheroneplayer (or both)may do engineer
work before the game,and how nany hours of work may be dore. The rules speify thework each unit may do
in an houw. Improwed pasitions and some olzdesare built with eathmoving points. each earthmower unit
countsas 6 points pehour. Someengineer companiesreceive extra earthmovingpoints representing additional
equipment which hes nouseduringthe game,and is congquently not representedby couners. Sedhe
eathmovingassetsdble.

Reoord competedwork on theengineer log. (Thelog can also beised to keep trackof engnea work
during the gane thatis normallycondwcted priorto thegame. Thatway the engineer unit canperform all tasks
described).

2. During the Game: Engineer work is counted infriendy movenent phases. Units mugt be in
march formation inthe hex in which thework is peformed.Units do no wek if suppressed, Baken , or broken.
Units which doengineer work may not firein the following combat fhase. (The player may have units gop
working if he wantsthem to fire.)

When wark beginsit is recorded in theengineer log. It has noeffed until competed. If aunit stops
working, its progressis retained, and work may be resumed &ter.

3. TheEnginee Log: Thelogis acomgete record of engineer work. Each operation gets one
line, maked as follows:

Done: Chedk this column when thework iscomplete

Location: Put thehex or hexside numler of the oration here. Hexes reed map Ektter and hex
number, for example, E1809-45 mans hexsides 4and 5 ofhex 1809, map EHexside 1 is north (ojust
clockwise ofNorth); number clockwisefromthere. (If using muliple copies of the seme map add asecond
letter; for exampleusingthe abae exampk, thee aretwo Emaps keing used. Onemap would b&A and the
seoond would bé&B. Soif theworkwas leing done on théirst E map it would be witten EA18®-45.)

Operation: Record thework beng done

Time: Write the numier of phases needed for the work to bedore; each phasethat wak is dore,
put a nark after this number until thework is completed.

4. Markers: There are markersfor each enginea operation. When the posions is sptied, put a
marker on themap. For all except minefields, theposition is sptted if an enemy unit has LOSto it at theend of
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movenent or comesadjacent to it duringmovenent. Hull down positionsentrenchments and burkers are built
for protedion and concealment. These positons or unitsn them musbe spotted usingthe spottingulesfor
units unader cover unlessthe spoting unit movesadjacent to it, then itis gotted. For mindield spoting seeRule
34.

Rule 33: Enginea Units

A. Definitions: three terms wsed in therules reed definitions.

1. AVLB (Armored Vehicle Launched Bridge): theWP MTU-55and MTU-72; and the
NATO BIBER,M-60AV LB, M-104Wolverine, Challenger AVLB, and AMX -30 AVLB.

2. Earthmover: Units with a damond ) in theupper right of thecounter areearthmovwers.
Thesearethe WP IMR, and BAT-M; theNATO M-728, M9, PiPz PR, AMX-30 AEV, Fv180, Gnturion
AVRE, and Chidtain AVRE 2.Units with an inerted triangle (+) in theupper right of thecounter arevehicles
that have been converted into eathmovers by the addition of aodozer blade; i.e. French VAB engineering
vehicle.

-

d—1

a. Daze blades: Theseare earthmovingblades thatmay be assgned to any
tradked vehicle unitor any wheded vehicle unitwith 6 or maoe wheds; i.e. jeeps, Humees, Land Rowers, etc.
are 4 wheded vehicles. Theseblades have an inverted tiangle (+) and may perform earthmoving taks at 3
eathmovingpoints per hour and allow theassgned vehicle to function as an eathmower. Armor and
Medhanized Battalions lave 3 arganic dozer blades and Engineer battalions have 4 arganic dozer blades that
may be crossattached to any unit.

3. HeavyVehicle: Any armored vehicle with afrontalarmor of 11 or maeis aheavy vehicle.

B. Single Vehicles: AVLB and ninefield breaching units each represent a single vehicle, indicatedby a
white vehicle silhouette. In dired fire (anti-tankand conventional), oneshot expended by a firing unit allows
for two dierolls againstthe single vehicle (or unit) in onehex. When determining the numier of stepsin a hex
(for fire purposes) orin acompany (for morale purposes) asingle vehicle countsas ony half astep;round
fradionsup.

Rule 34: Minefields

There are three types of minefields (and minefield makers): hex, hexside,and POINT. If three hexside
minefields of the ame characteristics (e below) are laid in the same hex, remove them andreplace them with
ahex minefield. Point minefields ae covered in F below; the rest of ths rde concerns rex and hexside
minefields.

A. Characteristics: Minefields havethree charaderistics in additionto hex/hexside.

1. Density: A minefield is eithersingle or double (D) density.

2. Composition: A minefield is either anti-tank (AT), anti-personrel (AP), or mixed (MX).

3. Camouflage: A minefield is either camouflaged orun-camouflaged. Most minefieldsare un-
camouflaged.

4. Reaording Characteristics: When aminefield is laid, write its characteristics in theengineer
log. Single density, un-camouflaged minefields are assumed unless sgdfi ed othewise. For shat, adouble
density, mixed camouflaged minefield would bewrittenas DMXC. A single density, mixed un-camouflaged
minefield would be just MX.

