Assault’

Tactical Gombat
in the 80’s

Soviet Scenario Information

Scenario 1: Probe

Description: Soviet forces must enter the board and prebe U.S.
positions. If the positions are weak, the probing force must push
through and create a breach. If resistance is substantial, the force
must vigorously attack the enemy to destroy the force or, fail-
ing that, tie them down and possibly draw reserves from other,
more critical areas.

Victory: Victory points are awarded for the following:

For each step of U.S. units eliminated: 2 points.

For each step of Soviet AFVs exited off the west map edge
before turn 12: 2 points.

For each step of Soviet AFVs exited off the west map edge
before turn 18 but on or after turn 12: 1 point.

Total Scenario Length: 18 turns.

Command Ratings: Generate command ratings for 2 HQs.

Force Level 1
Units Required: 9, R-91, A4, A5.
Command Units: HQ9.
Victory Point Multiplier: 0.8.

Force Level 2

Units Required: 1, R-91, A4, Ab.
Command Units: HQ1.
Victory Point Multiplier: 0.8.

Force Level 3

Units Required: 6, R-91, A1, A10.
Command Units: HQ6
Victory Point Multiplier: 1.2.

Force Level 4

Units Required: 4, R-91, A5, A9,
Command Units: HQ4.
Victory Point Multiplier: 1.

Force Level 5

Units Required: 4, 9, R-91, A5.
Command Units: HQ4, HQ9.
Victory Point Multiplier: 0.6.

Force Level 6

Units Required: 1, 6, R-91, A10.
Command Units: HQ1, HQ6.
Victory Point Mulitiplier: 0.8.

Scenario 2: Meeting Engagement

Description: The front has been broken open and a Soviet divi-
sion has been released to initiate the pursuit phase. The Soviet
player, commanding the advanced guard of the division, must

spearhead that advance in the face of scattered U.S. resistance
and possible counterattack forces.

Victory: Victory points are awarded for the following:

For each step of U.S. units eliminated: 2 points.

For each step of Soviet AFVs exited off the west map edge
before turn 18: 2 points.

For each step of Soviet AFVs exited off the west map edge
before turn 24 but on or after turn 18: 1 point.

For each turn in which the off-board artillery is deployed:
minus 5 points.

Total Scenario Length: 24 turns.

Off-Board Artillery: The player has one battalion (six full-
strength units) of 162mm howitzers. In force levels 1 and 2 the
battalion is the 5th Battalion, composed of Sau-152s (1A5, 2AS5,
1B5, 2B5, 1C5, 2C5). In force levels 3-6 it is the 10th Battalion,
composed of D-20s. The battalion is undeployed and 50 hexes
off-board. The entire battalion must deploy together. The bat-
talion is a regimental-level unit.

Command Ratings: Generate command ratings for 8 HQs and
1 TOC.

Force Level 1

Units Required: 1, 6, 7, 8, 10, HQ-91, TOC-91, R-91, AT-91,
M-91, HQ5, OPA5, OPB5, OPC5.

Command Units: HQ-91, HQ1, HQ5, HQ6, HQ7, HQS8, HQ10;
TOC-91.

Victory Point Multiplier: 0.6.

Force Level 2

Units Required: 1, 2, 6, 7, 8, 10, HQ-91, TOC-91, R-91, AT-91,
M-91, HQ5, OPA5, OPB5, OPCb.

Command Units: HQ-91, HQ1, HQ2, HQ5, HQ6, HQ7, HQS,
HQ10; TOC-91.

Victory Point Multiplier: 0.5.

Force Level 3

Units Required: 1, 2, 3, 4, 5, HQ-91, TOC-91, R-91, HQ10,
OPA10, OPB10, OPC10.

Command Units: HQ-91, HQ1, HQ2, HQ3, HQ4, HQS5, HQ10;
TOC-91.

Victory Point Multiplier: 0.6.

