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Assault
Tactical Gombat
in Europe: 1985

Introduction

Assault is a tactical level simulation of ground combat in
Europe in the mid-1980's. As modern tactical combat is a sub-
ject of extreme breadth, Assauft comprises the first in a series
of games. Complete by itzelf, Assauft covers mobile
engagements between U.S. and Soviet tank and mechanized
forces. Later games will add helicopters, engineering, combat
in built-up areas, tactical air strikes and other belligerents.

The general course of play of Assauit is designed to flow
smoothly and guickly. The game rules are rated as advanced
and require careful attention. Once mastered, however, play
proceeds smoothly.

Rule 1: Game Components

Assauft contains the following components,

A. Maps: The two 177 x 227" maps depict areas represent-
ative of central Germany. A hexagonal grid is superimposed
over the maps to regularize movemant and placement of units.
Each hexagonal cell (hereafter referred to as a hex) covers 250
meters of actual terrain from side to side.

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

B. Charts: A complete set of game charts is inciuded. Their
use is explained in later rules.

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

Certain terms are used in conjunction with units throughout
the rules: full-strength, half-strength, and step. A platoon in-
itially has two steps and is called a full-strength unit. When
it loses a step, it hecomes a half-strength unit. A section in-
itially has one step and is called a half-strength unit. These con-
cepts are usad and expanded upon in the rules.

D. Reference Folders: The reference folders provide doctrinal
and organizational background on the belligerents. While not
absolutely essential to play, they are designed to aid undar-
standing and enjoyment of the game.

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

F. Scenario Sheets: Each player has scenario sheets, the use
of which are explained in the scenario rule.

G. Rules: Thesa ruies are laid out to ease comprehension of
the mechanics of play. General rules which affect the overall
course of ptay come first followed by more spacific rules cover-

ing less common cccurrences. Read the rules through once to
get a general fael of the game and then reread them for specific
details.

Rule 2: Sequance of Play

Each turn in Assau/f represents five minutes of raal time. A
great deal can happen in five minutes on the battlefield, and
the sequence of play roflacte thie. All activity in a tum is divid-
ed into phases. All activity in one phase must be completed
before a new phase begins. The order of phases in & turn is:

Artillary Phase: Both players write down artillery fire mis-
sions for later turns and then resolve all fire missions due to
arrive in the current turn.

Soviet Player Tum

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

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

Second Soviet Movement Phase: The Soviet player
moves {again) any or all of his units. The U.S. player again con-
ducts opportunity fire.

U.S. Player Turn

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

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

Second U.8. Movement Phase: The U.5, player moves
again and the Soviet player conducts opportunity fire again.

During the Soviet player turn, the Soviet player is the phas-
ing player and the U.S. player is the non-phasing player. Dur-
ing the U.8. player turn the roles are reversed.

Rule 3: Unit Organization

A. General Explanation: Each counter in the game bears a
unit identification in its upper left corner. For U.S. units this
consists of a platoon, company and battalion identification; for
Soviet units this consists of a company and battalion designa-
tion and, in some cases, a regimental designation. Unit iden-
tifications are important for determining to which command
unit a counter is subordinated.

The rules un command control rely heavily on the concept
of subordination. For U.S. units, all counters are subordinate
to the company HQ unit bearing the same company and bat-
talion designation and to the HQ and TOC units bearing the
same battalion identification. For example, a platoon of B com-
pany of the second battalion is subordinate to the B company
HQ, the second battalion HQ, and tha second battalion TOC.
The same is true for Soviet units, except that the Soviets have
battalion and regimental HQ and TOC units instead of com-
pany and battalion. No Soviet battalion unit has a regimental
designation; subordination of battalions to a regimental HQ and
TOC is listed in the particular scenario.

B. U.8. Units: Most U.S. units have a unit identification con-
sisting of 2 number followed by a letter followed by another
number. The first number is the platoon identification, the Iet-
ter is the company identification, and the second number is
the battalion identification. For example, a unit identification
of 2C1 designates the sacond platoon of C company of the
first battalion.
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There are several exceptions to this rule.

1) Mortars: Any U.S. unit with a company designation of
M is actually a battalion-level mortar platoon or part of such
a platoon. Far example, a unit with the designation of M3 is
the mortar platoon of the third bsttalion. A unit with the
designation 1M2 is the first section of the mortar platoon of
the second battalion (sven though the unit may be platoon-
sizel).

2) Scouts: Any U.S. unit with 8 company designation of
S is actually a section of a battation-level scout platoon. Thus,
a unit with the designation 351 is the third section of the scout
platoon of the first battalion.

3} Anti-Tank: Any U.S. unit with a company designation
of AT is actually a section of a battalion-level anti-tank platoon.
Thus, a unit with the designation 7AT3 is the seventh section
of the anti-tank platoon of the third battalion.

4) TOCs: Any U.S. unit with the designation TOC in place
of the normal platoon and company designation is the tactical
operations center of a battalion. For example, a unit with the
designation TOC1 is the tactical operations center of the first
battation.

6} HQs: Any U.S. unit with the designation HQ is a head-
quarters unit. If the HQ designation is followed by a company
letter, it is the headquarters of a company. If the HQ dasigna-
tion is followed only by a battalion number, it is the head-
quarters of a battalion. For example, a unit with the designa-
tion HQE?2 is the headquarters of E company of the second bat-
talion. A unit with the designation HQ2 is the headquarters of
the second battalion.

Note that in mechanized companies and battalions there are
two units with the headguarters designation: an HQ unit and
an armored personnel carrier (either an M-2 or an M-113). The
actual HQ unit is the unit headquarters while the armored per-
sonnei carrier is meraly the transport unit assigned to carry it.

C. Soviet Units: Soviet units do not have platoon designa-
tions. Instead, each unit has a ietter designation followed by
a number, The letter designation is the company to which the
unit belongs and tha number is the battalion to which the unit
belongs. For example, a unit with the designation C3 waould
be a unit of C company of the third battalion. {Actually, Soviat
companies are numbered, not lettered, but the convention of
lettered companies was adopted for greater clarity on the
counters.)

As with U.S. units, there are several exceptions to this
genaral rule.

1) Regimental Units: While most Soviet units in the game
are part of a battalion, some platoons and companies are con-
trolled directly by regiment. These units bear a regimental
designation instead of a battalion designation. A regimental
designation differs from a battalion designation in that all
regimental designations are two-digit numbers beginning with
9. For example, & unit with the designation ATE is part of the
anti-tank company of the sixth hattalion. A unit with the
designation AT-91 is part of the anti-tank company of the
ninety-first regiment.

2) HOs: Soviet headquarters units are identical in designa-
tion to U.8. HQ units axcapt that the Soviet player does not
have company HQs; he has only battalion and regiment HQs.

3) TOCs: Soviet tactica! operations centers are identical
in designation to U.S. TOCs axcept that only & Soviet regiment
has a TOC.
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Rule 4: Command Control

A. General Explanation: Proper command control on the bat-
tiefield is essential to survival and success. In Assau/t com-
mand control problems are simulated through the use of opera-
tions points. Each player receives operations paints from a
variety of sources in each friendly movement phase. These are

then spant to anable units to carry out certain functions.

B. Sources of Operatlons Points: Operations points are re-
ceived from four sources: commanders, staffs, off-board, and
by default.

1) Commanders: At the start of the game, each player
must generats the command rating of each of his HQ units.
Roll the die once per HQ unit and consult the command rating
table. The resulting command rating is recorded on a separate
sheat of paper.

The command rating of the headquarters unit is the number
of operations points that HQ unit may use each friendly move-
ment phase.

2) TOCs: At the start of the game each player must
generate the command and planning ratings of each of his tac-
tica! aperations center {TQC) units. Roll the die once per TQC
unit and consult the command rating table. The resulting two
numbaers are the command {first number} and planning {second
number) ratings and are recorded on the same sheet of paper
as the headguarters’ command ratings. The detailed function
of TOC units Is explained in Rule 6: TOCs.

