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BASIC GAME
RULES FOLDER

INTRODUCTION TO THE
BASIC GAME RULES

FIREPOWER is a game of man-to-man combat at
the present time and during the recent past,
designed to test the tactical combat skills of two
or more players. The game’s scale is approxi-
mately five vards per hex and thirly seconds per
Turn. Combar at this level is at its mast basic and
brutal; propaganda, war aims, and the overall sit-
uation matter little. Full antention is focused on
the immediate enemy, hiz location, numbers and
weapons, the local terrain, and sheer survival,
* Your mission is 1o employ superior maneuver and
firepower to lead vour soldiers to victory.

For those of you new to the wargaming hobby,
what you have in your hands is a simulation of
actual madern combat siwatons. Simulations
come in many forms—a movie can be a *'visual™’
simulation of some reality, or a book can be a
“written'” simulation, Similarly, playing this game
provides a “‘gaming’ simulation of the *‘real
thing’®. Absolute realism in any type of simula-
ton is, of course, impossible, but, within the
framework provided, the major problems con-
franting actual soldiers in combat situations can
be recreated. However, unlike visual or written
© simulations, the gamer does not merely toke a
passive role in watching or reading the simula-
tion, but becomes an active participant in it. The
players tuke the roles of the opposing com-
manders—rhey are in command, and their deci-
sions and rheir actions determine the result.

The rules are lengthy, but need not be memorized,
only carefully and thoroughly read and used as
o reference for questions that arise during the play-
ing of a game. The rules are organized by a num-
ber code for quick reference. The rules do not have
to be read and learned all in one sitting. The first
few games can and should be played using only
these Basic Game Hules. Additional, more com-
plex rules found in the BATTLE MANUAL can
be introduced as the player's tastes and Interests
dictate.

1. THE BASIC GAME EQUIPMENT

The following components are used in the play
of the Basic Game. Information nor needed for
play of the Basic Game iz identified with an aster-
isk (*). Components nof used with the Basic Gume
are identified and explained in the BATTLE
MAMUAL. Please inspect these parts carefully
while reading through this section.

1.1 THE MAPBOARD: There are four map-
board ““panels”” included in the game. Each panel
is numbered for identification and shows an area
of typical terrain. Panels 1—3 can be joined
together in a variety of ways to form multi-penel
mapboards. Panzl 4 does not fit together with the
other panels, but is always used alone. Only panels
1 and 2 are used for the Basic Game. A hexagon
grid is used to regulate movement and the posi-
tioning of the playing pieces, and individual hex-
agons are called **hexes'. Each hex contains a
letter-number identification which, in conjunction
with the panel number, is its individual designa-

tion. For example, hex “1FFI " is the *"FFI*" hex
on mapboard panel I. The hexes where the map-
board panels join (so that there is a half hex on
each panel) can be identified by referring to either
of the adjacent full hexes as if they were a con-
tinuation of either panel’s numbering sequence,
regardless of what designution or parial designa-
tion may appear in the partial hex. In the center
of each hex is u **sighting dot'* used to determine
lines of sight. The terrain found on the mapboard
is identified in the STANDARD TERRAIN
IDENTIFICATION CHART on the Basic Game
Card, Each side of a hex can be identified by a num-
ber corresponding to u number assigned (see below
for the orientation of thess numbers 1o the panel num-
bers) o that same hexside of the **directional hex'"
on each maphoard panel. When two or more panels
are joined together, always use the directional hex
of the lowest-numbered panel us the reference for the
entire mapboard. A directional hex alzo identifies the
sides of the mapboard, as shown below:

DIRECTIONAL HEX

SIDE
516

SIDE
273

SIDE 4

1.2 THE PLAYING PIECES: The dic-cut
couniers &re punched out to provide playing pieces
called *‘units™*. The tan (side “*A"") and green (side
“B") seldier units represent the opposing sides,
and either set may be used Lo represent a certain
nationality in a given game, as the players desire.
Units of other colors are nestral, and may be used
by aitl:;er mhliﬂrj:i sides. Note that most units have
two sides, the side to be used in o icular game
depending on what is needed li}]ﬁ?ﬂr;"l the game.
The units used in the Bagic Game are identified
halow:

1.2.1 SOLDIER UNITS: These units, called
“soldlers’’ in the rules, each represent an in-
dividual man and his major personal weapon. All
soldier units are “*RFL" on one side, with a
variety of other weapon types on the reverse side.
The side used depends on what weapons are
needed for the game.

FRONT

PICTURE
SYMBOT.

IDENTIFICATION
NUMBER

MAJOR PERSONAL WEAPON CARRIED

FTR(*) : Flamethrower,

GLR(*) : Grenade Launcher.

LMG : Light Machincgun.
MMG(*): Medium Machinegun,
MPL(*) : Medium Portable Launcher.
MRET(*) : Mortar.

PST 1 Pistol.

REFL . Rifle,

SMG(*) : Submachinegun,

1

1.2.2 SEQUENCE UNITS: These are lerterad
for identification on one side—the color shows the
owning player side.

A

1.2.3 INFORMATION UNITS: These are
placed to display game information,
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1.3 DIE: One *‘decimal die'" is included in the
game, which can be used ta roll ren different num-
bers ("'1" to *'0°"). A 0" is the highest num-
ber, and i5 read as 10", This can be used as
provided, but is easier to read if the numbers are
first filled in with a black water-proof feli-tip pen.
1.4 OFF-BOARD CARD: The Off-Bourd Card
should be cut into the Turn Record (needed for the
Busic Gume) and two identicel Holding Box Cards
(*). The back of one of these Holding Box Cards (*)
15 the Basic Game Card, needed to play the Basic
Game.

1.5 THE BASIC GAME RULES FOLDER: This
folder has all the rules required to play the Basic
Game. Players may start a game after reading this
folder and preparing the necessary components—ihe
remaining components are not needed to play the
Basic Game.

1.6 OTHER: A straight edge, rubber band, or
string to check lines of sight will prove useful.

2. BASIC GAME SETUP AND
FREPARATION FOR PLAY

This **Rasic Game Scenario’ is the only one that
can be played using only the Basic Game Rules.
2.1 STEP ONE: Lay out mapboard panels **1°
and **2"" as shown below:

SIDE
242

SIDE
376

Flace the Turn Record near the mapboard, and
place any unused unit in its **1'" box.

2.2 STEP TWO: Each player now rolls the die,
repeating to break ties. The player with the high
roll then picks a side (**2/3"" ar **5/6"") of the map-
board on which to sel up, the other player taking
the opposite side.

1.3 STEP THREE: By any mutmally agreeahle
method, the players decide which will use the side
“A" soldiers and which will use the side “B"
soldiers. Then both select the units needed for their
side, both identical forces consisting of the fol-
lowing units:

SOLDIER UNITS: 1 xLMG, 1 <PST, 4 xRFL
(a total of six soldier units).



SEQUENCE UNITS: 3 sequence units {(any
letters).

2.4 STEP FOUR: Each player now rolls the die,
repeating to break ties. The player with the fow
roll then sets up his soldiers in any desired man-
ner within five hexes (inclusive of both the
soldier’s hex and the partial hexes along the map-
hoard edge) of his side of the maphoard. After
thiz, the other playver zets up his zoldiers in any
desired manner within five hexes of the opposite
side of the mapboard. Play may now begin.

3. HOW TO PLAY—THE BASIC
GAME SEQUENCE OF PLAY

The game starts when all sctup and preparation
is completed. The game is played in “*Turns".
Each Turn is divided into “*Phases’’, which are
performed in the order listed below. For the Basic
Game Scenario, this sequence is repeated for four
Turns, after which the game is finished and vie-
tory is determined.

3.1 THE MIX SEQUENCE UNITS PHASE:
Either player mixes the sequence units,

3.2 THE TMPULSE PHASES: An Impulse

Phasze begins when a sequence unit is drawn, and
there are two Impulses per Impulse Phase. The
sequence units are randomly drawn one at a time.
As each is drawn, the soldiers on the side march-
ing the color drawn may be used o perfonn any
Actions allowed by the two Impulses. This con-
tinues until all sequence units have been drawn,
31,3 THE TURN RECORD PHASE: After all
sequence units have been drawn, advance the unit
on the Turn Record into the next box. The num-
ber in this box shows what Turn is being played.

4. GENERAL BASIC GAME RULES

These all play a part in different ways during a
game.

4.1 CONTROLLING PLAYER DEFINI-
TION: Players always perform all moves and die
rolls for the undts that they use. Thus, players are
always the “‘controlling players'” for their own
lnits.

4.2 READING THE DIE—DIE MODIFIERS:
The number that appears at the top of the die when
thrown is the number rolled. **Medifiers™” to this
die roll are called for in the rules and require num-
bers to be added and/or subtracted to the number
actually thrown. For example, ifa “'5"" is rofled
on the die and a modifier of **—1"" iz called for,
the result s *5=1 = 4", and the result iz inter-
preted as if a **4"" had been rolled. If more than
one modifier applics, the effects are cumulative.
For example, if modifiers of *"=1"" and ""+2"
both ?ppf_}'. the cumularive modifier is “'—1+2
= +]"

4.3 UNIT FACING: The “‘fronts"’ of units face
the tops of those units, as shown in the soldier
unit example in 1.2.1. Soldiers must at all times
be facing toward a definite hexside, not toward
the angle of o hex. Be very careful with the place-
ment of units with regard to their facing, cspe-
cially when more than one unit is present in a hex,
s0 that no chances for confusion exist.

CORRECT lr::i},{:.:r
TR, LU
FACING i Fac
d # A HEX -
HEXSIDE 1 | ANGLE Vi
RFL AFL

I
The facing of posture, speed, and status units de-
pends an which side of the information unit
marches the front facing of the zoldier unit with
which it is placed,

4.4 UNIT POSTURE: A soldier may be in a
“Snding’”, **Crouching’, or “'Prone’’ posture
in the Basic (Game, as is shown by the placement
or non-placement of a posture unit in the appropri-
ate facing on or near the soldier. If no posture unit
is placed, the soldier is **Standing™", if a posture
unit is placed “*P°" topmost, the soldier is
““Prone’’, and if the posture unit is placed “*C""
topmost, the soldier is "*Crouching'’. A posture
unit remains the same until movement factors are
expended to change it or until it is changed when
the soldier is Stunned.