Force Level 4

Units Required: 1, 2, 3, 4, 5, 6, HQ-91, TOC-91, R-91, HQ10,
OPA10, OPB10, OPC10.

Command Units: HQ-91, HQ1, HQ2, HQ3, HQ4, HQ5, HQ6,
HQ10; TOC-91.

Victory Point Multiplier: 0.5.

Force Levels 5 and 6

Units Required: 1, 4, 5, HQ-91, TOC-91, R-91, HQ10, OPA10,
OPB10, OPC10.
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Command Units: HQ-91, HQ1, HQ4, HQ5, HQ10; TOC-91.
Victory Point Multiplier: 1.5.

Scenario 3: Counterattack

Description: Soviet forces have temporarily halted in the face
of mounting resistance and due to having outrun their support-
ing echelons. The Soviet player must defend his forward posi-
tions to serve as a springboard for a renewal of the offensive.
If sufficient reserves become available, he must go over to the
attack and destroy U.S. forces with which he is engaged.

Victory: Victory points are awarded for the following:

For each step of U.S. units eliminated: 1 point.

For each step of Soviet AFVs exited off the west map edge
before turn 18: 2 points.

For each step of Soviet AFVs exited off the west map edge
before turn 24 but on or after turn 18: 1 point.

For each of the following towns held (at least one Soviet
and no U.S. units present in any hex of town) at the end of the
scenario: 10 points.

Steinmark, Rettersheim, Tiefenthal, Hundsruck.

Total Scenario Length: 24 turns,

Off-Board Artillery: One battalion (six full-strength units: 1A10,
2A10, 1B10, 2B10, 1C10, and 2C10) of D-30 122mm howitzers
is deployed 20 hexes off-board. In addition, in force levels 2, 3,
and 5, one battalion (six full-strength units: 1A11, 2A11, 1B14,
2B11, 1C11, 2C11) of BM-21 multiple rocket launchers is deployed
20 hexes off-board. Restrictions are mentioned in special rules.
In both cases, the entire battalion must deploy together. Both
battalions are regimental level units.

Command Ratings: Generate command ratings for 8 HQs and
2 TOCs.

Initial Deployment: Initial units may be deployed, under cover
if desired, anywhere on map A.

Special Rule: HQ-92 is an additional command unit in all force
levels. It is permanently off-board and cannot enter. 1R-91, 2R-91,
1AT-91, and 2AT-91 are subordinate to the 92nd Regiment, not
the 91st Regiment.

Force Level 1

Units Required: 1, HQ6 , A6 (infantry only; no BTR-70s), B6,
C6, M6, HQ7, A7, B7, M7, A9, 1R-91, 2R-91, 1AT-91, 2AT-91,
OPA10, OPB10.

Command Units: HQ1, HQ6, HQ7.

Subordination: 6 and 7 are subordinate to the 92nd Regiment;
1, 9, and 10 are not.

Victory Point Multiplier: 1.2.

Force Level 2

Units Required: 1, 2, 3, 4, 5, HQ-91, TOC-91, HQ6, A6 (infan-
try only; no BTR-70s), B6, C6, M6, HQ7, A7, B7, M7, A9, 1R-91,
2R-91, 1AT-91, 2AT-91, OPA10, OPB10.

Command Units: HQ-91, HQ1, HQ2, HQ3, HO4, HQ5, HQS6,
HQ7; TOC-91.

Subordination: 1, 2, 3, 4, 5, and 10 are subordinate to the 91st
Regiment. 6 and 7 are subordinate to the 92nd Regiment.

Victory Point Multiplier: 0.5.

Special Rule: The BM-21 battalion may fire a maximum of two
fire missions during the scenario. Fire missions may be called
beginning on turn 6. '

Force Level 3
Units Required: 1, HQ6, A6 (infantry only; no BTR-70s), B6,
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C6, M6, HQ7, A7, B7, M7, A9, 1R-91, 2R-91, 1AT-91, 2AT-91,
OPA10, OPB10.