The roil for command ratings and command/planning ratings
is done in plain view of the other player, and the exact ratings
of the HQ units and TOC units is not confidential. Since there
are a variety of force levels available in the scenarios and these
are confidential, players should roll the ratings up for more units
than will appear in the scanario to avoid giving away their ac-
tual force level. The U.S. player should roll up the ratings of
all three battalions while tha Soviet player should roll up & com-
plate regiment. The battalions within the regiment should be
numbered from one through five. The scenario instructions will
explain which actual game battalion holds which position. For
example, the scenario instruction may say that the fifth Soviet
hattalion is the first battalion of the regiment actually on the
board.

3} Off-Board: Some scenarios specify that off-board opera-
tions points are available. These may ba used exactly as any
other operations points, and represent additional direction from
higher headguarters.

4) Default: If no operations points are avaitabte from any
other source, a player may always expend two operation points
per friendly movement phase.

C. Uses of Operations Points: Units never need operations
points to fire, nor do they need them to move in march forma-
tion {see Rule 7: Movement}. However, operations points are
required when changing formation, moving in combat forma-
tion, replacing HQ casualties, and cross-attaching units.

An HQ or TOC unit may only use operations points to move,
change the formation of, and cross-attach units which are
subordinate to it. For example, the HQ unit of the Soviet first
battalion could only use operations points to move units of the
first battalion; it could not do so for units of any other battalion.
Qperations points may also be used to replace eliminated HQ
units, as detailed below.

Often more than one HQ and TOC will ba able to use opera-
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tions peints to affect a particular unit. If the operation desired
requires two operations points, one may be expended by each
of two HQ or TOC units. For exampla, a platoon of B company,
second U.S. battalion is not visible to any HQ or TOC unit. As
explained below, two operations points are required for it to
move. The U.S, player could expend one from the B company
HQ unit and one from the second battalion HQ unit. Of course,
either unit could expend both of the required points if it has
them to expsnd.

1) Change Formation: One operations point is required for
all the units in a hex to change from march to combat forma-
tion or vice versa, provided the hex is visible to the TOC or
HQ unit expending the operations point. If not visible, two
operations points are required. A hex is visible If an
unobstructed line of sight, as defined in Rule 10, can bs traced
to it from the TOC or HQ unit.

2| Move in Combat Formation: One operations point allows
all the units in a hex to move in combat formation, provided
the hex is visible to the TOC or HQ unit expending the opera-
tions peint. If the hex is not visible, two operations points are
required.

When operations points are expended to move units in a hex,
all units must move together as a stack and must all face tha
same direction while moving (see Rule 7: Movement), If a player
wishes to break up a stack by moving it in different directions
or different distances, the operations point cost must be paid
separately for each unit or stack of units moving together.

3) Raplace HQ Casualties: If an HQ unit is eliminated it may
be replaced.

U.8. company and Soviet battalion HQ's are replaced from
ather units in the company or battalion. For example, if the HQ
section of a U.S. tank battalion is eliminated, it is replaced by
placing the HQ section back on the board in the same hex as
any other full-strength platoon of the company and reducing
the platoon to half strength with a hit marker. Alternatively,
a half-strength unit could be removed from play and the HQ
unit placed in its formar hex.

Replacement of a U.5. company or Soviet battalion HQ re-
quires the expenditure of ona oparations point by an HQ or TOC
to which the eliminated HQ was subordinated, provided the
replacemeant hex is visible to the HQ or TOC unit. Replacement
requiras two operations points by the superior unit if the
replacement hex is not visible to it. All off-board and default
operations points are considered to be from a superior HO.

If a U.S. battalion or a Soviet regimental HQ is eliminated,
it may be replaced from the unit’s TOC. The HQ counter is
placed on the board in the same hex as the TOC. The Soviet
counter receives a UAZ-469 for transport while the U.S.
counter raceives an M-151 (jeep). No loss is suffered by the
TOC. If the unit’s TOC has baen eliminated, the HQ may not
be replaced.

When an HQ unit is replaced, re-roll the command rating of
the HQ.

4) Cross-Attaching Units: Cross-attachment merely means
that a unit has been assigned to the command of a headquarters
to which it is not normally subordinate, For example, the U.S.
quite often will cross-attach a mechanized company to a tank
battalion, or vice versa. In the game, cross-attachmeant allows
players to treat units as if they ware subordinated to a
headquarters.

Both players may cross-attach units in the game. A player
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may cross-attach before the scenario begins and/or during the
scenario. If a unit is cross-attached to a different HQ prior to
the scenario, there is no panalty or cost. Cross-attachment dur-
ing the scenarioc may only be done at the start of a friendly
movement phase and requires the expenditure of two opera-
tions points by the HQ to which the unit was originally
subordinated.

The Soviet playar may cross-attach up to ane company or
three platoons to gach battalion HQ. The U.S. player may cross-
attach up to two platoons to each company (with any three
sections counting as one platoon) and may cross-attach up to
two complete companies or six platoons (with any three pla-
toons counting as one company and any three sections coun-
ting as one platoon) 1o each battalion.

D. Special Cases:

1) Exceptions: Recon unitg, HQ units, OP units and TOC
units do not require operations peints 1o move or change for-
mation, These units are marked with an asterisk {*) on the
counter. In addition, units stacked with HQ units, regardless
of the subordination of the unit stacked with the HQ unit, may
change formation and move without requiring operations
points, provided they move with the HQ unit as a stack.

Although an OP unit does not allow units it is stacked with
to move in combat formation or change facing, it does allow
any vehicle transporting it to do so.

2} Soviet Battle Drvill: While Soviet units do not have as
extensive a command control arrangement as comparably-sized
U.S. units, their reliance on well-rehearsed battle drills and for-
mation movement allow large units to mave at a relatively low
cost in command or staff effort. Instead of addressing a move
or formation change order to a hex, the Soviet player may do
so for an entire platoon, company, or battalion. Such an order
still requires one operations point if the platoon/company/bat-
talion, or any counter of it, is visible to the TOC or HQ issuing
the orders, and two if not. All counters of the platoon/com-
pany/battalion, with the exception of indirect fire units, must
assume the same formation, assume and maintain the same
facing, and expend the same number of mevement points,
moving in affect in formation. If it is not possible for ali counters
of the platoon/company/battalion, then Sovist battle drill move-
ment may not be used.

Rule 5: Haadquarters Units

The headquarters [HQ) unit of 8 company, battalion or regi-
ment represents the commanding officer and a small command
group.

At the start of each friendly movement phase the player must
declare how many operations points each HQ unit is expend-
ing and which subordinate unit or units they will be spent on.
For example, the U.S. player has a company HQ which has a
command rating of three. At tha start of the movement phase
he might declare that one operations point is being expended
to change the third platoon from march to combat formation,
a second point expended to allow the same platoon to move
in combat formation, and the third point expended to allow the
first platoon of the company, already in combat farmation, to
move.

As indicated previously, a HO unit need not expend opera-
tions points to enable units to change farmation or move if they
are stacked with the HQ unit and remain stacked with it
throughout the movement phase.
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HQ units may move and/or fire in the sama turn in which
they expend operations points. HQ units may expend opera-
tions points while suppressed and/or shaken, but HQ units
which are broken {see Rule 17: Morate) may not expend opera-
tions points.

Rule 6: Tactical Operations Centers (TOCs)

A. Bunction: The tactical operations center of a battallon or
ragiment is the brain of the unit. While commanding officers
can direct individual units, the TOC provides planning, coor-
dination, and command support to the unit commander that
multiplies his effectiveness.

At the start of each first movement phase of a player’s turn,
the player must declare which of the following actions each
of his TOC units is performing: command, plan, or execute plan.

1) Command: A TQC unit may function the same as an
HOQ unit, expending operations points equal to its command
rating. A TOC, like an HQ, may move in the same movemnent
phase in which it expends operations points.