B. Detection: There aretwo ways to detect a mirefield: spotingit and munningin to it.

1. Spotting: A camouflaged minefield may be spotted oy by dismounted grsonrel units or
Engineering Reamnnaissance units. Theminefield is spotted immeditely when the unitmoves adjacent. (In case
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of ahexside mirefield, adjacent means inany hex which oneof theminefield hexsides is prt of.) An un-
camouflaged minefield may be spottedoy any unit. Theunit attempts tospot as itenters the mifield (mowves
into the fex or crosses the hexside); if the spoting roll is successful, theunit sops short of theninefield and
may move nofurtherin the phase, buttakes nocasualties. Seethe Minefield Spoting Table.

2. Failureto Spot: If aunit fails tospot a minéeld, it runs intothe minéield; roll for losses
(see below). Whetheror notit takes losses, the unit stopshort ofthe mindield and may move nofurther in the
phase.

3. Results: Whichever of the two neansabovecausea minefield to bedetected; ts maker is
immeditely placed on he board. No unitmay enter or cross aminefield during the phasein which itis
detected.

4. Laying in Sight: If a minefield is laid in ahex which is visble to theenemy at thetime, itis
immeditely spottedand the nmerker is placed onthemap.

C. Effeds: AP minefieldsattadk only dismountedleg mohile orstatic units AT minefields atadk only
vehicle units; mixed minefields atadk al units. A mirefield attacks s@arately ead sep which enters its hex or
crosss its hexside. Ahex minefield countsas thiee successve hexside mirefields. (Exception: aunit which
detects a mirgfield by runninginto it is orly attacked orce and orly one step ofthe unitis attaded.) For eath
stepcross the mingeld, roll a die and consultthe mine attack table. (Thusthere are two rolls for afull-strength
platoon.)Thestep is elninated if thenumberrolled is eqal to the number on the &ble.

Note: Minefields haveno friends.Any unit of either sidewhich tries tocrossthe minefield is attadked.

D. Minelaying: Minefieldsare mostcommonly laid by specialized vehicles orby artillery fire. In the
descriptions lelow, all minefields ae un-camouflaged unless dherwise staed.

1. Vehicles: Minelaying vehicles creae hexside mirefields; they create hex minefields by laying
three minefields in the sme hex. A minelying vehicle creates aminefield either on o hexsides ofthe rex it
occupies @, when moving from onehex to anotter (in march formation),on adjacent hexside ofthe tvo hexes.

See the dagram below:

KA
LT
LI

e
Spedfic characteristics of the various mnelayers are given on thaninelayer table. Loadis thenumberof phases
in whichan engineer platooncan load thesystemwith mines.(Exception: a GMZ does not equire an engineer
platoon toload.) Fields: is thenumberof single-density minefields produed; a doubledensity minefield counts
as two of these. Type gives theminefiel d dhasacteristics. Rategives thenumberof minefields laid per phese;
% mens thet it takes twophases tolay oneminefield. Ratesare forsingle or double density, except for theMi-
8, which takes 4 plases tolay a single density minefield or 8 phases fora double @é@nsity minefield.

a. GMZ and MiV: These systemsare cagpable of laying mixed, camouflaged minefields
a halftheirusual rates. The MiV must beacampaniedby an enginee platoon to dathis. The Czech MU90 is
the Czehoslovakian version ofthe GMZ and has thesamecharacteristics. See the Minelayer table.

b. UH-1H and UH-60: Only specially equippedhelicoptes, found inarmored cavalry
regiments, @n lay the M-56 anti-tank mine No loadingis necessary; it ernters theboard loaded and cannot be
reloaded. (A helicoptercan beresupplied at theegimental Log Basef using the optionalogigic Rule 22. It
wouldtake 6 Logigic Phases toreload one llicopter and onlyonemaybe loaded @r Log Ba®.) The6 simgle
density fields must be &id in two groups of3; thedouble @nsity minefields mustbelaid as onegroup. The
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minefields in ead group mustform acontinuous, na-overlapping line(i.e. hexside mirefieldsin one straight
line). Theminefields are laidas fast atthe Felicopter can move.

c. Mi-8: Mi-8 helicopteas can lay mines. Thehelicopte's enter loaded and can lay single
density minefields at therate ofone in four phases or double density minefields at therate on mein eight
phases (couning theairmohile phase.)

d. Oter NATO Minelayers: NATO minelayers such as heU.S. M128 may laymines
during the gamein the same fashion as he GMZ and MiV. Only the MiV requires
an enginee platoonto be present. See the minelayer table.