Command Units: HQ1, HQ6, HQ7.

Subordination: 6 and 7 are subordinate to the 92nd Regiment;
1, 9, and 10 are not.

Victory Point Multiplier: 1.

Special Rule: The BM-21 battalion may fire a maximum of one
fire mission during the scenario. The fire mission may be called
beginning on turn 6.

Force Level 4

Units Required: 4, 8, Al, A5, HQ6 , AB (infantry only; no
BTR-70s), B6, C6, M6, HQ7, A7, B7, M7, A9, 1R-91, 2R-91,
1AT-91, 2AT-91, OPA10, OPB10.

Command Units: HQ4, HQ8, HQ6, HQ7.

Subordination: 6 and 7 are subordinate to the 92st Regiment;
1, 4, 5, 8,9, and 10 are not.

Victory Point Multiplier: 0.8.

Force Level 5

Units Required: HQ6 , A6 (infantry only; no BTR-70s), B6, C6,
M6, HQ7, A7, B7, M7, A9, 1R-91, 2R-91, 1AT-91, 2AT-91, OPA10,
OPB10.

Command Units: HQ6, HQ7.

Subordination: 6 and 7 are subordinate to the 92nd Regiment;
9 and 10 are not.

Victory Point Multiplier: 1.

Special Rule: The BM-21 battalion may fire a maximum of one
fire mission during the scenario. The fire mission may be called
beginning on turn 6.

Force Level 6

Units Required: A1, HQ6 , A6 (infantry only; no BTR-70s), B6,
C6, M6, HQ7, A7, B7, M7, A9, 1R-91, 2R-91, 1AT-91, 2AT-91,
OPA10, OPB10.

Command Units: HQ6, HQ7.

Subordination: 6 and 7 are subordinate to the 92nd Regiment;
1, 9, and 10 are not.

Victory Point Multiplier: 1.5.