2) Pian: A TOC which does not move in a movement phase
may plan. A TOC which plans may not expend aperations
points that movement phase. instead, oparationg points equal
to its command rating are accumulated for later use,

Accumulated operations points are recorded on the planning
track of each player's command control sheet using the
markers provided. The 0 marker is used to record ones and the
00 marker to record tens of points. The planning rating of the
TOC unit is the maximum numbear of operations peints that it
may accumulate.

3) Execute Plan: A TOC unit allocated to execute may ex-
pend as many operations polnts desired, up 1o the total number
accumulated. A TOC may move in the same movement phase
it executes.

B. Limitations:

1} Suppresslon: A suppressad TOC may not pian but may
command and execute.

2) Firing: A TOC may not fire in the same player turn that
it plans, but may fire in the same player turn that it commands
or gxecutes.

3) Losses: Once eliminated, a TOC may not be replaced.
Howsaver, the unit HQ may use the accumulated operations
points of the TOC. Each turn following elimination of the TOC,
the acoumulated operations points total is reduced by two in
addition to any used by the commander. This reduction takes
place at the end of the owning player’s player turn.

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

4) Loss of Command: A TOC may not plan or execute if
the unit HQ is not in play. If the unit HQ of a U.5. battalion
or a Soviet regiment is eliminated, it mugt be repiaced before
the TOC can plan. The TOC may command in the absence of
a unit HQ.

Rule 7: Movement

A. General Explanation: Units move during the movement
phases of a turn, Each player may move his own units in each
movement phase of his own player turn. Each unit may be
moved as many hexes as desired, up to the limits of its move-
ment allowance. While a player is moving a unit, it may be sub-
ject to opportunity fire (see Rule 15: Opportunity Fire} or pass
through fire (see Rule 19: Indirect Fire). If so, this fire is resolved
before the unit finishes movement.
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B. Procedure: Units may be moved individually or in stacks.
Each individual unit or stack of units must complete its move-
ment befare another unit or stack of units begins moving.

Each unit or stack of units is moved by tracing its path of
movement through hexes, expanding movement points for
aach hex as it is entered. A unit's movemant allowance is the
meximum number of movement points it may expend per
friendly movement phase. The movemant point cost per hex
is determined by the formation of the moving unit, the mobili-
ty class of the moving unit, and the terrain type of the hex.

A unit may always move one hex, even if it has insufficient
movement points to do so, provided it is not into prohibited
tarrain or across a prohibited hexside.

A unit may enter a hex occupled by enemy units, but im-
mediately ends its move upon so doing. A unit which begins
its movement phase in the same hex as an enemy unit may
change formation {see section C, formations), enter cover (see
section G, cover), or move out of the hex in any direction the
owning player wishes.

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

A unit may change formation and move in the same move-
ment phase. A unit which changes from march formation 1o
combat formation and then moves must have operations points
expended separately for the formation change and the
movement.

Units in march formation are so designated by placing a
march formation counter on them. As facing (see section F)
is an additional means of showing formation, march formation
counters are hot strictly necessary, but are provided as an aid
to memory,

D. Mobility Category: There are five mobility categorigs:
T f{tracked), W [cross-country wheeled), R (road-bound
wheeled), L {leg), and § (static). T, W, and R units (hereafter
referred to as vohicle unite) also have a movemant allowance
which they expend to move as sxplained above. S category
units may not move on their own, but may be transported by
other units (see Rule 8: Transport). L category units thereafter
referred to as leg unite) do not have or expand movement
points. instead, each leg unit may move one hex in a friendly
movement phase. Leg units which move in the second friend-
ly movement phase of a player turn are fatigued, and may not
move in the first friendly movement phase of the next turn.
To mark fatigued units, place a fatigued marker on them.

E. Terrain: Terrain effects vehicle units and ieg units different-
ly. Vehicle units pay a variable movemant point cost to enter
certain terrain types. Leg units must make a die roll of a given
number or less to enter certain terrain types. The terrain ef-
fects chart details the movement point cost for vehicle units
and the dis roll necessary for leg units to enter a hex. Certain
hexsidas also have 2 movement point cost or die roll agsociated
with crossing them. For vehicles this cost is added to the cost
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to anter tha hex; for leg units, the most difficult die rofl of the
two required (if both the hex to be entered and the hexside
to be crossed require die rolls) is used.

1) Amphiblous Units: Some vehicle units have the letter
A in addition to their normal mobility category, indicating that
they are amphibious. Amphibious units can cross certain hex-
sides and enter certain terrain types prohibited to other units,
as noted on the terrain effects chart.

2) Steep Slopas: A steep slope is defined as a hex con-
taining two contour lines of different elevations. The terrain
effects chart lists the effect of climbing a steep slope, which
is in addition to the regular cost to entar the hex. Climbing a
steep slope is defined as entering the hex from a hex of lower
elevation. Vehicie units pay a cost to climb a steep slope if a
movement point cost is listed. If the notation P appears, the
unit is prohibited from entering the hex at all. Leg units have
the notation F for steap slope, which means that a leg unit
bacomes fatigued climbing a steap slope. Leg units may anly
climhb steep slopes in the first friendly movement phase of a
turn. Units which are not prohibited from entsring a steep slope
hex pay no special cost for entering it unless they climb it.

F. Facing: Units always must be faced in a specific direc-
tion. A unit is faced in the same direction as the top of the
countar If spottad or the direction of the arrow on the back
of the counter if unspotted. Units in march farmation always
face a hexside, while units in combat formation face a hex
vertex, as illustrated below.

2 (b=

Unspotted unit in
march formation

Spotted unit in
march formation

Unspotted unit in
combat formation

A unit must always face in the direction it is moving. A unit
in march formation moves across the hexside it is facing, while
a unit in combat formation may move across either hexside
it is facing. A unit may change facing without movement cost
immediately before entering each hex of its move. When it is
finished maving it retains the facing of its last hax moved unless
it expends an additional movement point in which case it may
change facing.

Facing affects the fire of anemy unitg on the unit in gues-
tion, as explained in the direct fire rules.

Note that facing is also an additional means of determining
the formation of a unit.

G. Cover: Any unit in combat formation may enter cover in
any friendly movement phase. Entering cover requiras ths en-
tire movement phase and counts as movement for spatting pur-
poses {see Rule 10: Spotting). A unit in cover is designatsed
by placing a cover marker on the unit with the point of the
marker faced toward the same hex vertex the unit faces.

Cover affects the chance of spotting a unit and the chance
of causing losses or suppression in direct fire, as explained in
later rules. )

if a unit in cover moves out of the hex, the cover marker is
removed from the map.
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Rule 8: Yransport

A. Which Units May Be Transportad: All units with a mobili-
ty category of L (leg) and S (static) may be transported.

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

C. Procedure: Units being transported ars placed under the
transport unit, move at the rate of the transport unit, may not
be fired at, and do not count against stacking.

In order for a teg mobile unit to mount or dismount &
transpott, sither the transport unit or the leg unit must spend
the entire movement phase in the mounting hex. That is, a leg
unit could move to a hex containing a transport unit and mount,
or a transport unit could move to & hex containing an infantry
unit and allow it to mount. Once mounted, no further move-
ment is allowed that phase.

In order for a static unit to mount of dismount, both the static
unit and the transport unit must spend the entire movement
phase in the same hex. Static indirect fire units which are
deployed (see Rule 19: Artillery and Indirect Fire) may not
mount transport units. Mounting and dismounting are con-
siderad movement for both spotting and opportunity fire.

D. Fire From Transport Units: Transporting units may fire nor-
mally. Only infantry may fire while being transported. It may
only do s¢ with small arms ammunition from unsuppressed
vehicles and has its conventional fire value halved.

E. Fire at Transporting Units: Transporting units are fired at
normally. if a full-strength transporting unit suffers ons step
loss, the mounted unit also suffers one step loss. If a full-
strength unit is destroyed, the mounted unit suffers one step
ioss and is suppressed in the hex where the transport unit was
destroyed. if a half-strength transport unit is destroyed, the
mounted unit is suppraessed in the hex wheare the transpost unit
was destroyed but does not take z step loss

If a full-strength unit is carrying two half-strength units and
suffers one step loss, determine randomly which half-strength
unit is eliminated.