2. Artillery: Minelaying by artillery fire produces a pattern of several adjacent, hexminefi elds.
Thesize varies, as given below. Thefire misson ader mustlist eat affeded hex and the minéeld
characteristics.

a. FASCAM (NATO): Thesemines are fired by M-109, AS90and GCT155mm
howitzer units. Thee are two types ofrounds: AT and AP.In asingle fire misson, AT may befired at a sirgle
hex or apattern of four hexes (see diagram); AP is always fired as afour hex pattern. The numberof steps
required for afire misson ofead type is given on theFASCAM table. Note that althowgh somefire missons
requireonly onestep, itis not posible toassgn afire misson tolessthan aplatoon(two sepsat full strength),
in this @ase, the patoonmay fire two adjacent patterns,or the phyer may choosenotto fire the extra step.(In
reality, both stes firethemisson in halfaturn.) AT and AP firemay becomhned in one missiono produce a
mixed minefield. A single density minefield may beadded to anexisting minefield to produce a double ansity
minefield. An AP minefield may be added to anexisting AT minefield (but notthe other way around) to
produce amixed minefield.

Direction of fire from artillery unit Target Hex

N

FASCAM Minefield

b. WP Artillery-Emplaced Mines: Very little is knownabout WP artil lery emplaced
mines except that they exist and are fired by the BM-27 rocket launcher (There was around for theBM-21 as
well. It fired AP orAT rounds Allowfor theBM-21 to fireeither an AT or AP minefield usingthe same
characteristics as theBM-27). Onestep in e fire misson produces onehex double @nsity AT minefield or
two adjacent sngle dengty AT minefields. A full grength platoon ofBM-27s prodeges two doubladensity
adjacent pattern orfour single density adjacent four hex patterns (as shavn above).

3. Minelaying before the Game: The pre-game minelaying tablegives minefields kid perhour
for each minelaying vehicle counte, for single/double density minefields. Eah scenario aso giveslimits; the
total number of single density minefields a\ailable to theplayer (suppy limits).

E. Minefield Breaching: there are two mainways used to keach minefields quckly; mine
plows/rollers and rocket fired explosve linecharges. Minefield breaching requires equipment ony; enginee
asgstarce is not neessay.

1. Plows/Rollers: Each NATO and WP tank kettalion hes aset of mine plows,rollers, or
comhination units @I of which aretreated the smein theserules and are hereafter referred to smply as
firollersd). At the beginning of thegame each battalio n foléers must beassigned to a ank platoon andrerded
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on theequipment roste. They may not be tansferred later. A tank platoonwith rollers attached has its
movenent allowance reduced by one. To breach all minefields on asingle hexside orto bread ahex minefield,
theroller platoonmust pay one additional movenent pant in addition to coststo ener thenew hex. For each
minefield breached by rollers, roll adie on themineattad tableto determineif the roller is destroyed. (Roll
three timesfor ahex minefield.) Theminefield is breaded even if theroller is destroyed. West Germanrollers
are never destroyed (adually theseare chain flails). The platooncan breach as many minefieldsin aphaseas its
movenent allowance allows. (As a player aid MICLIC counters areavailable in the Nutral Marker section).
TheFinnishRA140 is adedicatedroller vehicle.

2. Line Charges: Long tubes filled with explosves are fired by rocket over theminefield, and
then attonaed to aede abreadh. Line charges are fired duing the mowement phas.

a. MICLIC (NATO): Thisline chargeis towed behind a tink (or dedicated AFVs such
as theU.S.M-58 or UK Giant Viper); one $ep can tow twocharges, assgned as equipment before the game.
(TheM-58 and Giant \fier carry 3 charges). Each enginee company has three charges available. These
charges may be cross-attached totank orarmored personrel carrier (tracked). If attached separately, place a
MICLIC courter underneath thearmored vehicle unit. If afull strength patoontakes ahit it loses lalf of its line
charges (fradionsrounded up). Thelinecharge breadies onehexside mirefield (or 1/3 of ahex minefield). The
towing vehicle mustbegin the moement plaseadjacent to the minéield and may notmove. Only oneline
charge may befired across a sigle hexside in onemovenent phase. (As aplayer aid MICLIC counters are
available in the Mutral Marker section for usewith nan-dedicated vehicles, i.e. M1 tank)

b. M-1979(WP): The M-1979 is adedicated line charge vehicle. It can bread all
minefields on asingle hexside(or one hex minefield) in asingle mowement phage. TheM-1979carries enough
charges for four hexside mirefields. TheM-1979mustbegin the movenent phaseadjacent to the minéield and
may not move except that it must enér thehex if breaching ahex minefield. The Czech SVOis the
Czedhoslovakian version of theM-1979 and has theamecharacteristics.

3. Visibility: Both rollers and MICLIC are easily visible to theenemy; when aunit is spotted the
owningplayer must statef it is So equipgd.

4. Effeds of Breaching: When aminefield is breached, place abreach marker on it. If the hex or
hexside stll has un-breached minefields, place a partial breach maker instead. For example, if a playerd sollers
are destroyed on the scond dieroll against a hex minefield, the minefield is oy 2/3 breached. The players will
have to remenber theexad extent ofapartial breach (easiy done by making o notaion onthe Engneeing
Log). For hex minefields, the breach mustleare the minefield hexon aspecific hexside,which can be any of
the tlree hexsides not adjcent to theentry hexside.Orient the breach marker to indcae theexit hexside. No
unit except the breaching unitmay move through the breach in the moverrent phasen which thebread is
mack. In subsegent phases, units @y one movement to erdr thebread in addition to otherterrain coss.