CROUCHING PRONE

STANDNNG

SOLOIER SOLDIER SOLINER
L
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4.5 UNIT SPEELD: In the Basic Game, a soldier
may be ""Mormal™ or “'"Running’”, as shown by
the placement or non-placement of a speed unit
on or near the soldier. If no speed unit is placed,
the soldier is at ““Normal®” speed, and if a speed
unit is placed **R’" topmaost, the soldier is **Run-
ning''. A soldier is Running only if it entered four
new hexes. Once placed, a speed unit remains in
place until the next sequence unit for the soldier's
side iz drawn or until it is removed if the soldier
is Suppressed or Stunned.

4.6 UNIT STATUS: A soldier may be “*Stun-
ned'” or “*Suppressed’” as a result of fire, as shown
by the placement of a status unit on or near the
soldier. If no status unit is placed, neither applies.
If a stams unit is placed ""STN"" topmost, the sold-
ier is **Stunned'’, and if placed **SUP"" topmost,
the soldier is **Suppressed’”. Stunned soldiers are
also automatically marked as Prone,

4.7 FENCE AND HEDGE HEX UNIT
DIRECTION: In a fence or hedge hex, a soldier
may be on either side of that particular obstacle.
A direction unit must be placed on or near a soldier
with the arrow showing which side of the hex is
occupied.

&

1)

AlLAS

4.8 STACKING—=MORE THAN ONE UNIT
PER HEX: Any number of soldiers or other units
of the same side may occupy the same hex at the
same time, They may be in the same or different
facings, postures, speeds, directions, and/or
status, Mormally, there are no problems, but if
things get too crowded in a hex, the player may
have to carefully explain the siuation to the op-
ponent or even make some notes to avoid con-
fusion.

4.9 MAPEOARD SIDES—USE OF PARTIAL
HEXES: The partial hexes along the mapboard
sides may be used normally. In the Basic Game,
no soldiers may exit the mapboard.

5, THE MIX SEQUENCE
UNITS PHASE

EveryTurn begins with this Phase. The sequence
units should be placed upside down and thoroughly
shuffled and mixed so that no one knows which
is which. If available, place the sequence units in
a cup or hat, then shake thoroughly. Either player
may handle this, and it must be done once at the
start of every Turn.

6. THE BASIC GAME
IMPULSE PHASES

6.1 GENERAL IMPULSE PHASE RULES—
CHANGES IN SPEED AND STATUS: The se-
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SOLDIER IS LOCATED ON THE

LEFT SIDE OF THE FENCE. i

quence units are drawn one at a time. As each is
drawn, the plaver controlling the soldiers of the
sequence unit's side may perform two ‘‘Im-
pulzes"’, which together constitute one *'Impulse
Phase"'. Each Impulse consists of performing the
Actons for the soldier or soldiers in one hex. Only
after the completion of one Impulse Phase is the
next sequence unit randomly drawn. As each is
drawn, invert the previous sequence unit and place
in an area separate from those still to be drawn—ne
player may examine the inverted sequence units
or the ones still to be drawn. This continues until
all sequence units have been drawn. Thus, players
are never sure of the order in which a Turn will
be resolved.

6.1.1 REMOVAL OF SPEED UNITS: When
& saquence unit is drawn, all speed units marking
that side’s soldiers are removed from play.
6.1.2 REMOVAL OF SUPPRESSED STATUS
UNITS: When a sequence unit is drawn, all Sup-
pressed status units marking the orher side's
soldiers are removed from play.

6.1.3 CHANGE OF STUNNED STATUS
UNITS: When all Actions in an Impulse Phase
have been completed (i.e., at the end of cach
Impulse Phase), all Stunned status units marking
that side's soldiers are changed to show thar the
soldiers are now Suppressed.

6.2 BASIC GAME ACTIONS—MOVEMENT
FACTORS AND EXPENDITURES: The two
Impulses of an Impulse Phase may be performed
in any desired order by the comtrolling player.
Each Impulse must involve different soldiers, No
single Soldier may ever he used to perform
Actions during both Impulses or expend more than
the allowable number of movement factors dur-
ing any one Impulze Phase. During each Impulse,
each invelved soldier may have up to four move-
ment factors expended performing any desired
“Actions’’, which may be performed in any
desired order or combination. All Actions cost
movement factors. All movement factors do not
have to be expended. The number of movement
factors expended in having a soldier perform any
single Action are listed in the BASIC GAME
MOVEMENT FACTOR EXPENDITURE
CHART on the Basic Game Card. Note that the num-
ber of movement factors expended o perform an
Action can vary depending on the poswre of the
soldier used 1o perform the Action. No Actions may
be performed if insufficient movement factors are
available 1o perform the Actions. The Busic Gume
Actions are:

6.2.1 ENTER A NEW HEX: A soldier is moved
into a new hex conlaining any type of terrain.
Hexes entered must be consecutive—a unit may
not skip hexes. Moving soldiers may enter and/or
pass through hexes containing other friendly
soldiers, bul may not enter hexes containing op-
posing soldiers without 2 melee combat. A soldier
may be moved only into the hex directly in front
of the unit's facing. Mark a soldier as Running
if four new hexes are entered during the Impulse.
This Action is shown by moving the unit into the
new hexes, then marking.

6.2.2 TURN 1-3 HEXSIDES TN A HEX: A
soldier's facing is changed by one, two, or three
hexsides (60 to 180 degrees). This Action is shown
by pivoting the unit within the hex.

6.2,3 CROSS FENCE, HEDGE, OR HILL/
DEPRESSION: A soldier is crossed from one
side of a fence or hedge to the other while remain-
ing in the same hex. These Actions are shown by
adjusting the Direction unit (o show the new lo-
cation. This expenditare must also be made if the
goldier eroszes a hill (with any number of con

tour lines) or depression hexside while going up



or down the hill or depression. After crossing the
hexside, movement factors must alzo be expended
to enter the new hex,

6.2.4 POSTURE CHANGES: A soldier's
posture can be changed from Prone to Stand, Stand
1o Prone {note that changing from Stand to Prone
expends only one movement factor, while chang-
ing from Prone to Stand expends two movement
factors), Prone to Crouch, Crouch to Prone,
Crouch to Stand, or Stand to Crouch. Adjust a
posture unit to show these Actions,

6.2.5 COMBAT ACTIONS: Firing weapons
and melee are both “'Combat Actions™". An in-
dividual soldier may be used (o perform no more
than one Combat Action per Impulse Phase.
6.2.5.1 FIRE WEAFONS (COMBAT):
Although a hand grenade is actually thrown, for
game purposes treat as if it and all other weapons
are “*fired”". Firing is resolved by die rolls after
announcement (ses 6.3).
6.2.5.2 MELEE (COMBAT): A soldier is
moved into a hex containing an opposing soldier
(or soldiers) and engages in hand-to-hand com-
* bat. A melee is resolved by a die roll (see 6.5).

6.2.6 STACRKS: All soldiers who start an Impulse
in the same stack may all have Actions

{up to each of their maximum number of move-
ment factors) az part of that one Impulse. They
may do so whether the stack remains wogether or
breaks up into smaller stacks and/or individual
soldiers us their Actions are performed.

6.2.7 EXAMPLES OF ACTION MOVE-
MENT FACTOR EXPENDITURES:

6.2.7.1: A soldier starts the Impulse Proane. Twa
movement factors are expended to Stand (remaove
the status unit), one Movement facror 1o mrm mo
hexsides, and one movement factor to enter a new
hex.

6.2.7.2: A soldier starts the Impulse Standing.
One movement factor is expended to cross the hill
hexside, moving up the hill, and one movemen:
Sactor to enter the new hex arop the hill. Then one
mavement factor is expended 1o cross the hill hex-
side, moving down off the hill, and one movement
factar to enter another new hex.

e
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6.2.7.3: Two soldiers start the Impulse stacked
together and Standing. The first soldier (a5 de-
rermined by the controlling plaver) expends mwo
movement factors firing, then one movement factor
to go Prone (add a Prone starus unit). The second
soldier expends one movement factor 1o enter a
new hex, two movement factors fo fire, then one
mqvfmenrﬁ:ﬂar ro go Prone (add a Prone stamus
Lnir).
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6.2.8 EFFECTS OF STUNNED AND SUP-
PRESSED ON MOVEMENT FACTORS:
Stunned soldiers may not be used (o expend move-

menl factors. Suppressed scldiers have their avail-
able number of movement factors reduced by one

(ie. from 4" to **3"" movement faclors).

6.3 BASIC GAME FIRE COMBAT—HOW
TO FIRE: The following rules apply when o
soldier is used to expend movement factors (o fire.

6.3.1 GENERAL RULES OF FIRE: A soldier
may be used to fire at any hex that lies within both
its firing arc and firing range, provided that the
shot is not hlocked by line of sight considerations.
The soldier firing iz called the **firing unit"’ and
the opposing soldier or hex being fired at is called
the “‘target unit'" or “‘targat hax'".

6.3.1.1: Grenades are fired (actually, thrown) at
a target hex (not necessarily containing soldiers),
and all other Basic (Game weapons are directed
at one specific target wnft within a target hex (fir
ing player’s choice).

6.3.1.2:  All soldiers are fired individoally, and
may have their fire directed at only one target each
time they are fired. A soldier may be used to fire
its major personal weapon or a hand grenade dur-
ing an Impulse, but not both. Two or more firing
units may be fired separately at the same target
hex or target unit during the same Impulse or
Impulse Phase.

6.3.1.3: No more than one soldier in a single
stack in a single hex may be fired while the stack
remains together, although, if the stack is broken
up by movement, the new stacks andfor individual
soldiers may be fired (one per stack per hex) affer
enaring a new hex.

6.3.2 THE FIRING RANGES: The maximum
ranges of the various weapons are shown on the
BASIC GAME FIRING CHARTS on the Basic Game
Card. Any ranges that confain 4 number are in the
runge of a specific weapon, For example, a pistol may
e fired at o target unit ar eight or less hexes range,

6.3.2.1: The **firing range'" iz determined by
counting the number of hexes by the shortesr pos-
sible route from the firing unit to the warget hex,
not including the hex thut contains the firing unit,
but including the target hex. For example, below
iy yhown a range of five hexes.