Rule 9: Stacking

More than one unit may occupy the same hex in a process
referred to as stacking. There is no limit to the number of units
which may occupy a hex. However, only a limited number of
units may use road movement through a hex at a time, and
only a limited number may fire from a hex.

A. Road Movemant: A unit in march formation using road
movement is assumed to be spread out along the length of the
road in a hex. If more than one unit is in the hex, the interval

.
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between vehicles is shortened. A maximum of six steps of units
may move together as a stack in march order using road move-
ment. {A full-strangth unit has two steps; a half-strength unit
has one step.} No unit or stack of units may use road move-
ment to enter a hex containing a unit which has already used
road movement that movement phase, nor may it enter a hex
in which a friendly unit in march order suffered a loss from op-
portunity fire that movement phasa.
B. Firing: A maximum of ten steps may fire from a hex.

Rula 10: Spotting

A unit may not be fired at by direct fire uniess it is spotied.
All game units are backprinted with their national color and a
facing arrow. Units start each scenario flipped over so that op-
ponents do not know the actual strength and location of enamy
forces. Units remain flipped until they are spotted, at which
time they are turned face up. They remain face up until the
end of a friendly movement phase in which they are no longer
visible to any enemy unit.

A. When Spotting Takes Place: A player may attempt to spot
as many enemy units as he dasires at the end of each move-
ment phase. A player may attempt to spot every enemy unit
which fires at the end of each fire phase. Any player who
wishes to fire missiles from a previously unspotted unit {see
Rule 13: Anti-Armor Fire) must so declare at the beginning of
the fire phase in which he will do so. The opposing player may
atternpt to spot the missile-firing unit before the fire is resolved.
If successfully spotted, the missile-firing unit may be fired upon
that fire phase.

B. Line of Sight: A player may oniy attempt to spot enemy
units which are in the line of sight of ona of his own units. A
tine of sight exists if the enemy unit is within tha maximum
spotting range of the spotting unit, and if the line of sight is
not blocked. The line of sight is a straight line between the
center of the spotting unit’s hex and the center of the target
unit’s hex.

1) Maximum Spotting Ranga: The normal maximum spot-
ting range is 18 hexas. This may be increased duse to ¢levation.

Both the elevation of the spotting unit and the target unit
can increase the maximum spotting range. There are nine basic
" terrain elevations on the map, each representing 26 meters of
elevation. The elevation levels are shown in the table below.

Levael Color Height
4) Full Lt. Graen om
1 Partial Lt. Brown 25m
2 Full Lt. Brown 50m
3 Partial Med. Brown 75m
4 Full Med. Brown 100m
L Partiat Med-Dark Brown 125m
6 Full Med-Dark Brown 150m
7 Partial Dark Brown 175m
8 Full Dark Brown 200m

For each leval above light green that the spotter and the
target are in, add four to the maximum spotting range. Thus
a spotting unit on leve! 4 could spot a target unit on level 2
at up to 42 hexes {18 hexes plus B x 4 hexes).

A unit is always assumed to be on the highest terrain in the
hex. In addition, non-vehicle, dismounted units in a town hex
or urban strip hex, and which are attempting to spot, are con-
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sidered to be one lave! higher than the hex occupied.

2) Blocking Terrain: A line of sight is blocked if it passes
through terrain higher than the line of sight itself. When both
the spotter and the target are on the same elevation, this is
an easy determination to make. When they are on different
elevations, the line of sight graph is used.

Take out the line of sight graph and examine it. The vertical
axis represents range measured in haxes. The horizontal axis
reprasents height measured in alevation levels, To use the line
of sight grid, first locate the position of the spotting unit. The
spotting unit is always located on the zero hex range point of
the range axis and the correct elevation on the height axis.
Next, locate the target unit by cross-indexing the range to the
target unit and fts elevation. The intersection of these two lines
is its position on the graph. Lay a straightedge on the graph
connaecting the two lines. The straightedge Is the line of sight’
from the spotting unit to the target unit. Finally, determine the
range and slevation of any potential blocking terrain. Deter-
mine its point on the graph in the same manner as if it were
a target unit. If its location on the graph is above the line of
sight, the line of sight is blocked. If it is exactly on or below
the line of sight, the line of sight is not blocked.

All terrain is evaluated on the basis of the highest elevation
in the hex. Town hexes and woods hexes are considered to
be one slevation highar than the terrain level of the hex for line
of sight blocking purposes.

Note that the terrain the spotting unit is in and tha target
unit is in never constitute a block to the line of sight.

C. Numbaer of Spotting Attempts: Only ong spotting attempt
may be made per enemy unit per phase, conducted by the
friendly unit of the spotting player’s choice. Usually, but not
necessarily, this will be the unit with the greatest chance to
spot the enamy unit.

D. Procedure: Five slements datarmine the likelihood of a suc-
cessful spotting attempt: range, target type, terrain, target
status, and spotter status.

The range from the spotting unit to the target unit determines
the basic chance of spotting the target. This is listed on the
spotting table as the number or less which must ba rolled on
the die to spot.

The terrain the target unit is in modifies the basic chance
of a successful spotting attempt. The terrain table next to the
spotting table lists the target type {personnel, weapon or vehi-
ela) and indicates the modifier applied against the spotting
number. Note that without such a modifier some spotting at-
tempts are impossible. Two modifiers appear in each call of
the table. The first modifier is used if the target unit is not in
cover; the second is used if it is in cover. The notation Auto
meaans that a unit in that terrain type is automatically spotted
by any enemy unit at any range provided it has an unobstructed
line of sight to it.

The target status table lists additional modifiers based on
ths action of tha target unit, making it easier to spot units which
are moving, are firing missiles, or have just fired. The moving
modifiar is used only during the movemant phase. The firing
modifiar is used during the fire phase &nd, in the case of non-
phasing units conducting opportunity fire, the movement
phase.

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

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

E. Autospots: If at any tima during a movemnent phase either
player has an unobstructed line of sight to an enemy unit which
is not under cover and is in a terrain type with the notation
Auto on the terrain spotting chart, that unit is automatically
and immediately spotted.

F. Dummies: Dummy counters are included as listed in the
scenarios and are used to confuse the opposing player as to
a player’s exact strength and disposition. Dummies move as
normal units, with whatever mobility category and movament
allowance desired by the player. DBummy counters may spot
and may do so as non-recon armored vehicles if desired. They
may not be treated as recon units.

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

G. Unspotting: If, at the and of any movament or fire phase
a previously spotted unit is not within the line of sight of any
enemy unit, it is flipped over to its unspotted side again. Some
units may become incapable of spotting due to suppression
isee Rule 11; Combat Results) or morale {see Rule 17: Morale}.
Although these units may not make spotting attempts on
unspotted units, a spotted unit in their line of sight remains
spotted.

Rule 11: Combat Resuits

All results of all types of fire are expressed as eithar sup-
pression, hit, slimination, or no effect.

A. Suppression: A unit which is suppressed has not suffered
sufficient losses to permanently affect its parformance in garme
terms but has temporarily been rendered less effective, either
due to losses or fright.

1) Effects of Suppression: A suppressed unit may not spot
enemy units nor may it observe for indirect fire. Units suffer
additional effects from suppression which vary depending on
their defense class.

AFV class units may not mount or dismount units, have their
conventional fire values halved at ranges of O and 1 hex, and
subtract one from their base hit number on all anti-armor fires
at all ranges.

Suppressed personnel class units immediately go to ground,
and thus have a cover marker placed on them. In addition, they
may not fire, nor may they move toward a spotted snemy unit.

Suppressed wsapons class unit may not fire or move.

Suppressed non-armored vehicle units may not move. Any
personnel class units in the vehicle automatically dismount and
are supprassad. Any weapons class unitin it is also suppress-
ed and may not dismount.