F. Point Minefields: Point minefields ae laid before the game.An engineer platoon @n emplace three
point minefields perhour. All point minefieldsare sirgle density, mixed, and camouflaged.

1. Location: Point minefields aelaid at a shgle point within ahex. There are three possble
locationsattached to aroad crater or abatis, on aroad, orat ariver crossing.

a. Attached: Units attempting to breach or cross thecrater or abatis encounterthe
minefield.

b. Road: Theminefield is placal on aroad hexside.Only units usng theroad (moving
alongit in march formaiton) encounter theminefield.

c. River-Crossng: A river-crossingis the point at which a r@ad crosss ariver or stream.
Theminefield is on oneside orly (which must bespedfi ed). Units attempting to usethat lacation as a bridgeor
ferry site encounterthe minefield.

2. Breaching: A point minefield may be cleaed (removed)in 12 phaes by an engineer platoon.
More than oneplatoonmay work at once mark the log twice each phese if two platoons prticipateand so on.
Thisis the oy method whichworks onabatis. Roadsand river crossings can also bebreached by roller.
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Craters can bebreached by roller, then crossed by AVLB, and then lpeaded again by roller; theroad is not
clear until the £cond kreadh. (Line charges do not beach pointminefields). The Finnish RA140 functions as a
roller.
G. Minefields Cambined with Obstacles: if a hex or hexside mindield owerlapsabatis oranti-tank
ditch, the minéield must be teached twice: oncebefore and orce after breaching the obsaide. This pracedure
is necessay for road craters only if the player wantsto clear theroad.

Rule 35: River Crossing

A. River and Bank Types:

1. Rivers: In previous games ofthe ®ries, itwas assuned that thee was abridge wherever a
road crosses astream; when theengineering rules are used, this isno longer true, and a non-amphibious
wheded vehicle may not cross astream urless a Ibidge has been buit there.

Bundadeshwehr introduces three types of river (in addition to streams)as shown on theetrain key. None
of them may be crossed except by amphibious \ehicles. Streans and dep streans ae 20megrs wide. Narrow
(hexsiderivers are from 20 to 150meters wide; wide (hex rivers are greater than 150 metrs wide; ariverés
exad width isgiven in the senario description.

2. Fords: Deg steamsand rerrow rives may have fords. Aford hexside tas the sme
characteristics (except for width) as astream.

3. Banks: A riverd sank$ restrict crossing operations. Tlere are three possible bank conditions,
shown ortheterrain key, which may differ between the two sids of ariver. If no banksare shown,condiions
are excdlent; there are no restrictions.If either bank is mpassabg, theriver may notbe crossed thee. If the
bank is intermediate, thae are no restrictions orswimming vehicles and PTS-M ferries, but thébank must be
improved before abridge or ferry (other than PTS-M) can operate.

4. Bank Improvement: An intermedate bank must be improed before a bridge or ferry can be
establshed thee. The entry bank must be improed before the work can begin on asembling the lridge or
ferry; thefar bank mustbeimproved before the bridge or ferry can begin operation. Bank improvement takes an
engineea platoon,or earthmower 12 phases. If two units wak at the same time, mak off two phases on the la,
and so on.

B. Bridges: When work begins ona bridge, place abridgesite marker in the hex. Record thetype of
bridge and numbeof steps readed to cross theiver on theengineer log under operation. When wark is
finished, flip themarker over to abridge. Units may begin crossng the lkridge on the phaseafter work is
competed.

Bridges may be attacked by conventional or indirect fire, (and lbmbs ifusing the Closéir Support
rules)and are countedas wegrons.Suppresson has noeffed. If one or more stepsare eliminated, they mustbe
replaced (at thesamerate as the Iidge is buit) beforethe bridge may resume operation.

1. AVLB: An AVLB may beemplaced across astream ordeep stremin 1 plase. Thevehicle
mustbegin the phase adjacent to the steam.

Up to thee BIBERsmay be conrected to bidge small rivers. Thefirst BIBER takes onephase, the
secondand third BIBER take two phases ead. Total lergth is 33 neters for two and 45 medrs for three.

2. TMM and EFA: Onestep ofTMM bridging croses a $ream or cg dream. Sepscan be
combired to any éngthto crossrivers. It t&kes 4phags tolay onestep, at 20 mters gr step. When aTMM
unitd sepsshive been laid, remove the counter(leave counter in plae andplacea bridgemarker ontop ofit.
Onestep of EFA bridgingrosses a stam or aep steam. Sepscan becombined to crossivers. Ittakes 1
pha®s tolayon sep, at 25meters @r sep. Whent h e u n i tvebsen Iadttodhe desirdd Eengthplacea
Bridge marker on top ofthe EFA.