Assault Soviet Scenarios

Soviet Scenario Chart: Scenario 1
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Force Level Force Level Force Level
Unit | 1| 23| 4|5 |6 unit |1 273456 wiir | 7] 23121516
1R91 | 1 [ 1 |1 1] 1 |1 1car 5| 5 OPM6* 6 5
291 |1 [ 1 |1 [ 1 1|1 | 2ca 5| 5 1M6* 5 5
391 | 1 [ 1 [ 1111 3car 5| 5 2M6* 5 5
aR91 |1 |1 [ 1| 1] 1|1 | opmar 5 | 5 Has | & 7
HQ1 5 7 | 1mar 5 |5 1A9 | 1 3| 3
1A1 1| 3 3 || 2mar 5 | 5 2A9 | 3 5| 5
2A1 3]s 5 [[oras* | 5 | 5 5| 5 3A9 | 3 5 | 5
3A1 3|s 5| 145 | 5 | 5 5| 5 1B9 | 5 7
1B1 5 7 2a5 |5 5 | 5 289 | 5 7
2B1 5 7 || Has* 3 5| 389 |5 7
381 5 7 |[ ATe* 5 5 | 1ce [ s 7
1C1 5 7 || 146+ 1 1 2c9 | s 7
[ 2c1 5 7 || 2n6* 3 3| 3ce |5 7 i
[ 3c1 5 7 || 3a6* 3 ~ | 3 |[oPato® 5 5
HQ4* 5 | 5 1B6* 5 5 || 1A10* 5 5
1A4* | 3 | 3 ' 2B6* 5 5 | 2a10* 5 5
284 | 5 | 5 3|3 386" 5 5 1 [in s vs s |13
34 |5 | 5 3|3 1C6* 5 5 s l23 |77 45| am
—{|Dummies -
1B4* 5 | 6 2C6* 5 5 15/5|16/6 717
“2B4* 5 | 5 3ce* 5 5 77 | 717
| 3B4* 5 | 5
Soviet Scenario Chart: Scenario 2
Force Level Force Level Force Level Force Level
Unit | 112 |3 |4156| unit |1 |2]|3]a56| unie [1 (213 [4(56| unit [1]2]3] 4156
HQ91* | 8 | 8 | 8 | 8 | 5 || Ha3 12 | 12 OPC5* |8 | 8 | 8 | 8 Has* |12 | 12
Toco1| 8 8|8 | 8|5 || 1A3 8 | 8 1C5 '8 8|8 ate* [12]12
mRo1 |1 [ 1] 11 1] 2a3 8 | 8 2C5 '8 | 8 | 8 | 1a8* [12 12
2R91 | 1 [ 1|1 1| 1] 3a3 12 | 12 Haé* | 5 | 6 14 2a8* [ 12 (12
3R91 [ 1 [ 1 1 [ 1|1 1B3 12 [ 12 AT6* | 5 | 5 14 3a8* |12 |12
4r91 | 1 |1 [ 1|11 2B3 12 [ 12 1A6* | 1 | 1 14 1B8* |12 |12
1AT91 | 8 | 8 383 12 [ 12 2a6* | 3 | 3 14 288* |12 |12 i
2AT91 | 8 | 8 1C3 12 | 12 3a6* | 3 | 3 14 3B8* |12 |12
3AT-91 | 8 | 8 2C3 12 [ 12 1B6* | 65 | & 14 1c8* |12 | 12
M91 | 8 | 8 3c3 12 [ 12 286* | 5 | 5 14 2ce8* |12 [ 12
Hat [10] 10| 5 | 5 | 5 || HQ4* 10[10]| 5 | 386* |5 | 5 14 [ [ 3ce* 1212
1a1 |3 3|1 [ 1 [ 1| 184" 3|3 ]3| 1ce* [5 [ s 14 opms* | 12 | 12
2A1 5|5 | 3|3 3| 288" 5|5 | 5| 2c6* | 5| 5 14 M8* |12 | 12 2
3A1 5 5|33 3| 3a4 5|5 |5 | 36 |55 14 ams* |12 | 12
181 [10[10] 5 | 5 | 5| 1B4* 10[10| 5 ||oPme* | 5 | 5 14 Hato* [ 8 | 8 | 8 | 8 | 8
281 [10|10|5 | 5| 5 | 284" 10[10] 5 [ 1m6* | 5| 5 14 oPA10* | 5 | 5 | 8 | 8 | 8
381 [10][10]| 5 | 5 | 5 || 3B4* 10105 [ 2ve* [5 | 5 14 1A10* | 5 | 5
1ct |[10]10]5 |5 |5 | 1ca* 1010 5 || HQ7* |14 | 14 2a10* | 5 | 5
2ct |10 |10 5 |5 |5 | 2ca 10|10 5 || AT7* [14 |14 opB10* [ 8 [ 8 |8 | 8 | 8
3act |10|10] 5 | 5 | 5 || 3car 10|10] 5 || 1a7* [ &8 | 8 1B10* | 8 | 8
HQ2 5 | 5| 5 OPM4* 10105 || 2a7 | 8 | 8 2B10* | 8 | 8
1A2 5|5 |5 M4+ 1010 5 || 3a7* [14 | 14 orc1o*| 8 |8 |8 |8 |8
2A2 5|5 |5 2M4+ 10|10 | 5 || 187 |14 [1a 1c10* | 8 | 8 i
3A2 5|5 |5 Ha5* [ 8 | 8 | 8 | 8 | 8 || 2B7* |14 | 14 2c10* [ 8 | 8 1
1B2 5| 5| 5 oPA5* | 8 | 8|5 | 5 | 5| 387" |14 | 14 10/5/5/10] 1/1 | 1/1 | 1/1
2B2 5|5 |5 1A5 5 | 5| 5 [ 1c7* |14 | 14 _ |sro 13 [ 13|13
— - Dummies
382 5|5 |5 2A5 5|5 | 5| 2c7 [14 |14 15/5(15/5| 2/5
12 5|5 | 5 orBs* [ 8 [ 8 |8 |8 | 8| 3c7* |14 14 15/8
[ 2c2 5|5 |5 185 | 8| 8| 8 [[opm7* |12 | 14
3c2 5|5 |5 2B5 8| 8|8 1m7* 14|14
2M7* |14 | 14
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Soviet Scenario Chart: Scenario 3