21 Racovary From Suppression: A unit remains suppressed
until rallied (see Rule 17: Morale}. Tha one axception to this
is that if an unsuppressed parsonnel or heavy weapons class
unit mounts a suppressed non-armored vehicle, the vehicle unit
automatically recovers from suppression.

B. Hit: A unit that suffers a hit result loses one step of
strength. AN units begin the game with sither one step or two
staps of strength. A unit with two steps of strength which suf-
fors a hit has a hit marker placed under the counter and is from
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then on treated as a unit with one step of strength. A unit which
has one step of strength and which suffers a hit resuit is re-
moved from play. Note that a unit which starts the game with
two steps of strength and which suffers two hit results, either
at the same time or at different times, is removed from play.

A unit which suffers a hit result is also suppressed.

C. Eliminate: A unit which suffers an eliminate result s
removad from play, regardless of how many steps of strength
it has.

D. No Effect: A no effects result has no effect on the strength
of a unit, but does require the unit to check morale, as explained
in Rule 17: Morale.

Rula 12: Direct Fire

There are two types of direct fire: anti-armor fire (directed
only at armored vehicles) and conventional fire (directed at all
units, including armored vehicles). Direct fire takes place dur-
ing the fire phase and may take place during the movement
phases (see Rule 15: Opportunity Fire.)

A. Which Units May Fira: Any unit which has direct fire
weapons may conduct direct fire. These units are listed on the
fire data charts, along with the characteristics of those
weapons. The characteristics listed are ammunition type, rate
of fire, effectiveness at range, and ammunition supply. Tha am-
munition supply value is used only if Rule 24: Ammunition
Supply {Optional}, is used.

B, Limitations: Several considerations limit the ability of units
to fire.

1) Range; The fire data charts give the effectiveness of
various types of ammunition for a unit at various ranges. The
presence of an X indicates that the unit may not fire that am-
munition type at that range with any effect. Generally, the
greater the rangs, the less effective the fire. No unit may con-
duct direct fire at ranges greater than those listed on the chart.

2) Line of Sight: The target of the fire attack must be in
the line of sight of the fiting unit. Line of sight is determined
in the same mannsr as for spotting, except that dismounted
parsonnel-class units in town and urban strip hexes may, at
the owning player's option, fire from one glevation higher than
the elevation of the hex. (In other waords, they are firing from
rooftops and upper stories of the tallest buildings in the hex.)
if they do so, they may be spotted and fired at this higher
elevation.

3} Formation: Only units in combat formation may fire. {(Ex-
ception: Ses Rule 16: Close Assault.)

4) Movemant: A player may not fire a unit in the fire phase
of his own player turn if it moved in the first movemeant phase.
Movement in the second movement phase does not affact fire.

5} Units: Although units do not block line of sight for spot-
ting purposes, they someatimas do block line of sight for firing
purposes, A unit may never fire through a hex containing friend-
ly units, nor may it fire conventional fire through any hex con-
taining enemy units. A unit may fire anti-armor fire through a
hex containing enamy units provided the hex contains no
enemy AFYV units.

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

C. Ammunition Types: There are a number of differant am-
munition types listed on the fire data charts. Their specific ef-
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fects are detailed in the rules on anti-armor and conventianal
fire. However, a brief dascription of their actual function will
aid in a general understanding of later rules.

1) Anti-Armor Rounds:

al KP: Kinetic penetrator ammunition is an anti-armor
round designed to punch through armor by virtue of the kinetic
energy generated by extremely high velocities. The main kinstic
energy penetrator round for both sides is the hypsr velocity
armor piercing fin-stabilized discarding sabot {HVAPFSDS)
round.

b} TP: Tharmal penstrator ammunition relies on the ex-
plosion of a shaped charge warhead ta burn through armor.
Thermal penstrator rounds are usually referred to as high ex-
plosive anti-tank (HEAT) rounds.

¢) Msl: Guided anti-tank missiles are extremely accurate
anti-armor weapons which rely on thermal penetrator warheads
to burn through armor. Missiles are differentiated from other
tharmal rounds since there are special rules relating to missile
fire. These are found in rutes 10 (spotting), 13 (anti-armor fire)
and 156 (opportunity fire).

d) API: Armor piercing incendiary rounds are small-
caliber kinetic energy rounds fired by heavy machine guns and
small cannons. APl rounds are differentiated from other kinetic
penetrator rounds due to their lowser chance of a kill on an ar-
mored vehicle once they achiave a penatration.

2) Conventional Rounds:

a) HE: High explosive rounds are used against non-
armored targets. Note that the U.S. ammunition supply cal-
umn of the fire data chart lists a single total for TP and HE
rounds combined for the M-1 tank. This is because the TF round
is used as an HE round against unarmored targets.

b} SA: Small arms fire consists of automatic weapons
{machine guns and assault rifles) and grenade launchers.

¢} APERS: The anti-personnel round fired by U.S. tanks
consists of a round which is packed with thousands of flach-
ettes. The gunnar selects a ranga {up to 1500 meters) at which
the round will detonate. When it detonates, the flechettes are
released as a cloud of lethal projectiles still travelling at high
velocities along the baliistic path of the round with devastating
effact on non-armored targets.

d) I1S: Incendiary smoke rounds may be fired at sither
armored or non-armored targets. Incendiary smoke rounds are
filled with white phosphorus which not only creates a good
deal of smoke but also burns at extramely high temperatures,
An exploding white phosphorus round thus is an extremsly
deadly weapon.

D. Rate of Fire: Each step of a unit may fire as many times
per phase as its rate of fire as listed on the fire data chart. Also,
each step of a unit has its full rate of fire for both opportunity
fire and for close assault, even when both activities occur in
the sarne movement phase. Personnel-class units may always
fire every ammunition type available at its listed rate of fire.
Other units with more than one typs of ammunition available
may fire one or several types in a phase, but the total number
of firas may not exceed the lowest ROF number of the ammuni-
tion types being fired.

For example, a U.5. M-1 unit could fire twice with KP am-
muhition or twice with SA ammunition or once with each, A
Soviet BMP-B unit could fire twice with AP| ammunition or once
with Msi ammunition. A U.S. infantry unit could fire once with
TP ammunition, once with Msl ammunition and twice with SA
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ammunition.

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

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

For example, a full-strength Soviet T-80 platoon fires once
with KP ammunition and once with HE ammunition, Since the
platoon has two steps, it actually makes two attacks with HE
and two with KP. :

Rule 13: Anti-Armor Fire

Anti-armoar fire is directed at armored vehicle units. Ammuni-
tion types which may be used for anti-armor fire are those
which, on the fire data chart, have two numbers separated by
4 colon in each column of the effectiveness at range section
of the chart. These inciude KP, TP, API, and Msl ammunition.

A. Hit Procedure: The first number in the effectiveness at
range section of the fire data chart is the base chance of achiev-
ing a hit on a target unit at a given range. Roll the decimal die;
if the number rolled is equal to or less than the base chance
to hit, the fire attack results in a hit. Several factors modify
the base hit number.

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

2) M-301 Units: If A U.S. M-801 unit is under cover and
is being fired at across one of the two covered hexsides, divide
the base hit number by three, rounding fractions down.

3} Muiltiple Targets In Hex: Divide the number of enemy
AFV steps in the hex by two, rounding fractional resuits down,
subtract one, and add the total to the base hit number. For ex-
ample, & unit has a base hit number of four and there are six
steps of enemy AFV units in the target hex. Add (6/2—1 =}
2 to the base hit number, giving a new hit number of G.

4) Missile Fire: If a unit is firing missiles at units in a woods
hex, divide the base hit number by two, dropping fractions.

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

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

B. Penetratlon: Once & hit has besn achieved, determine
whether or not the ammunition used is capable of penetrating
the vahicle’s armor. To do so, compare the penetration of the
ammunition to the armor of the target. If the psnetration is
equal to or greater than the armor, the hit may penatrate. if
it is lass than the armor, the hit does not penetrate, and in-
stead causas the target unit to be suppressed.