FIRING UNIT TARGET HEX

LEeesu

6.3.2.1 THE HAND GRENADE RANGE
LINE: There is a *“‘range line’” printed on the
Hand Grenade line on the CHART, between the
numbers “53'" (ranges 3-5) and “2°* (ranges 6-8).
This indicates that a soldier must be Standing to

be used to fire (throw) a hand grenade 6-8 hexes.
A Crouching or Prone soldier can be used to fire

a hand grenade only up to a 5 hex range.

6.3.3 THE FIRING ARC: The “*firing arc’" de
pends on the firing unit’s facing and includes all
hexes or partial hexes in a 60 degree arc out o
the limits of the weapon's range. Any hex within
a firing unit's are 1s a possible target hex, Mo fire
may be directed at hexes falling cutside of this arc.

SHADED HEXES FALL WITHIN
THIS UNIT'S FIRING ARC,

6.3.4 THE BASIC GAME LINE OF SIGHT:
“*Line of sight”" determines what a firing unit can
“gee’. If the line of sight to a potential target hex
may be completely “blocked '’ by some obstacle,
run a straight edge (ruler, taue string, stretched
rubber band, part of the Unit Counter Sheet frame,
etc.) from the sighting dot in the firing unit’s hex
to the sighting dot in the target hex to see if the
line of sight passes through the obstacle.
6.3.4.1: Unless both hexes are hill hexes, an in-
tervening hill hex hlocks the line of sight. The hex-
gides of a hill hex count as part of a hill hex.
6.3.4.2: If both hexes are divided by an imerven-
ing fence hex (including units actually in the fence
hex) and cither or both units are Prone, the inter-
vening fence blocks the line of sight. To be
hlocked the line of sight must pass through or
along some part of the fence pioiure printed on
the maphoard.

6.3.4.3: A hex (including the hexsides) contain-
ing one or more *‘friendly’” soldiers will block
a line of sight if the intervening friendly soldiers
are the same as or of a higher posture than the
firing unit and both are on the same height ter-
rain. Hexes contuining opposing soldiers do not
block a line of sight in this way.

6.3.4.4: Hills are the highest terrain (for the Basic
Game ignore the number of contour lines in a hill
hex and treat all hill hexes as being of equal height)
and depressions are the lowest terrain. All other
terrain is somewhers in between in height. For
postare, Stand is higher than Crouch and Crouch
is higher than Prone.

6.3.5 RATES OF FIRE: When weapons are
fired, the Impulse used in performing the Action
allows them to be fired at their full *‘rate of fire"
for the two movement factors expended. The
weapon's rates of lire are shown on the BASIC
GAME FIRING CHARTS, and are different for
cach weapon,

6.3.5.1 AUTOMATIC WEAPONS: The light
machinegun and rifle are both “‘automatic
weapons' ', as shown by the *“X"" that appears in
their rate of fire. The number that appears to the
left of the “*X"" is the number of “*bursts'" that
can be fired by the weapon in each Impulse. The
number that appears to the right of the X' 15
the number of **shots’ per burst. For expmple,
a light machinegun may fire three bursts of four
shots each, The die is rolled four imes (once per
shat) per burst, All target units must always be
in the same hex, and only one burst may be fired
by the same weapon at any single target unit dur-
ing the same Impulse Phase. Separate bursts may
be fired at different targets in the same hex. If only
one targel unit is in a target hex, only one burst
may be fired.

6.3.5.2 SELECTIVE FIRE: The rifle has
“eglective fire'—two different rares of fire are
shown to the right and left of a slash (**/"")—the
one to be used is up to the controlling player, but
only one or the other may be wsed during any one
Impulse Phase. The *"2X3"" notation to the left
is its automatic rute of fire, and the **2"" notation
o the right is its **semi-automatic™ rate of fire,
The **2"" indicates that two shots (roll the dic
twice) may be directed at a single target unit
they may not be split against two different unies.
Semi-automatic fire has the sdvantoge of being
more accurate than automatic fire.

6.3.5.3: The pistol has only semi-automaric fire.
The hand grenade has a rate of fire of "1 "—0ne
shot may be directed at one target hex per Impulse.
In the Basic Game, each soldier is considered to
be carrying unlimited supplies of bullets for the
major personal weapon plus an unlimited mam-
ber of hand grenades.

6.3.6 FIRE PROCEDURES: After checking the
firing range, firing arc, and line of sight 1o deter-



mine if firing is possible, and. if necessary, decid-
ing which rate of fire o use, the fire is announced
and resolved. If the firing unit is 1o expend addi-
tional movement factors after firing, this must be
announced at the time of firing, as this modifies
the die number rolled.

6.3.6.1 THE HIT NUMBER: On the BASIC
GAME FIRING CHARTS crossgrid the firing
weapon's line with the range in hexes (o the tar-
get hex to find the *“*hit number’’. For example,
iff e light machinegun is fired ar a fifteen hex range
(range increment '13-207"), the hit number is
2", For the rifle, use the hit number to the left
of the slash line if automatic fire iz used. and the
hit number to the right of the slash if semi-
automatic fre is used.

6.3.6.2 THE BASIC GAME FIRING MOTDI-
FIERS: MNow check the BASIC GAME FIRING
MODIFIERS, which are printed just below the
BASIC GAME FIRING CHARTS on the Basic Ganw
Card. Each 15 explained in more detail below:

6.3.6.2.1 FIRING UNIT IS SUPPRESSED: If
the firing unit is *‘Suppressed’’ (see 6.4 below),
the die number rolled is modified by **+1"".
6.3.6.2.2 TARGET IN COVER: "*Cover™ iz
any obstacle that can stop a bullet or grenmde frag-
ment. If a target unit is in 2 tree hex or rongh hex,
or in a fence hex with the fence between the fir-
ing and target units or between a grenade’s im-
pact hex and the target hex, the die number rolled
15 modified by **+ 1", THIS MODIFIER DOES

NOT APPLY FOR FIRING HAND GRE-
NADES, BUT DOES APPLY TO THEIR
BLAST.

6.3.6.2.3 TARGET IN CONCEALMENT:
“Concealment”’ is any obstacle that will not stop
a bullet or fragment, but does conceal & target by
making it less visible, If a target unit is in a scrub
or tree hex or in a hedge hex with the hedge be-
tween the firing and target units, the die number
rolled is modified by ** 4 1"". Note that tree hexes
offer both cover and concealment and thus have
a comhined total modifier of ** 42", THIS MODI-
FIER DOES NOT APPLY WITH HAND GRE-
MNADES (FIRING OR BLAST).

6.3.6.2.4 TARGET IS CROUCHING OR
PROMNE: If the warget is  Crouching or Prone,
the die number rolled 15 modified by **+1"" or
“2', respectively, THESE MODIFIERS DO
NOT APPLY FOR FIRING HAND GRE-
NADES, BUT DO AFPLY TO THEIR BLAST,
6.3.6.2.5 PER TREE OR HEDGE HEX IN
LINE OF SIGHT: For each tree hex and/or hedge
through which the line of sight passes (pot includ-
ing the firing and/or target hexes) the die number
rolled is modified by “*+1"". The hexsides of a
tree hex count as part of a tree hex. For hedges,
the line of sight must pazs through or along some
purt of the hedge picture printed on the
maphoard— where a fence or hill would block a
line of sight, a similarly placed hedge or tree will
anly cause the die modifier. Check line of sight
the same as when checking to see if completely
blocked.

6.3.6.2.6 TARGET IS RUNNING: If the tar-
get unit is marked as Running, the die number
relled 15 modified by **+2"". THIS MODIFIER
DOES KOT APPLY WITH HAND GRENADES
(FIRING OR. BLAST).

6.3.6.2.7 FIRER EXPENDS MOVEMENT: If
the firing unit expends any movement factors per-
forming Actions that are not Combat Actions, be-
fore and/or after firing, thizs modifies the die
number rolled by “* +1"" per movement factor ex-
pended by non-Combat Actions. THESE MODI-
FIERE DO NOT APPLY WITH HAND
GRENADES (FIRING OR BLAST).

6.3.6.3 RESOLVING FIRING: Fire is resolved
by rolling the die.
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6.3.6.3.1 LIGHT MACHINEGUNS, PIS-
TOLS, AND RIFLES: Roll the die once per shot
fired. Modify each shot by the applicable modifi-
ers. If the hit number or less is rolled, the target
unit is ¢liminated and removed from play. Other-
wise, the shot ““misses’”. For example, a light
machinegun is fired ar twe soldiers in the same
hex. The range is 30 hexes, giving a hit number
of ©'3"" and the targat units are both Prone (' +2""
modifier). (ne burst of faur shots cach is fired
al each farget wnit. For the first soldier 0" (reads
as “F0), 6, VST and "I are rofled. The
Y1 hits (142 = 3", the hit number), and thar
soldier is eliminated. For the second soldier, 8",
T UBY and V3" are rolled, all miszes*,

6.3.6.3.2 HAND GRENADES: In addition to the
major personal weapon, each soldier also carries
hand grenades. Roll the die once per fire (throw).
Modify by the epplivable modifiers. If the hit num-

ber or less is rolled, the target hex (now called .

the: “*impuct hex™") 15 hit. If the modified die num-
ber is higher than “*10™, consider the grenade to
be a “*dud""—it missed completely and no further
action is taken. If the modified die number is
higher than the hit number, but **10°" or less, the
target hex was missed, but the “*spread’’ must be
checked to see what nearby hex was hit.
6.3.6.3.2.1 HAND GRENADE SPREAD: Con-
sult the GRENADE SPREAD DIAGRAM on the
Basic Game Card, The X" shows the target hex and
the arrow shows the hexside erossed by the line of
sight from the firing unit. If the line of sight crasses
directly over a hex angle, the firing player must
choose which of the hexsides that form the angle 1o
use before rolling the die for spread. Roll the die—
the grenade lands in the mapboard hex correspond-
ing to the number on the diagram, which now be-
comes the impact hex. For example, in the following
diggram, the gremade missed and a 4" is rolled,
g0 B shows the impact herx,

FIRING LINE OF SIGHT
UNIT

TARGET

IMPACT HEX  HEX

If the impact hex is a hex that 15 o completely
blacked hex from the firing unit’s line of sight,
or if the impact hex is beyond the grenade’s range
or goes off the maphoard, treat as a “*dud"* (no
cifect). Otherwise, blast is evaluated from the new
impact hex. For reference while resolving this,
use a grenade unit w mark target and impact hexes
as they are determined.