Force Level Force Level Force Level
it 17 T2T3 1415616 wnie [7[2]3]4[56]6]| Uit |7 ]2]|3|4]|5]|6
HQ-91* 8 Ha4* 8 4 HQ7* | s | s |s|s|s|s
TOC-91 8 1A4* 8 4 AT7* | s | s |s|s|s|s
mo1 | s |s|s|s|s|s]| 2as 8 4 1A7* | s | s |s|s|s]|s
2R91 | s | s | s |s|s | s | 3as 8 4 227 | s | s|s|s|s|s
AT91| s | s |s|s|s|s | 1Ba* 8 6 3A7* | s | s|s|s|s|s
2AaT91 | s | s |s|s|s | s| 284 8 6 B7* |s|s|s|s|s|s
HQ1 | 6 | 4 | 4 384+ 8 6 87 |s|s|s|s]|s]|s
1A1 |4 | a|a]a 4 | 1car 8 8 3B7* | s|s|s|s|s]|s
2a1 |6 | 4|46 6 || 2ca* 8 8 lfopm7* [s [s|s|s|s|s
3A1 | 6| 4| 4|8 8 || 3ca* 8 8 w7 |s|s|s|s|s|s
1B1 | 6| 4|4 OPM4* 8 8 am7* |s|s|s[s|s|s
281 | 6| 4|4 1M4* 8 8 Has* 8 | 8
381 6 | 4| 4 2M4* 8 8 ATS* 8 | 8
11 | 6| 4] a HQ5* 8 1A8* 8 | 8
T 2c1 | 6| 4| 4 0 OPA5* 8 8 2A8* 8 | 8
3c1 | 6| 4] 4 1A5 8 8 3A8* 8 | 8
HQ2 6 2A5 8 8 1B8* 8 | 8
1A2. 6 OPB5* 8 288* 8 | 8
- 2A2 6 1B5 8 388" 8 | 8
| 3A2 6 2B5 8 1c8* 8 | 8
182 6 OPC5* 8 2c8* g | 8 | |
[ 282 6 1C5 8 3cg* 8 | 8
| 382 6 25 8 OPM8* 8 | 8
1C2 6 Hae* | s | s |s|s|s|s | 1mse 8 | 8
T 2c2 6 AT6* | s | s | s |s|s|s| 2vs* 8 | 8
| 3c2 6 M6+ | s |s|s|s|s|s]| Hos 8
HO3 8 226+ | s sl s|s|s|s|f 1a9 [s|s|s s | s
1A3 8 an6r | s s |s|s|s|sl 2 |s|s|s|s|s|s
2A3 8 " | s s |s|s|s|s| 39 |s|s|s|s|s]|s
3A3 8 86* | s |s|s|s|s|s| 1co 8
1B3 8 386" | s|s|s|s|s|s| 2c9 8
2B3 8 1c6* | s | s |s|s|s|s]| 3ce 8
383 8 2c6* | s |s|s|s|s|s|fopato*[s|s|s|s|s|s
1C3 8 3c6* | s | s |s|s|s | s|opBto*|s|s|s|[s|[s]|Ss
2C3 8 opme* | s | s |s|s|s|s 5/S | 5/S | 5/S | 5/S | 5/S | 5/S
| 3c3 8 me* | s | s|s|s|s|s men 10/6| 1/4 [10/4| 9/4
——{|Dummies
2mMé* | s | s|s|s|s|s 1/6 3/6 |10/6| 9/6
3/8 5/8 2/8
Entr. | 8 | 8 | 8 | 8 | 8 | 8