1} Panetration Value: Locate the correct column of the ef-
fectivenass at range section of the fire data chart. The sacond
number {i.e. the number following the base hit number) is the
penetration value of the ammunition at that range. For example,
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& Soviet T-80 firing KP ammunition has a penetration value of
15 at a range of sight hexes.

2) Armor Value; Each AFV unit has two armor values; the
first value Is for frontal shots and the second is for flank shots.
If the line of sight crosses the hexside {march formation) or
hexsides (combat formation) the unit is facing, the frontal ar-
mor is used. If the line of sight crosses any other hexside the
flank value is used. If the firing unit is in the same hax as the
target unit the flank value is always used.

3) Hit Confirmation: A hit from KP ammunition which is
capable of penetrating the target’s armor automatically causes
a loss of one step. Hits from other ammunition must be con-
firmed. Roll the die once. If the number rolled is squal to or
less than the difference between the penetration value of the
ammunition and the armor value of the target, the hit causes
a ane step 10ss. If not, the target is suppressed but otherwise
unharmad.

In most cases, an addition to the difference between armar
and penetration is made (thus making it easier to confirm the
hit}. If the target unit is protacted by chobham armor, no addi-
tion is made. If the target unit is protected by laminate armor,
two is added to the difference. In all other cases four is added
to the difference. All vehicies protected by chobham or faminate
armor are listed on the hit confirmation table.

For example, a U.S. infantry unit firing TP ammunition
achigves a hit on the front of a T-80 unit. The T-80 has & fron-
tal armor value of 15 while the infantry’s TP ammunition has
a penetration of 17, or a difference of two. Since the T-80 has
laminate frontal armor, two is added to the diffarence, for a
final difference of four. The U.S. player must roll a four or less
on the die to inflict a step loss on the T-80.

C. White Phosphorus: A few weapons have the capability
of firing incendiary smoka rounds {white phosphaorus). Thase
weapons may fire at armored vehicfes with white phosphorus
using the base hit number of their least accurate anti-armor
round minus one. For example, the U.S. M-1 tank can fire in-
cendiary smoke and wishes to do so at a range of six hexes.
Its least accurate round at six hexes is TP with a base hit
number of three. Subtracting one gives a base hit number for
the white phosphorus round of two.

Whether or not a hit is achieved on the target, an incendiary
smoke screen is placed in the target hex in the manner ex-
plained in Rule 20: Smoke. If the round hits the target AFV unit,
the target is eliminated. If the round missed the target, the
target is suppressed.

Rule 14: Conventional Fire

Conventional fire may be directed at any unit. However, con-
ventional fire cannot inflict losses on armored vehicles; any
result other than no effoect merely suppresses the AFV unit.
Conventional fire is resolved by the following procedure.

A. Determine Target Defense Value: Each target has a
defensse value against conventional fire which is datermined
by the target defense class, the tarrain it is occupying, and
whether or not it is in cover. Consult the conventional fire
defense table and cross-index the target defense class with
the terrain of the hex it occupies. At the intersection thersa are
two numbers separated by a slash. The first number is the
while the second number is the value if the unit is under cover.
Subtract 1 from the defense value for each step in the hex in
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excess of two. However, a unit may never have its defense
value reduced below half the value listed on the chart.

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

B. Determine Fire Value: Add the fire values of all conven-
tional firas being directed at the target unit from all enemy units
firing at it that phase. Thus if two enemy units, each with an
ROF of 2 and two steps each, ware firing at the unit, a total
of 8 shots would be added together. If both firing units had
a value of 4, the total fire value would be 32.

C. Resolve the Attack: Compare the fire value to the defense
value and convert it to one of the simple odds ratios found on
the conventional fire combat results table. If rounding is
necessary, round in favor of the targst unit. Thus, a fire value
of 32 versus a dafenss value of 7 would be a 4:1 attack. Roii
the die and consult the conventional fire combat results table.
Tha intersection of the odds column and the row cerrespon-
ding to the dis roll lists the result of the attack. implement the
result as explained in Rule 11: Combat Rasults.

Rule 1B6: Opportunity Fire

Opportunity fire takes place during the movement phase. On-
ly units of the non-phasing player which are under cover may
conduct opportunity fire, and only at units which are moving.

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

All weapons may conduct opportunity fire at any enemy unit
within four hexes. Missiles may nat conduct opportunity fire
beyond four hexes. At up to a range of eight hexas, units may
only conduct opportunity fire against enemy units as they enter
tha second or any subsequent, consecutive hex under obser-
vation. That is, a unit cannot be fired on in the same hex as
whera it is first visible to the firing unit. At up to a range of
twalve hexes, units may only conduct opportunity firs in the
third or any subsequent, consecutive hex undser observation.
No unit may conduct opportunity fire beyond a range of twelve
hexes.

An gnemy unit which begins the movement phase visibla to
the firing unit may be fired at in any hex of its movement up
to a range of twelve hexes,

A unit normally eligible to conduct opportunity fire may do
0 against enemy units entering or leaving the hex the unit
occupies.

B. Rasolution: Opportunity fire is resolved as anti-armor or
conventional fire as appropriate and resulting morale checks
are resolved immediately. After thay are resolved, movement
proceeds.

Rule 16: Close Assault

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

if a close assault takes place, all units in the hex fire
simultaneously. Close assault fire is resolved using the normai
rules for anti-armor and conventional fire. Unlike fire conducted
in a fire phase, units in march formation may fire in & close
assault.

It is possible that after all fires are resolved, both players may
still have units remaining in the hex. No special actiong are re-
quired by these units. If at the end of the next movement phase
there are still units of both sides in the hex, another close
assault is resolved. No unit may fire during a fire phase if there
are anemy units in the hex it occupies.

Rule 17: Morale

Units under fire suffer from extreme stress, and this can turn
into moraie problems, especially when casualties are suffered.
Units whose morale deterioratas become either shaken or
broken.

A. Morale Checks: Units check moraie by company. Units
which de not belong to a company {a battalion HQ unit, for
example) check morale separately, £ach phase in which any
unit of a company is fired at, the company must check morale.
Regardless of how many times the company is fired at, it is
never reguired to check morale more than once per phase. To
check morale, roll the die once. If the result is equal to or lass
than the current morale level of the company, the company
passes the check, otherwise it fails the check.

Platoons and sections which have been cross-attached te
another company are treated as part of that company for morale
purposes.

1) Morals Levels: All companies have an initial morale level
of 10 except for mechanized infantry companies {all those com-
panies which consist of both infantry units and armored per-
sonnel carrier units) which have an initial morate level of 12.
A company’s morale level is reduced by 1 for every step loss
suffered.

2) Failed Morale Checks: |f a company fails 2 morale check
it is shaken, A shaken company which fail a marate check are
broken.

Units of a shaken company may not move toward any spot-
ted enemy units.

Units of a broken company are In no formation; they move
as if in march formation but all shots against them are con-
sidered to be flank shots. Units of a broken company may not
fire, spot or observe for indirect fire. They must move away
from the nearest spotted enamy unit to the extent of their
movement ability, so long as they do not come closer ta any
spotted enemy unit than thaey were to the closest spotted
enemy unit at the beginning of the phase. For example, a broken
unit is three haxes away from tha closest spotted enamy unit,
Each hex it anters must move it further away from that enemy
unit, but it may not come within two hexes of any other spot-
ted enemy unit while doing so. If unable to move farther away
from the original enemy unit without approaching too close to
another enamy unit, the brokan unit may not move.

Any unit which becomes broken in the same hex as occupied
by an enemy unit is ramoved from play {surranders}.

B. Rally: A playar may attempt to rally broken and shaken
companies at the start of a movement phase. Rallying a com-
pany costs 1 oparations point if any part of the company is
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visible to the HQ or TOC unit expending the operations point,
and 2 point if it is not visible. TOCs may not rally companies
while executing plans.