3. Ribbon Bridges: Ribbon kridges can be used only onrivers. The numler of steps eealed to
cross aiver of agiven width (orless)is shown on theRibbonBridge Table. (Theformulais steps =
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metrs/13.5,round up. Ribbon bridjes are laid at arate of2 sepsper phag. When both of aibbon unid sepss t
have been laid, removethe counte.

There are two types of ribbon séps: lamp andcenter. Each WP company has 1 emp dep and 9center
stepsEach NATO company has 4 amp gepsand 10 centerstepsEadch bridge mustincludeonly 1 ramp gep.
Thus,for examgde, aSoviet company could buld ony onebridge, and thelongest brdgeaU. S. @mpany can
build is 148 metrs (11 seps).Itis not recessary to keep track of astgpd g/pe tintil it is incaporated into a
bridge; theonly effed isto place limits onthe numier of bridges buik. The French PFM and U.S.M1977CBT
function as aribbon kridges.

4. Removal: It takes twiceas long to remove a bridge as toemplace it. The bridgeno longer
functions wlen removal kegins. When abridge unitd s epsstdave been removed, putthe counterback on the
board.

C. Feries: when work begins onaferry, place ferry site marker in thehex.

Ferry operationsare kept track of on theferry log. Write theferry sited s catiorin Location.
Reoord thenumberof ferries of each type (Ribban, G, PTS-M and M-2 (UK) and EFA(FR)) under Ferries.
Eacdh operating ferry generatesferry points each phase; the numberdepends on thewidth of theriver, as shown
on theferry table. To determinethe total poits in a sie, mutiply the number of ferriesby the points per ferry.
CountPTS-M ferries sparately. Enter thetotal (or thetwo tatals if there are PTS-M ferries) on thelogunder
Points/Phaselt takes L0points to @rry across onestep ofheavy vehicles (frontal armor of 11 or more) and 20
points foronestep ofother units. The French EFAmaynotferry heavy vehicles. Units being transpated
(infantry in APCs forexample) crossfree When aunit begins aossng, putit under theferry site marker until
enough ferry points have accumuatedfor it to coss. Each phese, record theferry points accumuated on the
ferry log under Points Aross. When aunit has crossed, rark off thosepoints and ste with anotherunit.

Feries may beattadked by conventional, indired, (and bombs itisingthe CAS rulespnd are courted as
wegpons.If aferry is suppressed, siken orbroken, it does not ograte.

1. Ribbon Ferries: These take4 phases to asemble. Two ribbon steps ke oneferry; when a
ferry is finished, removethe counte. One additional ramp gep is also neded at each WP ferry site. If aferry
step is destyed, oneferry is out ofcommission; it may berestored by adding another ribbon stepjn 4 phases.

2.GSP, M3 (UK) and PFM (FR): Thesetakel phaseto asemble. One step nakes oneferry;
when aferry is assembled, remove thecourter. The French PFM takes 2phases to asseble.

3. PTS-M: Thesetake no time toassembleand may begin opeating if they stat the phase
adjacent to ariver. One step mekes oneferry. When aferry begins qperation, remove thecourter. The PTS-M
ferry may not carry armored vehicles.

4. Removal: It takes twiceas long to remove aferry as to emphceit. Theferry no longer
functions wlen removal kegins. When aferryd stepsstave been removed,putthe counterback on board.

F. Swimming: Amphibious \ehicles can cross steams andivers at theratesgiven on the swimable. If
crossingtakes onephase, the unit $arts the plaseadjacent to theriver and ends thephaseadjacent to theriver,
on the otler side.If crossing takes two phases, theunit stats adpcent to theriver, moves ae hex ontotheriver
in thefirst phas, and noves onehex off theriver in thesecond plase.

Fast amphibious ehicles are the BRDM, BMD, BTR, SA-9, Fuchsand Luchs. (Contrary to theoriginal
Assault, M2/M-3 Bradky Fighting \ehicles were not amphilbous. It did eiginally, in the M-2/M-3 and
M2A1/M3A1 vehicles, irclude aflotation <reen, butthesewere ponderous and timeconsuming tered and dd
notfunctionvery well. Optionally, treat theBradey as a nm-amphibiousunit).

G. Snorkeing: WP tarks (162, T-64, T-72,PT-91, M-84, T-80 and T-90) may crossrivers by
snorleling a a snokel site. They mustbefirst prepared; this takes 6 movement plases withoutmowving or
firing. A prepared tankmay not fire anti-tankfire untl theturret ringis cleared, which takes 2 plases without
mowing or firing. A prepared tank nay fire conventionally (SCAP/SCHE or SA), butif it does soit may no
longer srorkel. A tankcrosses theiver in 1 praese per 100meters (or fraction) of river width.
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Possble snakeling sites are very limited. Before the game, for each map,randomy determine 3 sites
(hexes or rexsides)per river, chosen from amang possble svim sites (i.e. passablebanks). Both players know
the lacaions.