6.3.6.3.2.2 GRENADE RLAST: When a
grenade explodes, its explosion and fragmentation
effects can cause damage not only in the hex hit,
bt also in nesrby hexes, called the **blast zone'",
The “*blast hit number™" for a Basic Game hand
grenade is **5"", The GRENADE BLAST DIA-
GRAM on the back of this folder shows die roll
modifiers that apply in nearby hexes, in addition
tor any other applicable firing modifiers, One die
roll is made for each soldier in the blast zone hexes
(this can also affect friendly soldiers in these
hexes). For example. assuming that ne other mod-
ifiers apply, a ""5"" is the hir number in the im-
pact hex (“B" on the diagram) and no modifiers
apply there. Adfacent hexes have a "'+ 3" mad-
ifier, and hexes which are nwvo hexes away from
the impact hex have a "+4"" modifier.

6.4 STUNNED AND SUPPRESSED: Soldiers
can be Stunned or Suppressed as a result of fire
that misses.

6.4.1 AUTOMATIC FIRE SUPPRESSION:
For automatic fire from a light machinegun or rifle
(automatie fire only—not the semi-automatic rate
of fire), any soldiers in the target hex that are not
hit (whether actually the target unit or not) are Sup-
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pressed, and should be appropriately marked with
a Status unit. It is also possible for automatic fire
to Suppress all soldiers in a hex, even if there is
no chance of a hit (ie., if positive modifiers make
it impossible 1o roll the hit number) if a modified
number of “*10" or less can be rolled.

6.4.2 GRENADE STUNS AND SUPPRES-
SION: Soldiers that are not eliminated in a
grenade impact hex are Stunned, and should be
so marked. Stnned soldiers may do nothing o
cxpend movement factors until the Stunned is
changed to a Suppressed. Soldiers in a hlast zone
hex, but not in a impact hex, that are not elimi-
nated are Suppressed if an unmodified die roll of
“2"" could have cavsed a hit (i.e., if o ©2* had
been rolled, a hit could have been scored, even
considering all modifiers).

6.4.3 STATUS EFFECTS ON SPEED: Any
Punning zoldier who is Stunned or Suppressed
automatically has the Speed unit removed and is
no longer considered to be Running,

6.4.4 STUN EFFECTS ON POSTURE:
Soldiers marked as Stunned are also immediately
marked as Prone, if not already in that posmre,
6.5 HOW TO HAVE BASIC GAME MELEE
COMBAT: To initiate a meles combat a soldier
or soldiers must be able to enter 2 hex containing
an opposing soldier or soldiers and have at least
one movement factor to expend for the melea. It
is possible to have melee in a hex during the same
Impulse Phase as fire is directed at the hex by other
soldiers.

6.5.1 MELEE PROCEDURE: The hit namber
for meles is “*5"". If a modified die number of **5"
or less is rolled, the side that entered the hex (the
“attacker’") wins, and all opposing soldiers in the
hex are eliminated. If a modified die number of
“6"" or more is rolled, the side originally in the
hex (the “defender'’) wins, and all attackers are
climinated.

6.5.2 MELEE MODIFIERS: The die number
iz medified by *' =27 for each amacker in excess
of the number of defenders, or by **+2" for cach
defender in excess of the number of attackers.
6.5.3 POST MELEE: Successful attackers must
immediately end their Actions after the conclu-
sion of a melee, even if unexpended movement
factors remain.

6.6 ORDER OF ACTIONS: Any changes in the
mapboard situation caused by an earlier Action
apply toany later Action during the same Impulse
and/or Impulse Phase. For example, if fire af o
hex Suppressed a Running soldier in that hex, the
42" modifier for Running would not apply for
a later shot ar that soldier, even during that same
Impuise. The Impulses of an Impulse Phase and
the Actions of an Impulse may be performed in
any desired order by the controlling player. If a
stack of soldiers is used for an Impulse, the con-
trolling player may perform their individual
Actions in any desired order, even expending
some movement fuctors for one soldier, then some
for another, then back o the first soldier, ete.,
being careful not to exceed the 4 movement fac-
tors allowed with any one soldicr.

7. VICTORY CONDITIONS—
HOW TO WIN THE BASIC
GAME SCENARIO

Ar the conclusion of four Turns, the players count
“victory poims"’. Each player gets one victory
point for cach opposing soldier eliminated and
three victory points for each of their own surviv-
ing soldiers located in a hex on the opposite side
of the mapboard (beyvond the **Q" row, past the
mapboard fold). The winner is the player with the
mast victary points; if victory points for both sides
are equal, the game 15 a draw.

Y-2284 2185
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FIREPOWER BATTLE MANUAL

STOP!! Do not read this until after you have read the Basic Game Rules, It is
a good idea to hecome thoroughly familiar with the Basic Game before moving
on to the more detailed and complicated versions of the game found here.

THE ADVANCED

GAME RULES

INTRODUCTION TO THE
ADVANCED GAME—
SIMULATION NOTES

The Basic Game provides a gquick and con-
venient method of *“getting into’’ the game
and learning the most importanl mechanics.
After the Basic Game is mastered, the Ad-
vanced Game is much easier to learn and
understand. Only after becoming comfort-
able with the Advanced Game should any
Optional Rules be tried. This gradual learn-
ing process makes the entire game package
easier to assimilate and use, Using the Ad-
vanced Game and Optional Rules makes
FIREPOWER a very detailed game system.
Mastering this system cnables a player to
“game’’ any comparable scale modern
action, even, with a little research, types of
actions and ecountries other than those in-
cluded in this game package.

As players begin using the Advanced Game
Rules, and even more s0 as many of the Op-
tional Rules are adopted, they will find that
the game system in many important ways
simulates acfual! combat situations as op-
posed to the “*Hollywaood™” version of these
same events. The way this is done and the
reasons it was done in this way may at first
be puzzling, because warfare is anything but
logical. Firefights are brutal and terrifying
experiences for the soldiers involved, who
may also be suffering from fatigue and the
effects of a preliminary bombardment, and
many *‘everyday'" and seemingly *‘logical™’
concepts have to be changed for a proper per-
spective. Although a large number of books,
articles, manuals, and interviews were used
in researching this game, among them were
two sources that consistently presented many
of the basic ideas for the version of combat
presented in this game. These sources were
the works of S.1..A. Marshall (especially his
classic Men Against Fire), and Swoufler, et
al's The American Soldier, Combat and its
Aftermath, o multi-velume psychological
look at combal and the attitudes of Ameri-
can combat troops in World War I1. The con-

clusions of these sources are substantially
backed up by every good first-hand account
of modern ground combat, although most
other works are more concerned with a broad
sweep of what happened rather than a
detailed analysis of why it happened the way
it did.

These works emphasize the *‘emptiness”” of
a modern battlefield where a good look at the
enemy or even at most of one's comrades is
rare, the small percentage (20—30%, or even
less) of the soldiers who do anything effec-
tive during an action, the fear and confusion,
and the short duration (usually a few minutes
or less) of an actual ground combat (random
firing can continue for some time, forces may
be regrouping, and the combat may be
repeatedly renewed, but a few minules are
usually enough to settle immediare victory
or defeat). All major modern batiles consist
of hundreds or thousands of separate com-
bats of the types presented here as scenarios.
Success depends on the efforts of a handful
of individuals among those engaged, called
““natural fighters'" by Marshall. Many mod-
ern training technigques attempt to develope
such soldiers, and every army awards medals
for encouragement and makes efforts to pro-
mote these *‘natural fighters' to positions of
leadership (sguad leaders, assistant squad
leaders, and weapon team leaders) to stimu-
late the others to participate. *‘Friction™ and
“‘fog of war'® are endemic in low level tac-
tics (even worse than in the higher levels of
command, since the danger is more immedi-
ate, constant, and personal), and squad
**drills’” break down rapidly under fire (more
or less so depending on the troop quality and
training). Small units, such as squads, are
“*primary groups'’ where the members are
often friends, and very close knit. When the
shooting starts, a soldier is very reluctant to
abandon his buddies, but may still take no
effective parl in a combat. Soldiers in com-
bat spend most of their ime hiding and look-
ing. Even *‘natural fighters"* get scared,
confused, or may just be locking in the
wrong direction at the wrong time. Combat
veterans confirm this. As one former squad
leader (Army, Vietnam War) told me, **Once
the shooting started, nobody would do any-
thing until I went over and personally kicked
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them in the burt. " Another, (Marine, Korean
War) mentioned. **The first time we came
under fire, the sergeant had 1o move around
and personally tell each man that he was sup-
posed to be firing back.”" Some crazy things
happen in actual combat, and can oceur in
this game. Gamers who think of warfare as
a series of carefully orchestrated maneuvers
will have to adjust their thinking to play this
game effectively. Lucky breaks and oppor-
tunities for one side will be intermixed with
the same for the other side in a patternless
manner. Seizing one’s own opporienities
while minimizing the other side's opportu-
nities is the crux of successful play of FIRE-
POWER. Some soldiers will emerge as
“*heroes’™”, while others will. accomplish
nothing, but this is the nature of the beast
called modern ground eombat.

The “*squad’* at the start of World War [ was
an organization primarily useful for adminis-
tration and close order drill. The tactical im-
pact of the massive firepower available from
the new weapons of 1914—1918 was startling.
The traditions of centuries of close order
fighting by massed troops died hard, but, by
the end of that war a rransformation had
taken place, and squads were being trained
and organized around one or more automatic
and/or heavy weapons as independent
maneuver elements within larger formations.
This very revolutionary tactical concept was
adopted by all major powers by the start of
World War II. This marks the beginning of
“*maodern ground combat™’, and, in its essen-
tials, is the system still used today. The squad
organizations and tactics of the Second
World War, along with the more publicized
use of armor and airpower, made the con-
duct of ground actions, even though many
of the weapons were the same, vastly differ-
ent from actions in previous wars.