To rally a company, roll one die. If the result is equal to or
less than the company’s current morale level, the company
rallies. Broken companies which rally become shaken. Shaken
companies which rally become normal. Broken companies
which bacama shaken immadiatsly are agsumed to ba in com-
bat formation, with any facing desired by the player.

Players may attempt to rally suppressed units at the start
of each friendly movement phase as well. The procedure for
rallying suppressed units is identical to that for rallying shaken
and broken units except that it does not raquire the sxpenditure
of operations points.

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

C. HGs and TOCs: HQOs and TOCs are considered separate
companies for morale purposes, with a morale level of 8. HOs
and TOCs which are shaken must attempt to rally themselves
each friendly movement phase by expending one operations
point. Broken HQs and TOCs may not expend operations
points.

Rule 18: Entrenchmants

Certain scenatios will call for one side to have several en-
tranchments. These must be placed on the board with the in-
itial placement troeps and, once placed, may not be moved.
Each entrenchment may hold up to two steps of personnel or
heavy weapons class units.

A unit must spend its full movement phase in an entrench-
ment hex to enter the entrenchment. A unit in an entrench-
ment is noted by placing the unit under the entrenchment
marker. Dummy units may occupy entrenchments. A unit may
not occupy an entrenchment already occupied by an enemy
unit.

Units in entrenchments defend against indirect fire and con-
ventional fire as listed on the conventional fire defense tables.
For spotting purposes, entrenched units are considered
covered.

Entrenchments may not be placed in marsh hexes.

Rule 19: Artlllery and Indirect Fire

A. General Explanation: Indirect fire represents the firepower
of martars and artillery, which deliver high trajectory piunging
flre. Indirect fire units are all units which are included on the
indiract fire data chart. Artillery forward observers radio or
teiephona fire missions hack to indiract fire units, which in turn
fire on the requested target. The process of requesting fire
takes time, as the following rules indicate.

B. Requesting Fire: Indirect fire is requested at the beginning
of each artillery phase. Both playars secretly write down their
fire missions on separate pieces of paper. The left-hand margin’
of the paper should be numbered from 1 up to the number of
turns specified by the scenario. Each turn’s fire missions are
written on the line of the turn in which they will arrive.

1} Writing Fire Orders; When writing fire orders, the player
must specify the target hex number, the firing unit, and the
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ammunition being fired. A sample fire order might read,
“A2121, 122mm bty 1, HE”'. This means that the target is
hex-number 2121 an map A, the firing unit is the first battery
of 122m howitzers, and it is firing high explosive rounds.

2) Observing Fire: Except as noted in Rule 21: Soviet Fire
Timetable, a hex must be under observation by a unit capable
of calling fire in order for a fire mission to be written for the
hex. All U.S. units are capable of calling fire as are all Soviet
HQ and OP units. An indirect fire unit may also gbserve for
itself. For a hex to be undsr observation, an unobstructed line
of sight must be traced from the observing unit to the target
hex. Procedures for tracing line of sight are explained in Rule
10, Spotting.

3) Delay: Indirect fire is subject to a delay of one or more
turns. This varies depending on which unit is observing for the
fire and, in the case of the Sovists, which unit is firing the mis-
sion. The indirect fire delay chart lists the number of turns of
delay for various observing units. In addition, when spotting
with other HQ or OFP, the Soviet player suffers an additional
delay of one turn per cammand level separating the firing unit
from the observing unit. Command levels for the

Soviets are shown at right. Battery
The command level of an artillery unit is defined  Battalion
by the non-artillery unit to which it is subordinated. Regiment
Thus, the mortar battery of a motorized rifle bat-  Division
tation is considered a battalion-level unit. The ar-  Army
tillery battalion of a mototized rifle or tank regiment  Front

is a regimental-level unit.

For example, a scenario calls for the Soviet player to have
army-level artillery available in support. A battalion MHQ cbserves
for a fire mission. Total delay would be 5 turns; normal delay
of 2 turns plus 3 command levels difference.

After the propar delay time is calculated, the mission is
recorded on the artillery mission sheet. It is recorded next to
the turn number in which the mission will arrive, not the turn
it was requested.

4) Cancelling Missions: A fire mission may be cancalled
at the beginning of any artiliery phase. Another order may be
written for the unit at that time, but it is subject to delay star-
ting in that artillery phase; it may not be simply substituted for
the cancelled fire order.

C. Indirect Fire Procedure: After all fire missions are record-
ed, fire missions due to arrive in the current tum are resalved.
Al artillery firing at a hex is added togathar and attacks all units
{enemy and friendly) in the hex.

1) Fire Mission Markers: When a fire mission arrives on
the board, take a numbered fire mission marker and place it
in the target hex. This marker will remain in piace untit the naxt
artillery phase.

2) Fire Value: The indirect fire data chart lists the fire value
for each indirect fire unit in the game. The value listed is per
step. Each fuil-strength counter has two steps and each half-
strength counter has one. Since the fire value is per step,
multiply it by two for full-strength units. All offboard artiltery
consists of full-strangth units.

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

4} Resolution: The fire values of all artillery units firing in
a hex are added together. This is then comparad to the defense
value of the top unit in the stack and expressed as a simple
odds ratio as found on the convantional fire combat results
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table. If rounding is necessary, always round in favor of the
target unit. After locating the correct column of the combat
results table, roll a dis and implement the result,

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

5} Results: Three results are possible: suppress, loss, and
eliminate. All are explained in Rule 11: Combat Results.

D. Spacial Cases:

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

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

2) ICM: The U.S. plaver has a choice of firing either HE
{High Explosive) or, with some weapons, ICM (Improved Con-
ventional Munitions). ICM may not be fired at town, urban strip,
woods, fuli lake, or swamp hexes. When firing ICM the fire
value is modified by the ICM multiplisr on the indirect fire chart.
If the max ROF option is taken with ICM, multiply the fire value
both by the max ROF madifier and by the ICM modifier.

3) Smoke: An indiract fire unit may fire smoke instead of
HE or ICM. Smoke missions are plotted using the same pro-
cedure as any other fire mission, except that units capable of
laying more than one smoke screen may plot as many target
hexes as smoke screens. The indirect fire chart indicates what
type of smoke may be fired {chemical or incendiary} and how
many smoke screens may be fired per step per turn. Incendiary
screens last one turn; chemical screens last two turns. Screens
are removed at the start of the artillery phase, The effects of
smoke are deotailed in Rule 20: Smoke.

For example, a U.S. M-125 mortar is plotted to fire an in-
cendiary smoke mission. Since it may fira four incendiary smoke
screens per turn, the .S, player writes down only up to four
target hexes.

If there are units in the target hex the turn the smoke arrives,
they may be subject to an attack. Chemical smoke missions
do not attack units in the target hex but incendiary smoke mis-
sions do. Resolve the attack as if it were an HE fire mission
but with a factor of 1Q per incendiary smoke screen targetted
on the hax. For exampie, a U.S. M-102 mortar can fire up to
three incendiary smoke screens per turn per stap, or a total
of six per turn if a two-step unit. #f all six wers fired at a single
hex, each unit in the hex would be attackad with a fire value
of 60.

4} Pass-Through Fire: Indirect fire is assumead to be taking
place over the course of the turn. Thus, the fire mission marker
is left in place and any unit moving through the hex during a
movement phase is attacked by the fire mission as weil, All
units suffering pass-through fire are fired at as if in clear terrain.

E. Deploymaent: In order to conduct indirect fire, or to be given
a fire mission, units must be deployed. After all indirect fire
in the phase has been resolved, players may have any indirect
fire units deploy. This is done by placing 8 deployed marker
on the unit. {A unit may be in either march or combat forma-
tion when it deploys.} Off-board artillery should be noted as
deployed on the artillery firing sheet.
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Indirect fire units which are deployed may not move,
Deployed units may fire in the direct fire phases only if they
did not fire in the artittery phase.