H. Bridge/Ferry Load Limits: Seethe Bridg/Ferry Classifcaion Chart in Charts & Tablessedion
for Bridgeand Ferry vehicle weight limitations. Theselimitations nay restrict certain heavy armored vehicles
from usingthe pedfic typeferry or bridge.

Rule 36: Obstecles

Obstdesare normally built duringpre-game €t up butmay also becongructed duing the game. This
can aso be doe during thegameat arate of 12 turns per hour. Just kep tradk of thework onthe Engineer Log.
Theobstde is notcompleteunt! thetotal time required to buld it is completed. Work is listed @ platoon or
engineeaing vehicle. Up to two platoons orehicles may comhineto compete thework in thesame hex in half
the tme.

A. Road Craters: A U.S. enginea platoonmakes 3 per haur; other engineer platoons make per hour.
A road crater blocks theroad aaoss me hexside. Acrater can bebreaded by an eathmovwer in 6 phases ofan
engineea platoonin 12 phases, or it @n be crossed by an AVLB.

B. Abatis: An engineea platoon oreathmover makes 1.5abatis hexsides jgr hour (3 in 2 hous). Abatis
creates adense woods fexsideand blocksany road on that kexside.Abatis can bebreached by an M-728,
AVRE, orCEV in 6 phaes, any othereathmover in 8 phass, an engineer platoon in 10 phas, aplatoon gus
eathmower in 6 phases, or aplatoon pludM-728,AVRE orCEV, in 4phases. TheM-728, AVRE,and CEV
expend oneround of HEP ammunition in breaching the abatis.

C. Anti-tank Ditches: Two hexsides(onemarker) of AT ditch costs20 earth moving points; vehicles
may notcrossAT ditchhexsides. APAT ditch can bebreached by aM-728, AVRE, orCEV in 6 phass, any
eathmower in 8 phases, an enginea platoonin 10phases, a platoon plusearthmover in 6 phags, ora platoon
plus M728, AVREOr CEV, in 4 phass. TheM-728, AVRE, and CEVexpend oneround of HEP ammurition in
breaching the AT Ditch. Alternatively, the ditchcan becrossed with anAVLB.

Rule 37: Improved Positions:

All improwed positonsmustbebuilt beforethe game.

A. Entrenchments: One entrenchmentcosts3 eathmoving points. in addition, all dmounted
personrel begin the game inentrenchmentsif they have been in postion for at least 2 hours &fore the game
begins. The effects of entrenchmentsare given inRule 17.

B. Hull Down Positions: onehull down position costs Gaghmovingpoints. in addition, all WRanks
and lf-propelled artillery begin the game in hulldown positionsf they have been in postion for at least 2
hours lefore the game begins.

1. A hull down positon holds 2 steps ofehicle units (or 4 geps of Pclass, or 2 geps of W
Class). A hull down posdiion is entered in the same manrer as an entrenchment. A hull down posibn countsas
cover; however, there are fourcovered hexsides,not two. Vehicles in hulldown positions &ve increased
indirect fire defense value against HE (but notICM) and conventional fire: V class unis have a strength of 20
and AFVS have astrength of 40.Anti-armorfireis mutiplied by 1/3 forNATO and Nan-aligned Westan-
produced AFV and AIFV (Sweden and Austran); ani-armor fire basehit chance is multiplied by ¥z for Warsaw
Pad (including Finnish prodeed Soviet vehicles) and Jugoslavian AFV and AIFV. (Any vehicle will derive
protedion from a hull @wn position. Thogh intended for AFVs, W-classunits have an inaeased defensive
firevalue of 15 versusHE indirect fire only.)
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C. Bunkers: A bunker costs6 eath movingpoints plus 3 hours ofvork form an engineer platoon.In
addition, dsmounted grsonrel units may begin thegame in bunlers if they have been in postion for at least 8
hours lefore the game begins.

Bunkers areidenticd to entrenchmentsexcept that theirindirect fire defense strengths ae 30, not 20.

D. Fortifications: Somecountries; Augria, Italy and Naway for example, makeextensiveuseof fixed
fortifications in theirdefensive retworks. Thesefortifi caionsare usually foundaroundstrategic installations,
mourtain passs and vital terrain features.

1. Tank Turret Emplacements: Somearmies employ tank turetsin fortified positons; i.e.
Austrian Centurion turets. Theseunits aretreaedas if they are in hul down position wih 3 é@Wrege.
Thesestyle fortifi cations lave a defense modfier to the lasehit chance die roll multiplied by 1/3 vasus ant
armor fire and aconventional fire defensivevalue of 40.

7-7-0

2. Static Formations: Static formations ircludeinfantry, artillery, anti-tank and air defenseP
and W class unis thatare assgned to fortifications; i.e Austrian SpK indntry units. Artillery and Air Defense
units have an F class nobility identifier and may not move. Static Formations kegin all scenarios inbunkers.
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IV. Air O perations

Rule 38: CloseAir Support

CloseAir Suppat, or CAS, provides theplayer with the ability to cal in airstrikes onenemy postions
or perceived positons.CAS use WGBUs (Unguided Bomb Units), GBUs (guided bomb urtg), AGM (air-to-
groundmissle) and intemal guns toattack targets and lexes.