Since 1945, attempts have been made Lo in-
crease the effective firepower of sguads.
During World War II it was found that the
automnatic rifleman or light machinegunner
in a squad was more effective compared to
other squad members than the difference in
firepower would suggest. At short ranges this
could also be noted in soldicrs armed with
submachineguns. Rescarch indicated that



these men had confidence in their ability to
dominate their immediate front with their su-
perior firepower, and this confidence in-
creased their effectiveness. Equipping every
infantryman with a bulky light machinegun
is impractically expensive and submachine-
guns lack range, so other weapons were
examined. Today, the long-range bolt action
rifles and the short-range submachineguns of
the 1940s have been largely superseded by
“‘agsault rifles’’ that feature selective rates
of fire for either long-to-medium-range semi-
automatic fire, or automatic fire for short-
to-medium ranges. Since the mid 1960s, there
has also heen a steady trend towards smaller
caliber bullets, such as the 5.56mm of the
M-16 Rifle. These smaller, lighter bullets
enable soldiers o carry more ammunition (a
key consideration with the rates of fire now
available to the average soldier), and, since
they have a reduced recoil, are capable of
more accurate automatic fire. Most armies
still back up these weapons with powerful
light machineguns, but the latest trend is
towards lighter, more compact, and shorter-
ranged light machineguns that share the same
ammunition as the rest of the squad. This use
of smaller caliber or reduced power bullets
(such as those employed in the AK Rifle and
EPD and RPK light machinegun series,
which use carbine bullets) reduces the effec-
tive ranges of the standard infantry weapons,
and has resulted in the increasing use of
powerful, specialized sniper rifles to provide
accurate firepower hbeyond 300—400 yards.
Infantry flexihility and firepower have also
grown through the lavish inclusion of anti-
tank weapons and/or specialized grenade
launchers or improved rifle grenades, and
through improved mobility and survivability.
Since the 1950s, most squads have been
equipped with an armored personnel carrier
{**APC"") to replace their World War Il-era
trucks or half-tracks. These APCs provide
all-round protection from small arms fire and
shell fragments for the safe delivery of fresh
infantry squads to the bartlefield. A mores re-
cent trend has been o the infantry fighting
vehicle (“IFV'") which is more heavily
armed and armored than a standard APC 1o
provide fire support for the dismounted
squad, and also has firing ports w allow the
infantrymen to fire from inside the vehicle.
Starting with the Korean War (1950— 1953)
there has also been a spread in the use of
body armor by individual soldiers. The in-
tended net effect of all the changes since
World War IT is o provide the individual
soldier with confidence in his ability to sur-
vive and 1o dominate his own front with fire-
power, thus encouraging more soldiers to
behave like “‘natural fighters™. Overall,
judging from the results in recent and cur-
renl wars, this does not seem to have hap-
pened, although the still small percentage of
“natural fighters’’ now have the means to be
mare effective than their earlier counterparts.

The FIREPOWER game covers what hap-
pens gffer the artillery barrage has lifted, and
the airstrikes have done their worst. Com-
hat at this level emphasizes the twin problems
of survival in an environment of automatic

and explosive weapons (accomplished by
spreading out and keeping out of sight), and
control (most easily accomplished by keep-
ing together and in sight—suicidal, if
gspotted). The game system demonstrates that
ne modern ground combat situation can be
divorced from the fog of war and the
problems of small unit tactics—what showld
be done and what can be done may be very
different in practice. If desired, a player can
easily move and/or fire every soldier one or
more times during a Twrn, just the same as
in a game where every unit can be moved
and fired every Turn. This game’s system
of sequence units simply breaks this down
into parts of a Turn. Keep in mind that the
Impulse Phases are nor units of time
(although they obviously average five to ten
seconds each), but merely determine the ord-
er in which events occur, The number of se-
guence units and Impulses per Impulse Phase
of a squad show itz degree of training, ex-
perience, and morale, A better squad can ac-
complish more in a given Turn. The
randomness of drawing the sequence units
and the limited number of things that can be
doni during each Impulse Phase are the heart
of this game as a simulation of reality, and

ADVANCED INFORMATION UNITS:

provide unique challenges for even the most
“hardensd"’ wargame commanders.

The Advanced Game Rules introduce new
concepts and procedures that are absent in
the Basic Game. This gives a more complex
and derailed game that is much easier to un-
derstand and learn if the Basic Game Rules
are already well understood. The Advanced
Game Rules, in most cases, simply add o
the Basic Game Rules, or supplement cer-
tain sections. Many of these rules simply ex-
plain charts and tables—it is suggested that
these be found and examined as the mles ex-
plaining them are read. All Basic Game Rules
still apply to the Advanced Game, unless
otherwise stated.

ADVANCED AND OPTIONAL COMPO-
NENTS; These components were not
covered in the Basic Game Rules, as they are
needed only with the Advanced and/or Op-
tional Rules,

PLAYING PIECES: Some units may
represent different things in different games,
depending on their identification in the
SCCTArio.
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DEFENSIVE UNITS: These represent for-
tifications and obstacles when placed on the
maphoard.
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ILLUMINATION UNITS
(An Information Unit)

THE BATTLE MANUAL: This contains
all the rules for the more complex versions
of the game, as well as the scenarios.
THE GAME CARD: The Game Card con-
tains the most-used charts and tables neaded
to play the Advanced Game and the Option-
al Rules.

THE WEAPON CARDS: The two
Weapon Cards contain WEAPON CHARTS
for firing the various weapons, including the
VEHICLE WEAPON CHARTS.

THE VEHICLE CARD: This card con-
tains the VEHICLE CHARTS on both sides.
THE BUILDING CARD: This card con-
tains floor plans for the upper levels of the
buildings on panel **4"" of the maphoard.
THE OFF-BOARD CARD: If not already
done, cut this card into rwo identical Hold-
ing Box Cards. These are backed by the Basic
Game Card (not needed for the Advanced
Game) and a sample CHARACTER SHEET
{see Option 22.).

8. ADVANCED GAME SETUP AND
PREPARATION FOR PLAY

8.1 SCENARIO SELECTION: Select a
scenario from the scenario section of this
BATTLE MANUAL. Most scenarios can be
played using only the Advanced Game Rules.
All specific information needed to set up and
play a scenario is given in the Scenario For-
mat or individual scenario sections.

8.2 ADVANCED MAPBOARD SETUP—
TERRAIN DEFINITION: In the Advanced
Game, lerrain may vary from game to game,

REVERSE

DITCH UNITS
(A Defensive Unit)

Ay

and information detailing terrain identifica

tion, heights, and values is given in the in-
dividual scenarios. The mapboard pancls
should be placed with the locations of the
panel identification numbers matching those
on the accompanying diagram in the
scenario,

8.2.1 MULTI-LEVEL BUILDINGS: The
upper floors of the buildings on mapboard
panel 4 appear on the Building Card, which
should be placed near the maphoard for
scenarios using mult-level buildings on map-
board panel 4. Soldiers located on these
upper floors are removed from the mapboard
and placed in the appropriate hexes of the
upper floor plans, which are identified by a
lerter that matches the identifying letter of
the building on the mapboard, and a num-
ber identifying the story. For example, floor
plans "'A2°" and "*A3"" on the Building Card
are the second and third floors of building
“‘A"". For single-story buildings, ignore the
stairs—consider them to be part of the walls,
Note that buildings ‘G and **H"" are joined
on their second floor by a balcony with a wall
that juts out over the pavement below, and
building **0"" includes balconies with walls
that are an outdoor part of the third floor.

8.2.2 TERRAIN HEIGHTS AND
DEPTHS: A rerrain feature may represent
various heights or depths, depending on the
scenario information. A “height™ in the
game equals two o four actual feet, an
average of three actual feet. For example, a
hill defined as being three heighrs high is
actually about nine feet high per contour
level. The depths of depressions are just the
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reverse—a depression that is four heights
deep is about twelve actual feet below the
normal ground level. Various heights and
depths can be indicated by placing height
units in one of the terrain feamre’s hexes,
The number on the height unit facing in
direction **1"" (referring to the mapboard's
directional hex) shows the height, or, for
depressions, the depth of the terrain in
“heights™. Height units need only be placed
to avoid confusion; in most cases players can
simply remember the heights and depths. In
the Advanced Game, each contour level of
a hill adds to a hill's total height. For exam-
ple, hill A" is 3 heights high while hill
"B, which has two contour levels, is 2%3
= & heighes high.

DIRECTION 1"

The heights of hills, depressions, fences,
trees, hedges, building walls, roadblocks,
and anything clsc that is unusual is given in
the scenarios. Most of the hexes on the map-
board are defined as *°0’" height, unless
otherwise listed.

§.2.3 BUILDING AND ROOF
HEIGHTS: For buildings, heights are given
for the walls of each story, Windows are con-
sidered to be one height high, starting one
height above the floor of their story. Doors
are considered to be two heights high, start-
ing with the floor of their story. Soldiers may
be moved through open doors or windows.
For game purposes, all roofs are considered
to be flat, and add no height to the building
walls.

8.2.4 LOOPHOLES: These are wall open-
ings too small to be moved through. They
are found in pillboxes, bunkers, sandbagped
towers, and may also be found in building
walls, if so defined in a scenario.

8.2,5 DOORS AND WINDOWS: A de-
fender with buildings may start a game with
doors and/or windows open or closed, as
desired. An attacker with buildings must start
with all doors and windows open (see 11.1.9
for marking doors and windows),

8.3 DETERMINING SIDES: The choice
of sides in a game can be determined in any
agrecable manner.

8.4 THE HOLDING BOX CARDS: A
side using vehicles or defensive units such
as pillboxes, bunkers, towers, foxholes, or
trenches, should take a Holding Box Card
and place it near the maphoard.