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

F. ftange: Indirect fire is limited by the range of the firing unit.
The indirect fire data chart lists the range of the various firing
units in hexes. Most artiflery fire wiil be from off-board units,
and the scenario Information will list both the types of artillery
available and how many hexes the unit is off-board. Subtract
this from the printed range to determine how many hexes of
range on-map the unit has.

Rule 20: Smoke

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

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

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

2) Wind Velocity: At the start of each scenario, roll the
die and consult the wind velocity table. The result will either
be light, moderate, or strong. Smoke missions may not be fired
in strong winds.

3) Orientation: Each smoke marker is placed in a hex but
actually blocks two hexsides. The marker Is faced toward a
hex vertex, indicating that the two hexsides adjacent to that
vertex are blocked. Smoke markars may anly he faced in such
a way that the iine of blocked hexes is parallel to the wind
direction.

I Wind Direction

Not Correct

i a—

| - -
©

i

sk &8

] «® L3

- ~

Correct Correct

4) Duration: On the turn of arrival of incendiary smoke,
place an incendiary smoke marker on the targst hex. At the
start of the next artillery phase, remove the marker.

On the turn of arrival of chemicat smoke, place a chemical
smoke 1 marker in the hex. If int a light wind condition, flip the
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marker to its chemical smoke 2 side at the start of the next
artiltery phase and remove it at the start of the following ar-
tillery phase. If in a moderate wind condition, flip the marker
to its chemical smoke 2 side and add ona additional chemical
smoke 1 marker one hex downwind &t the start of the next
artillery phase. At the start of the following artillery phase
remove the chemical smoke 2 marker and flip the downwind
marker to its 2 side. n the next artillery phase, remove the re-
maining marker.

B. Effects:

1} Incendiary Smoke: Incendiary smoke blocks line of sight
for spotting and fire purposes for all units. Incendiary smoke
is considered to be one elevation level tall and is calculated as
if in the center of the hex for purposes of the line of sight graph.
However, the line of sight must crass one of the two blocked
hexsides to be blocked.

Incendiary smoke may also cause casualties if units are in
the target hex the turn of its arrival. See Rule 19: Artillery and
Indirect Fire.

2) Chemical Smoka: Chemical smoke has the same affect
es incendiary smoke except that units equipped with thermal
sights ignore the effects of chemical smoke. All U.S. M-1s,
M-2s, M-3s, and M-190s are equipped with thermal sights. In
addition, U.8. Dragon gunners have thermal sights, and thus
U.S. infantry may spot units through chemical smoke and fire
Msl ammunition through it. They may not cbserve artillery fire
through smoke or fire SA or TP ammunition through smoke.

C. Direct Firs Smoke: A few direct fire units are listed as hav-
ing IS (incendiary smokael} ammunition. This may be used to at-
tack armored or non-armored targets, as detailed in the rules
on anti-armar and conventional fira. In addition, whenevar IS
ammunition is used to attack a target in direct fire, an incen-
diary smoke screen is placed in the target hex, regardless of
the result of tha fire attack. The incendiary smoke screen lasts
for one complete game turn starting in the artillery phase after
it appears. Thus, a smoke screen which appears in any direct
fire phase of turn 4 would be removed at the start of the ar-
tillery phase of turn 6.

Rule 21: Soviet Fire Timetable

Some scanarios will call for the Soviat player to have a fire
timetable. A fire timgtable is several turns worth of pre-planned
fira. The Soviet player writes down in advance fire missions
for as many of his indirect fire units as he wishes for as many
turns as he wishes. Me may leave gaps in tha timetable for cer-
tain units and note “‘on call’”’ for them, indicating that they may
be used to fire normal observed fire missions.

Target hexas of the firs timetable, unlike normal indirect fire,
need not be under observation. The fire timetabla must be writ-
ten before the U.5. player places any units on the map.

Once play begins, the fire timetable may not be altered. It
may, however, be aborted by so declaring at the start of an
artillery phass. No fire missions may be written in the phase
the fire timetable is aborted, nor may any mission be written
before it is aborted excapt for *‘on call’’ units and units not
covered by the fire timetable.

Rule 22: Canncn-Launched Guided Projectiles (Optional}

Cannon-Launched Guided Projectiles (CLGPs) are currently
in the final stage of development and may be fielded within
the time frame of this game. If players wish, they may include
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the use of CLGPs in any scenario.

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

B. Directing Flre: CLGPs impact during the artillery phase and
count as a normal HE attack on the target hex unless they are
directed by a designator unit. They may be directed to any hex
within four hexes of the target hex provided the designator unit
has an unobstructed line of sight to the designated hex. Tha
CLGP attack Is then resolved against any ong AFV unit in the
hax as an anti-armor fire with a base hit number of B. Hits
automatically penetrate and do not need to be confirmad. If
the CLGP attack is directed against an AFVY unit, the HE at-
tack is not run.

C. Designator Units: One counter in each U.S. company may
be noted as containing the company’s Jaser target designator.
The laser designator is not capable of penetrating smoke, and
thus the smoke always blocks the line of sight for purposes
of directing fire, even if the designator unit has thermal sights.
Any casualty in the designator unit sliminates its ability to direct
CLGP fire,

Ruie 23:, Ammunition Supply (Optional}

Given the time scale of Assauift, it is possible for most units
in the game to burn through their basic load of ammunition.
This is particularly true of most units equipped with missiles.
However, the mechanics involved in kesping track of each
game shot are such that this rule is not recommended for
players until they are thoroughly familiar with the game
mechanics. At that point, playsrs may keep track of ammuni-
tion in those waapons which have 3 or fewer shots available.
Finally, experienced players may wish to keep track of all am-
munition expenditures.

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

Indirect fire units consume one unit of ammo per turn that
they fire unless they fire at max ROF or they conduct direct
fire. If they fire at max ROF, they consume units of ammuni-
tion equal to their max ROF multiplier. If they conduct direct
fire, they consume one unit of ammunition per fire.

Note that the U.S. M-1 tank has a combined ammunition
supply number for HE and TP rounds. This is because the same
round can be used for both purposes.

B. Ammo Usa: Both players should have a separate piece
of paper available to record ammunition use. Each counter
should have a separate line on the sheet, and each fire should
be noted as using ane unit of ammunition. Once a unit has ex-
hausted its basic load of ammo, that ammo typa may not again
be fired by that unit.

Units may not resupply during the course of the game.

Rule 24: Scenarios

Assauft contains a number of scenarios. Players should
decide by mutual consent which scenario is played. Beginning
ptayers should start with the Probe scenario, as it has fewer
units in play and is thus more manageable.

The scenario sheets list a variety of information necessary

to the play of the scenario, as specified below.
A. Maps and Wind Direction: The scenario shest will list the

Game Designers’ Workshop

maps used, their orientation in relation to each other, and the
compass directions of the assembled map. Soviet units always
anter from the east, and U,S. units enter from the west. Note
that the orientation of the map number on the scenario shest
corresponds to the orientation of printed town names on the
actual map.

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

B. Force Level Options: Each side has six counters numbered
from 1 10 6. Thesse should be shuffied face down and sach
playar draws one of his own countars. The other counters are
placed aside. The counter drawn indicates the forces available
to the player for the scenario.

The force level section of the scenario shaet also lists the
entry schadule of reinforcing units and the victory point
muitiplier for that force lavel, The victory point multiplier is ex-
plained below,

C. Off-Board Artlllery: This section ligts how much, if any,
off-board artillery is available, its type, distance from the map
edge, and any special rules for its use.

D. Off-Board Command: This lists the number of operations
points available per movement phase each turn from a superior
HQ off-board.

E. Victory: This section lists those objectives for which the
player receives victory points. This is generally expressed in
terms of towns captured, enemy units eliminated, and friend-
ly units exited off the map.

At the end of the scenario, both players add up the victory
points gained and then multiply them by the victory point
multiptier of their force level. The player with the higher vic-
tory point total is the winner.



Expanded Sequence of Play

Artillery Phase
Record fire missions. :
Adjust smoke markers from previous turns.
Resolve indirect fire.

Deploy artillery units.

Soviet Player Turn

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

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