GBUs can attack hexes, units and fidges. AGM are used againstinstallations (units in emenchments, bunlers
and hulldown positions)and al vehicles. Gunscan beused againstall units. Each aircraft is consideed to be 1
planefor dired fire and opportunty fire. See Appendix A. Seqence of Play for the Air Phase.

A. Flight: Aircraft movesimilar to helicoptas inthat they do not @y terrain costsand can enter any hex
regardless of terain. All aircraft have unlimited movement(The AV-8B Harrier has gpedal movenent rules
and iscovered sparately). Aircraft are always consideaed to be incombatformation. Aircraft may enterfrom
any map edge and exit from any mapedge. All aircraft (except the AV-8B) mustexit themap in the ameair
phasein which they entered it.

1. Facing: Aircraft are placed on themap facing ahexside. Thenoseof theaircraft is its front.

2. Turning Radius: Even thouwgh aircraft have unlimited mowement(classb), they do have a
turnrate. (Except the AV-8B). Fighter-Bomber and Multi-role aircraft turn by moving two hexes farward, and
then turn ondexside; Atadk Aircraft turn by moving onehex forward, and then tun onehexside.

3. Spotting: Normal spotingrules apply to spoting aircraft. All spoting attempts are againsta
mowving unit (except the AV-8B). Radar will detect any aircraft, justlike with aHelicopte, automaticdly, given
aclear LOS. Aircraft will fly at different alitudes @pending upon thetype. Consultthe Air craft Data Chart in
the Clarts & Tables ®dion for spedficaions

a. Low Alti tude: Aircraft fly at 1 level abovethe highestterrain in the rex.

b. Medium Alti tude: Aircraft fly at 2 levels aboe the hghestterrain in the fex.

c. High Alti tude: Aircraft fly at 3 levels abovethe highestterrain in thehex.

4. Stacking: CAS arcraft may not enér a hex containinganother aircraft but may enter ahex
with a Felicopte.

B. Availability: CAS may be cancded for anunmber of reasons. Eemy air superiority and weather may
limit the numberof saties available. See Rule 40on weaher.

1. Air Superiority: In game &rms, ths mens locd air superiority and it only affects the
availability of CAS missions. It is variable and could change each turn.At the keginning of each turn players
roll the die. Theplayer with thehighest roll has locd air sugeriority for the current air phase and may conduct
CAS missions forthe current airphase Thelosing player may not condict CAS missions (Air Superiority of the
winning side peventedthe CAS arcraft fromreachingthetarget area. If both dayersroll the smenumbe,
then both pyers may conduct CAS missions. Each player rolls for Air Superiority whetherhe has CAS
misgonsavailable ornot. Air Supeiority does notaffect Helicopter Operations

2. Determining available CAS Missions: Prior to garting the game, each player secretly
determines which CASmisgon ormissons hewill haveavailable to hm.

1. Procedure: Consultthe Availability Modifiers for each modfier available. Add all
modfiers tagether. Roll onedie and add the die roll modfier to determinethe appragoriate column on the
Mission Availability chart. This will determinethetypeand numbeiof CAS Aircraft available. Multi-role
Aircraft asidentified onthe Air craft Data Chart may be selectedas either Attadk or Fighter Bomber.

2. Couwntries: Roll once for each county, applying al modfiers. If a county does not
have a particular typeaircraft (Denmark for example has no ATT (attadk aircraft) but does bve aFB (Fighter-
bombe), then that pecific missionis notavailable. Multi-role (MR) classaircraft may subgitutefor ATT or
FB classaircraft.
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3. Strike Package Selection: Players may select wegoons to bearied on CAS arcraft
hard-points as with helcopterpylons. Each unithas an Aircraft Data Card that identifies theypes of wegons
that may be carried on lmard. Wegpons without dip @r firo after it in the Ammo Suppy column of the Unit
Data Card, are integrated systemsthat are always assgned tothetype aircraft and do nottake up apylon. Each
wegpon pod tes up lhard poirt.

a. Sorties: A player may conduct 1 sortie r air phaseper aircraft. The player may
conduwct sories in as may air phases as he wantsas longas the aircraft has ordinance (ammunition) and it is not
damaged.

C. Combat
1. Anti-aircraft fire: To beattadked, an aircraft mustbe spotted Aircraft have two factors that

areused inanti-aircraft combat. Thdirst factor istheunitd armorrating. Thesecondfador istheunité s
defensive modifer versus msgle attadk. Thedefensive modifer is uilized in a simlar manner as the
HelicopterIR dgnature modfier. For example, if a Stinger missieis fired at aWP SU-25 from 10 hees away,
the kasehit chance of 3isadded tothe SU-25 defensive modifer of 3 to give a basechance of 6.