8.5 SQUAD ORGANIZATION, LEAD-
ERS, AND EQUIPMENT: The scenarios
show the organization of the soldiers into
“‘squads’’. In reality, different armies have
different designations for these basic com-
bat organizations, the most common alter-
nate term being “‘section’’, but, for game
purposes, all such organizations, including
all artached soldiers, weapons, and/or vehi-
cles, are called **squads"’. An *‘organization



list"", divided by squads if there is more than
one on a side, must be made on paper to
show the major personal weapon carried by
each soldier with that soldier's identification
number. For cach squad, alse note which
soldier units represent the ‘‘leaders’’
{officers and semor noncoms—all referred to
as “‘officers" in these rules, squad leaders,
and assistant squad leaders)—the number of
each for a squad 15 given in the scenarios.
The equipment carried by each soldier must
alzo be listed—unlike the Basic Game each
soldier does not carry an unlimited number
of hand grenades or ammunition for many
weapons, although still consider that un-
limited quantities of “'L."" ammunition are
carried. In many cases, there is also an as-
sortment of ammunition types that can be
fired from the same weapon or are available
as versions of the same grenade. The player
has the choice of which type or types ta nse,
and must decide when the erganization list
- is prepared. These can be listed using ab-
breviations discussed in the Scenario section
of this BATTLE MANUAL. For exampie,
the listing below shows rthat soldier '3 is
armed with RFL 5 as a major personal
weapon, is the squad leader (°5"), has body
armar (V'BDA"), and alse carries three
HGN4 ftwe are of the "'G" type, and one
is of the *'M"' nipe) and BNC ("binoculars™’)
as eguipment,

B RFLF & BOA Dupeuye IMHEMYM BNL

Equipment is marked off as wsed during a
game. If necessary, any desired soldiers may
be wsed as weapon or vehicle crews.

8.6 GAME, WEAPON, AND VEHICLE
CARDS: The BASIC GAME FIRING and
MOVEMENT FACTOR EXPENDITURE
CHARTS are not used in the Advanced
Game. They are replaced by the charts and
tables on the Game Cards, and by the infor-
mation on the various WEAPON and
VEHICLE CHARTS (the Vehicle Card is
needed only with the Optional Rules). These
cards should be kept handy for reference dur-
ing play.

8.7 CRATER UNITS: Crater units
represent the effects of any “‘preliminary
bombardment®” that took place before the
game started, They are placed by the Attack-
ing player in any desired hexes excepl waler
or building hexes before anything else is
placed on the mapboard. Crater units show-
ing one crater are treated as depressions
**=1"" height deep, and crater units show-
ing two craters are treated as depressions
*=2" heights deep. These depths are
calculated from the normal height of the hex.,
Both depths of craters are also considered to
be rough terrain. The Defending player may
not sel up any units in crater hexes.

8.8 DEFENSIVE UNITS: The scenarios
give defensive units that are set up by the
defending player at the same time as the rest
of his units. Note that in some hexes (tree,
fence, etc.) a direction unit must be placed
with the defensive unit (or secretly marked)

to show which side of the hex contains the
unit (see 12.7). With the exceptions of tun-
nels (which min under a hex) and mines, no
defensive units may be placed in building
hexes or a hex which contains another defen-
sive unit. These may not be moved durning
a pame.

8.8.1 IN OR OUT OF DEFENSIVE
POSITIONS: For foxholes, trenches,
bunkers, pillboxes, caves, and towers, show
that a soldier is **in’" the defensive position
by placing the soldier in the matching num-
bered hexagonal “*box"” on the Holding Box
Card. Facing (any direction or directions al-
lowed) is done with reference to the direc-
tion **1"" arrow on the Holding Box Card and
direction **1"" on the mapboard. Soldiers in
these hexes, but not ““in'” the defensive po-
sition are left in the mapboard hex. Other
defensive units are treated as mrning their
hexes into new types of terrain.

8.8.2 FOXHOLES AND TRENCHES:
These represent dug-in positions, and may
be used by either side once placed. They may
not be placed in pavement or paved road
hexes. Soldiers must climb to get in or out
of faxholes or trenches.

8.8.2.1 FOXHOLE UNITS (DFX,5FX):
These are identified in the scenarios as be-
ing either *‘deep” (DFX = ** =2 heights)
or “shallow’ (SFX = **—1"" height). A
deep or shallow foxhole unit can provide
“4 1" coverand “* + 1" concealment for up
to four soldiers of one side.

8.8.2.2 TRENCH UNITS (TREN): A trench
is essentially a series of connected deep fox-
holes, and are ** —2"" heights deep. A trench
can provide *‘+1" cover and ‘*+1"" con-
cealment for any number of soldiers.

8.8.3 WIRE AND DOUEBLE WIRE
UNITS (WIR,DWR): These represent
barbed wire entanglements. A wire or dou-
ble wire hex may not be entered by soldiers
or vehicles that are not tracked.

8.8.4 BUNKERS AND PILLBOXES:
These represent concrele or stone fortifica-
tions, and may be used by either side, once
placed. They must be placed with the door
side of the unil facing a hexside. A soldier
may climb on top of a bunker or pillbox when
in the hex. Soldier may enter or exit a pill-
box or bunker only through the door. Vehi-
cles may not enter a bunker or pillbox hex.
8.8.4.1 BUNKER UNITS (BKR): A
bunker unit can provide cover (loopholes or
doors) and concealment for any number of
soldiers. There are considered to be loop-
holes facing in all directions except the door
hexside. Bunker loopholes are considered to
be one to two heights above the floor, and
can be used by standing or crouching
soldiers.

8.8.4.2 PILLBOX UNITS (PEX): A pill-
box unit can provide cover (a loophole) and
concealment for up to four soldiers of one
side. Soldiers inside a pillbox may be faced
in any direction, although they may only be
fired out of the “‘front”* (the hexside oppo-
site the door) loophale. Pillhox loopholes are
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considered to be one height high, and can be
used only by crouching soldiers.

8.8.5 ABATIS, BLOCK, DITCH, AND
ROADBLOCEKS: These unils represent ob-
stacles that change the terrain in a hex.
8.8.5.1 ABATIS UNITS (ABS): These
represent rows of sharpened stakes and/or in-
tertwined branches that slow down advanc-
ing soldiers (double movement costs to coter
hex).

8.8.5.2 BLOCK UNITS (BLK): These
represent a barrier of concrete obstacles that
prevent vehicle movement. These hexes may
not he entered by vehicles, but soldiers in
these hexes have ** 41" cover in all direc-
tipns, the obstacles being 1" height high.
8.8.5.3 DITCH UNITS (DCH): These
represent anti-vehicle ditches, are essentially
depressions with steep sides, and are con-
sidered to occupy the entire hex, A ditch may
ool be entered by vehicles. Soldiers may
enter and exit only by climbing—a standard
ditch is considerad to be ** —5"" heights deep.
8.5.5.4 ROADBLOCK UNITS (RBL):
These represent a barrier (usually made of
logs or paving blocks), and are treated the
same as a fence hex **3"" heights high. The
unit should be placed to show what hexsides
the roadblock connects, as shown below:
THIS ROADBLOCK CONNECTS THESE
HEXSIDES

8.8.6 TOWER UNITS (TWR): These
represent wooden watchtowers that may be
(if stated in the scenario) reinforced and fur-
ther protected by sandbags. They can pro-
vide cover (loopholes if sandbagged) and
concealment for up to eight soldiers of one
side. Tower loopholes are considered to be
““1"to **2"" heights above the floor, and may
be used by crouching or standing soldiers.
Their floors are considered to be *“5" heights
ahove the ground, with the roof being **3""
heights above the floor, for a total height of
“*8"". Btairs (not shown on the unit) connect
floor and ground and are used to enter or exit
the tower from or to any direction through
a door in the floor (which can be open or
closed).

8.8.7 CAVE UNITS (CAV): These repre-
sent cave mouths and/or the entrances to tun-
nels. These may be placed only in hexes with
a height hexside going at least **3"" heights
above the unit, with the front (or **mouth”™)
of the cave opposite the height hexside, as
shown below:

HEIGHT HEXSIDE OF ©3" HEIGHTS OR MORE
(HACK OF CAVE)

TUNNEL COULD BE I e

NOTED IN THIS HEX.
=Ty -
- b ERONT
v




Interior cave height is defined to he *'2"'
heights from floor to the top of the opening,
50 soldiers may stand inside a cave. Soldiers
inside a cave may only fire out the **front*’.
Caves provide cover (**+1"") and conceal-
ment for any number of soldiers. For out-
side the cave, consider that the hex is a hill
hex **3"" heights higher than the hex's nor-
mal height.

8.8.8 TUNNELS (TNL): There are no tun-
nel units. During set up, the defending player
secretly records the hex numbers of any
below ground tunnels. Tunnels may mn un-
der any hexes, but every tunnel hex must
connect to the back of a cave hex or another
tunnel hex, although otherwise they may be
laid out as the defending player desires. A
tunnel hex may hold up to four soldiers of
one side, and is **1"" height high—soldiers
must be prone or crouching to enter a tun-
nel hex. Soldiers in a mnnel must have their
hex number, posture, and facing direction
number noted on seratch paper.

8.8.9 MINES (PMN,VMN): There are no
mine units. Mines may be placed in any non-
water hexes. During set up, the defending
player secretly records the hex numbers in
which each mine included in the scenario is
located. No more than one mine may be
placed in the same hex. For Claymore mines
(PMNZ), facing direction must also be noted,
as well as six possible trip wire hexes or a
trigger hex (see 12.4.4.1.2 for uses). The
trigger hex may be any hex up to ten hexes
range from the mine hex, The trip wire hexes
may be any six contiguous hexes starting and
ending no more than twenty hexes from the
mine hex.

8.9 BRIDGE UNITS: Thess represent
bridges and may be placed singly or linked
together over maphoard low spots, The
““originating hexes™’, linked by a bridge,
must be of equal height, as shown below:

BRIDGE SPANS THESE LOWER HEXES
& . ke "

tp _'-;,
PR

ORIGINATING
HEX

The height of the bridge floor is the same
height as the originating hexes. A bridge is
also one height thick below the floor.
Soldiers crossing a bridge are placed on top
of the bridge unit, and soldiers moving under
the bridge are placed under the bridge unit.
Treat bridges as paved hexes for movement.