Close Air Support

Attack Aircraft

Movement
Allownace

Armor Defensive
Modifier

2. Hit confir mation: If theaircraft is hit then thearmorvalue is sultracted from the penetration
value oftheanti-aircraft wegon. Rollonedie andif theroll is equal to or lessthan the dfference, the
ammunition peretrates theaircraft. The aircraft is removedfrom play an can makeno further saties. If the
aircraft is firinga AGM or dropping aGBU that is keing laser designated by another unitand is hitby anti-
aircraft fire at thesame ime, theAGM or GBU combat stil occurs, regardiess of thefate of theaircraft.

3. Weapons: Theplayer annourtes what type of wegoon is usd in each sortie priorto entring
the map. Anaircraft may not change wegpontypes duringthe current air phase, butmay select a diferent
wegpontypein subgquent phags. In otherwords, the phyer may annource a GBU attack for the current
phase. Thus, the @yer may not changeto anAGM or gun attadk untl the next air phase.

4. Opportunity Fire: Opportunty fire may occur versusaircraft during an aircraftés ingressor
egressto the arget, justlike helicopte's with some minorchanges. Only Air Defense units (units whose
primary weaponsystems havea** or Aindicatedon theDired Fire Data Chart may engagein oppatunity fire
versus CASaircraft. Opportunity fire results against aircraft are applied at theinstant they are obtained.

a. Tracking: An aircraft mustbetraded for anumberof hexes by thefiring unit before
oppatunity fire takes place Low AltitudeAircraft must be tadked for 6 conseautive hexes. Medium Altitude
and High Altitudeaircraft mustbetraded for 4 conseautive hexes. Namal oppatunity fire combatoccursat
any time after theaircraft competes thetracking requirementfor the engaging air defense unit.

5. Target Defensive Fire: Thetarget unit may conduct defensivefire with any wegponmarked
with an *, ** or A as longas itdid notoppatunity fire at any other aircraft. Thetarget unit may not engge in
dired fire in the current turnds Fire phaseif it fi resin the Target Fire versusaircraft portion ofthe Air Phas.
Any Air Defenseunit (i.e., wegponsystens maked by an ** or A) may fire at theaircraft during Target Fire if
it is adpcent to, orstacked with, and did not opportutyifire at any aircraft duing aircraft movemert.

6. Air-Ground Combat: There are fourtypes of air-to-ground combat.Bomb (Guided Bomb
Unit GBU or Unguided Bomb UnitUGBU), Air-to-Ground Missle, HARM (Anti-radar) and Gun (SCAP and
SCHE) attadks. To beattadked by AGM or Gunthetarget must be spdéd prior to theaircraft ingressto target.
A UGBU attad is made againsta hex justlike HE indirect fire, a GBU attacs spedfic targets thatare
designated by OPs,FIST or any unit cgpable of laser designating targets including the attadking aircraft itself.
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Observation Postsand FISTsad as the~orward Air Controller (FAC) for aircraft. AIRCRAFT MAY FIRE UP
TO THE AMMUNITION SUPRLY OF THE SPECIFIC WEAPON BEING USED IN A FIRE PHASE. For
example, if the aircraft carries 4GBUSs, itmay use al 4 in acomhined attack against a single target or hex.
Therefore, the ROF of agiven wegponsystem is thewvailable ammunition suppy.

a. Bamb Attack: There are two wegonclassfications unér Bomb Atad.

1. Un-guided Bomb Unit (UGBU) A UGBU mission das not lave to beunder
observation sirce the attack is aginstthe rex. TheUGBU attacks as an HE conventional attad. UGBUs have a
+2 modfier to theConwentional Fire Combat Rsults Table Die Roll.

2. Guided Bomb Unit (GBU) A GBU is usedagainsta spedfic target smilar to
an AGM. A FIST may designate for a spedfic target unit (thatway theattack can stil strike the target hexif
theaircraft suffers lossduringthe Target Fire) or theaircraft can designate the trget for itself. GBUs have a-3
modfier to theConwentional Fire Combat Rsults Table Die Roll vasus # units; EXCEPTION: GBUs have a
+3 modfier to theConwentional Fire Combat Results Table Die Roll vasusSHTORA equipped ‘ehicles.
Multiple GBUs may be comhined into oneattadk or used against single targetsin the sme hex.

b. AGM/Gun Attack: A target unit may only be attadked by an AGM or Gun CAS
misgon if theunit has been spotted por to theAir PhaseBoth these attacks are resolvedas dred fire attadks
versus thedrget.

c. HARM Attack: Any target unit within the forward arc of theattading aircraft that is
utilizing surface to airradar may be attadked by a HARM missle. If the attading aircraft successfuly hits the
unit utilizing surface to air radar, it is destroyed.

d. Firing Arc: An aircraft may only fire or drop its wegpons in s forward arc, similar to
ahelicopterin march formation firing. See Diagram below:

=
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Rule 39: AV-8B Harrier

The AV-8B, uniike otherjet aircraft, has theability to hower and later over the battlefield sinilar to a
helicopter.Therefore, AV-8B are notrequired to exit or egessform thetarget area and may remainon the nap,
at thedisaetion oftheowning player. AV-8Bs are treged he same as helicopta's and can conduct operations in
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