9. ADVANCED GAME SEQUENCE
OF PLAY

The Advanced Game sequence of play is the
same as for the Basic Game, with the addi-
tion of 9.3, below. However, depending on
the scenario played, the number of Turns,
the number of sequence units per side, and

the number of Impulses per Impulse Phase
can vary, and may even be different for cach
side or for different squads on the same side.
9.1 VARYING SEQUENCE UNITS AND
IMPULSES: The number of sequence units
and Impulses per Impulse Phase is a meas-
ure of a squad’s morale, training, and ex-
perience. In cases where both sides have
different numbers of sequence units, simply
use the appropriate number for each side. In
cases where different squads on the same side
have unequal numbers of sequence units,
designate certain lettered sequence units as
not applyving to squads with the lesser num-
bers. For example, if a side has one squad
allowed 4 sequence wnits, and another squad
allowed only 3 sequence units, sequence unit
“A" conld be designated as applyving only
to the first sguad, but not fo the second
seguaeed,

9.2 MULTIPLE SQUADS: In scenarios
where a side has two or more squads, each
gets its designated nmumber of Impulses when
a sequence unit for the side is drawn. For
example, if a side has rwo squads, each
allowed 2 Impulses per Impulse Phase, each
squad is alfowed 2 Impulses when a sequence
wnit for that side i drawn. An Impulse
allowed for one squad cannot be used by
soldiers of another squad, although officers
may “‘activate’’ members of another squad
(see 11.4). If soldiers from different squads
are used to crew the same weapon, an Im-
pulse from each squad is required o use the
crewmen together. The controlling player
may use the Impulses for each of his squads
in any desired order, intermixing them, if
desired (exception: see Option 17.3),

9.3 REMOVAL OF ILLUMINATION
AND SMOKE UNITS: This is added to the
Turn Record Phase. All illumination units
are removed from the mapboard. All smoke
units that were not started during the Turn
just ended are also removed from the map-
board at this time.

10. ADVANCED GAME GENERAL
PROCEDURES AND RULES These all
play a part in a number of different ways dur-
ing a game.

10.1 CREWED WEAPONS: A weapon
unit (LCW or MSL) represents only the
weapon itself, not a soldier with the weapon.
LCW weapon units require a “‘crew’ of
soldiers (each of these “‘crewmen’” has a
major personal weapon, and may also be
carrying equipment) to be stacked with them
to be moved andfor fired. To show that a
soldier is part of @ LCW unit's crew, stack
the crewmen under the weapon unit—other
soldiers in the hex stacked on rop of the
weapon unit are not part of the crew. Many
major personal weapons also require a crew
for full efficiency, although this crew in-
cludes the soldier with the weapon. Crew
membership is shown the same as for weapon
units, by stacking the crewmen under the
soldier unit (who is also part of the crew)
with the weapon. Crewmen must also be fac-
ing in the same direction as the weapon's unit
and not be Smnned or Inactive to be an ef-
fective part of a crew. Crewmen must **ac-
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quire’* to become part of a crew and
“*discard’” to leave a crew (see 11.1.6.2).
Soldiers may become crewmen only on
weapons that require two or more crew.
MSL Weapon units require a crewman to be
with the conrrol bax (which is extra equip-
ment and written down, not a unit) and not
necessarily with the missile unit, as many
missiles can be fired with the crewman in a
different hex than the missile (see 12.4.6).
10.1.1 WEAPON FIRING CHOICE: A
crewman may be used to help fire the weapon
crewed, or may be used to operate its own
major personal weapon or some other equip-
ment , but not both during the same Impulse.
As long as a soldier remains part of a crew
any movement factor loss cansed by the
weapon applies, even if another weapon is
fired. The movement factor loss also applies
during any Impulse in which the weapon is
discarded, but not during an Impulse in
which the weapon is acquired.

10,1.2 EFFECTS OF CREW LOSSES;
Crews may be larger than required {(only
minimum crews are given—many weapons
actually have larger table of organization
crews), but, if smaller than listed (see the
Crew Caolumns on the WEAPON CHARTS),
reductions in mobility and/or firepower can
result.

10.1.2.1 CREW LOSS MOVEMENT
EFFECTS: For each crewman less than the
listed number, the maximum number of
movement factors available to the remaining
crewmen is reduced by ** —1"" (this is in ad-
dition to any normal reduction, if any, caused
by the weapon).

10.1.2.2 CREW LOSS FIRING EF-
FECTS: For automatic *'L'"weapons requir-
ing two or more crewmen, if only one
crewman is left, the rate of automatic fire is
reduced to a maximum of only ene burst. For
weapons that fire “* A", *C"", *F'", ©*G",
“H', “§", “U", or “W"" ammunition and
Tequire two or more crewmen, a lone crew-
man must *‘load”” the weapon separately (see
11.1.12). This information is summarized in
the CREW LOSS EFFECTS CHART on the
Game Cards.

10.2 ENTERING AND EXITING THE
MAPBOARD: Some scenarios reguire units
to enter and/or exit the mapboard. When
entering the mapboard all units of a squad
must enter at the same time. Consider that
the off-board units are anywhere just off the
maphoard side designated in the scenario,
and any edge hex on that side may be entered
at the normal movement factor expenditures.
When entering, all units of a sguad may be
moved, ignoring any Impulse restrictions for
the Impulse Phase when entry takes place,
but no units of an entering squad may be Ored
during that Impulse Phase. To exit the map-
board a unit must be in an edge hex and fac-
ing off the mapboard. A further movement
factor expenditure to enter a new clear hex
exits the unit. Units may exit individually.
Onee exited, a unit may not re-enter the map-
board. Units may enter and/or exit the map-
board only on sides designated by the
SCEnArio,



10.3 BUILDING WALL OR VEHICLE
UNIT HEX DIRECTION: As with fence
and hedge hexes in the Basic Game, a unit
in & building wall hex must have the side
located marked with a direction unit. Mark
wilth & direction unit the same as for a fence
or hedge hex, but note that some building
walls have many possible sides, and oral ex-
planations for clarification may sometimes
be useful. Similarly, when Option 19. is
used, units must be marked to show which
side of a vehicle hex they occupy (ie., up to
four possible sides for a small vehicle—see
Option 19.3.1.1.1).

10.4 TREE, WELL, AND STUMP
COVER DIRECTIONS: Unlike the Basic
Game, a soldier in a tree, stump, or well hex
in the Advanced Game is not automatically
covergd in all directions. A direction unit
must be used for soldiers in these hexes o
show which side of the possible cover they
" occupy.

10.4.1 COVER SIDES: The soldiers in the
examples below are on the sides as shown
by the direction units. Cover is provided
against fire or blast coming in lines of sight
over the two thickensd hexsides, but not
from other directions.

RIGHT SIDE LEFT SIDE
L s ]
L

10.4.2 COVER REAR: The soldier in the
example below is to the rear of the tree trunk.
Cover is provided against fire or blast com-
ing in lines of sight over the three thickened
hexsides, but not from other directions. A
soldier in this position may not be used to
fire a major personal weapon but may be
used as part of a crew, if another crew mem-
ber (located on one side) is used to fire.

RFL

10.4.3 CHANGING COVER SIDES:
Once placed, an Tmpulse must be used to
change sides on a tree, stump, or well hex,
even if no movement factors are expended.
10.4.4 COVER STACKING LIMITS: No
more than one soldier may be on any one of
the sides of a tree, stump, or well hex, one
soldier per side, and get cover as shown
above. Additional soldiers on the same side
have no cover (when a number of soldiers
are on the same side, the one at the bottom
of the stack is the one covered). Crewmen
on different sides of a tree may be used
together to operate a weapon or to move it,
10.4.5 TREE CONCEALMENT: Tree
concealment is still provided in all directions,
including a soldier **Up*" a tree (however,
an *‘LUp"" posture soldier in a tree hex gets
no cover in any direction).

10.4.6 TREE STUMP AND WELL CON-
CEALMENT: Hexes may be designated in
a scenario to be “tree stump’” hexes. These
represent trees that have been cut down, leav-
ing only the stump. A tree stump or well is
1" height high, provides cover in lines of
sight as explained above, but provides no
concealment.

10.5 ADVANCED GAME POSTURES
AND POSTURE HEIGHTS:

10.5.1 THE UP POSTURE:In the Ad-
vanced Game there is an additional posture,
“Up"", which is marked using the *'U’" side
of a posture unit. An Up posture shows a
soldier that has climbed a fence, wall, tree,
or elevation level hexside, and is marked
using both the “*U"" side of a posture unit
and a height unit to show the Height. For
example, the soldier below ix *'5"" heighis
up a tree.

DIRECTTON
e

T

10.5.2 HEIGHT BY POSTURE: Soldiers
have a height depending on their posture.
Standing soldiers are **2"" heights, Crouch-
ing soldiers are *“*1'" height, and Prone
soldiers are “*0"" heights. In all cases, these
heights are to the soldier’s **head”'—keep in
mind that while a Standing soldier’s head is
*2"" heights, his feet are at **0"" height. A
soldier’s weapons and eguipment are
normally considered to be at the same height
as the “‘head’”. Note that a Crouching or
Prone soldier in a deep foxhole or a Prone
soldier in a shallow foxhole will usually be
unable to fire (except at higher targers).
10.5.3 POSTURE/SPEED COMBINA-
TIONS: Soldiers, unless riding on or in
vehicles (see Option 19.) may not be marked
with both a Speed unit and a posture unit.
A soldier that enters four new hexes, then
goes Prone, Crouch, or Up is marked only
with the posture unil.

10.6 ADVANCED UNIT SPEEDS: More
speeds can be shown using the speed units
than is covered in the Basic Game Rules by
changing the facing of a speed unit, as shown
below:

R |RUNNING: 4-6 new hexes were
Eg'ﬂ entered.
—_—
g |SPEED INCREMENT S(Slow):
w@= |79 new hexes were entered (only
H needed with vehicles).

SPEED INCREMENT MiMedi-
um): 10-12 new hexes were entered
i (only needed with vehicles).

F SPEED INCREMENT F(Fast):
13 or more new hexes entered

W (only needed with vehicles).

10.7 INTERPRETING THE WEAPON
CHARTS: These six charts contain informa-
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tion that supersedes the BASIC GAME FIR-
ING CHARTS. The charts display the
individual information needed to move and
use the weapons and equipment. A single
chart serves as a reference for all units of that
type on the mapboard. Obviously, these
charts are not exhaustive, but do show the
most common and/or important weapons in
LS.

1) CHART IDENTIFICATION: This
identifies the types of weapons and equip-
ment covered in the chart.
2) TYPE UNIT (OR EQUIPMENT):
Different nations use various designations for
their weapons and equipment. For game pur-
poses, these are divided by function and size,
and the designation may not match the **offi-
cial” nomenclature (i.e., rifle caliber
machineguns on tripods are classed as light,
medium, and heavy machineguns in various
nations—here they are all classed as medi-
um machineguns). Each weapon is also num-
bered for identification. This lettering and
numbering system is used to set up scenarios,
rather than listing the full names of the
weapons and eguipment. Abbreviations used
in this column are explained below:
BDA: Body Armor. This exira equipment
is a light-weight protective vest that offers
some protection to the wearer,
BPD: Bipod. This personal equipment
may be attached to rifles for greater
stability when firing prone. Some rifles
and all light machineguns (marked *‘bi-
podd”’ in parenthesis next to the wedpon
name) always have this equipment.
BNC: Binoculars. This extra equipment
aids sight when the Umpired Game (see
Option 18.) is played.
CBX: Control Box. This extra eguipment
eontrols missiles.
DMC: Demolition Charge. This extra
equipment is used to destroy walls,
fences, and/or defensive units.
FTR: Flamethrower. These fire a stream
of burning fuel. Use a FTR soldier unit.
GMG: General Purpose Machinegun.
These fire bullets of rifle caliber (about
.30 or 7-Bmm) and may be variously
mounted. A LMG soldier unit is used if
the weapon is listed in the scenario as a
LMG {in this case it has a bipod mount),
or @ MMG soldier unit is used if the
weapon is listed in the scenario as a MMG
(in this case it has a tripod mount). For
exaryple, GMG2 will be lisied in a
scenario ay MMG2 or LMG2, depending
an its mounting, never as GMG2.
GLR: Grenade Launcher. This fires
grenades 30-40mun diameter. Use a GLR
soldier unit.
HGN: Hand Grenade. This extra equip-
ment is a small explosive projectile that
is thrown by hand.
HRG: Hand/Rifle Grenade. This extra
equipment can be used as a hand or rifle
grenade.
LCW: Large Crew Weapon. These are
heavy recoilless rifles that require a large
ergw, Use a LCW weapon unit.
LMG: Light Machinegun. These fire nfle
or carbine (less powerful rounds) caliber



bullets and have bipod mounts. Some of
these are versions of rifles with a hipod
and & heavier barrel. Use a LMG soldier
umit.
LPL: Light Portable Launcher. This type
of extra equipment consists of a dispos-
able rocket launcher.
MMG: Medium Machinegun. These fire
rifle caliber bullets and are mounted on
heavy, stable mounts (usually tripods).
Use a MMG soldier unit.
MPL: Medium Portable Launcher. These
are recoilless rifles and rocket launchers
that can be easily carrried on the ground.
Use a MPL soldier unit.
MRT: Maortar. These are small, portahle,
high angle fire weapons that can fire a
varicty of ammunition. Use a MRT
soldier unit,
MSL: Missile. These are anti-lank mis-
siles that can be guided to a target. Gener-
ally useful only at longer ranges, these are
a prime target for infantry forees screen-
ing vehicles. Use a MSL. weapon unit,
NBC: Protective clothing. This extra
equipment is worn for protection against
the effects of nuclear, hiological, and
chemical weapons (see Option 27).
NST: Infrared Nightsight. This personal
equipment can he attached to other
weapons for superior visibility at night or
in poor weather.
PNS; Passive Nightsight. This personal
equipment is another, newer type of
nightsight that uses collected light or
thermal images.
PST: Pistol. Hand guns. Use a PST
soldier unit.
RDO: Radio. This extra equipment is
used for communications (see Optional
Rules 17.2, 18.2.4, 18.3.1, and 20.2).
SCP: Scope. This personal equipment can
be attached to other weapons for superior
shooting accuracy.
SH: Shotgun, This extra equipment is
@ short range weapon that may be used
ingtead of a soldier’s major personal
WEaApon.
SMG: Submachinegun. These are auto-
matic fire weapons that use pistol bullets,
Use a SMG soldier unit.
RFL: Rifle. These are the standard
shoulder arm, usually classified as sniper
rifles, rifles, carbines, or assault rifles,
Lige a RFL soldier unit.
RGN: Rifle Grenade. These extra equip-
ments are grenades that may be fired from
weapons with a proper adaptor and using
the proper ammunition.
NOTE: For easy reference, defensive units
are also listed on one of these charts.
3) WEAPON NAME: A name designation
for the weapon. In many cases several dif-
ferent weapons with similar characteristics
are listed together. Standard bipod or tripod
mounts are listed, if present. Arming
devices, either time [used (Fuse) or impact
(Impact} are listed for grenades. Some
weapons, especially the larger ones, give the
caliber.
4) TYPE: Again, weapons are divided by
function. Weapons that list allernate ammu-
nition types may be used to fire any of these

types, at the controlling player’s choice. For
simplicity, many types of modern shells are
abstracted and combined with similar projec-
tiles to reduce the number of categories.
YWhere types are separated into a right and
left side by a slash line, the divided hit,
penetration, blast hit, and reliability numbers
will apply to the corresponding shell
types. These are explained below:
A: Armor-Piercing. A type of projectile
designed to penetrate armor by kinetic
CneIgy.
C: Canister. A type of projectile that
breaks up into many smaller projectiles
that spread over an arc,
F: Fire. Burning Fluid.
G: General Purpose. A type of projectile
designed to cause destructon by its high
explosive and/or frapmentation effects.
This category represents high explosive,
concussion, and  fragmentation projee-
tiles in the game.
H: Armor-Piercing. This version uses a
shaped or plastic charge to penetrate
armor with a narrow stream of gas or
cause fragments from the vehicle’s inner
walls. It also has limited high explosive
and fragmentation effects in an impact
hex. This category represents such projec-
tiles as HEP, HESH, and HEAT.
L: Light Weapons (small arms). Shells
with no or very small explosive or frag-
mentation effects that depend on directly
hitting the target to cause damage.
M: Smoke. Shells that create smoke
clouds for concealment.
U: Hlumination. Shells that create enough
light to illuminate a dark night.
W: White Phosphorus and Chemical.
Shells that cause fires and smoke,
5) RATE OF FIRE: Similar to the Basic
Game, Many weapons offer selective fire.
General purpose machineguns (“GMG')
show their rates of fire when used as a light
machinegun (**L"") or a5 a medium machine-
gun (*'M™). Most other weapon's split rates
of fire are automatic/semi-automatic or are
explained in the weapon's notes, If **1+L"
appears, an extra Impulse Phase of loading
is required before firing, and “*1+2L"" in-
dicates that two extra Impulse Phases of load-
ing are required before fring, ete. (see
11.1.12). Unloading these weapons requires
the same number of Impulses as loading.
6) RANGE IN HEXES: As in the Basic
Game, but with a much expanded number of
weapons., Note that ranges are now carried
out to 100 hexes. The range lines for hand
grenades have the same meaning as in the
Basic Game, although note that the ranges
now vary for various types of hand grenades,
T) BLAST: This is the **blast hit number’”
for the weapon.
8) PENETRATION: This is the weapon's
“*penetration number'® and shows its ability
to penetrate terrain or armor plate. For all
but A", “H", and “'L"" ammunition, this
is the penetration value of the blasr, not of
the projectile itself.
9) MOVE: This is the effect of a weapon
on a soldier’s movement factors, If ““N™, the
maximum number of movement factors
equals the soldier’s **normal’” allowance. If
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a negative number is shown, this is the reduc-
tion in the soldier’s normal number of move-
ment faetors. For example, all crevwmen with
a SPG-9 (LCW1) have their movemenr fac-
tors reduced by **—2"". This can be cumula-
tive. For example, if a LCWI crewman
{**—2"") had a LMGI12 (**—1"") as a major
personal weapon, the total reduction in
movement factors for this crewman would
be *' =3,

10) POSTURE—RESTS: The posture of a
firing unit can modify the die roll number
when the weapon is fired. If an "X’ appears,
the weapon can be fired from the given
posture with no modifier. If a positive num-
ber is shown, this is the modifier 1o the die
number when the weapon is fired by a soldier
in the given posture, If dashes appear, the
weapon cannot be fired from the given
posture. Many of these are split to cor-
respond to different rates of fire. RESTS:
Some notes indicate that fire or full rate of
fire from the posture is allowed only il at
“‘rest”’. A weapon is at rest in a hex where
something of the same height as the soldier
is available in the hex on which w rest the
wesapon. For example, a Standing soldier
(*"+2°" heights) in a deep foxhole (""=2"
heights) could ** rest'’ the weapon on the lip
af the foxhole. Note thar when Standing in
the foxhole the soldier's “head'" has reached
a height of 0%, or ground level. A Crouch-
ing soldier ("'+1"" height) in a window
hex{alse “*+1'" height) could rest the
weapen an the window sill, ere. **Up"'
soldiers may not use rest. For crew-served
weapon units with crewmen in different
postures, the controlling player may use the
erewman in the most favorable posture for
resolving firing. For crew-served major per-
sonal weapons, always use the posture of the
soldier whose unit features the weapon.
11) CREW: This is the minfmum normal
size crew for the weapon (see 10.1.2).
12) IMPACT: This is the *‘impact number"’
of the weapon when it hits, The numbers and
“5" for “'L."" weapons are explained in
Cption 23.1.2. In the Advanced Game, if a
‘8" appears, for weapons with impact and
hlast zone hexes, the hlast can Stun soldiers
in the impact hex and possibly Suppress them
in surrounding blast zone hexes, the same as
the hand grenade in the Basic Game Rules.
(Sec 6.4.2).

13) RELIABILITY (OP): This is the
weapon's ‘‘reliability number’’, and is ex-
plained in Option 16.3.1.

14) POINTS (OP): This 1s the point value
of the weapons and equipment. Where the
point value is split, the number to the left is
the point value of the weapon or equipment,
and the number to the right is the point value
of a shell for the weapon (see Option 26).
15) NOTES: The small case letters give any
special rules that apply W a weapon's use.
These letters appear in the charts, and in the
“Notes' column, with explanations keyed
tor these letters helow each chart. These notes
are explained in various places thronghout
the rules. The capital letters in the “*Notes®'
column refer to other equipment that is or
may be provided with the weapon, as ex-
plained below:



B: May have a bipod (BPD) attached.

G: Docs have a rifle grenade launcher
attached.

I: May have an nightsight (NST or
PNS) amached.

&: May have a scope (SCP) auached.

Y: Does have a bayonet attached.

10,8 ADVANCED STACKING: This is
the same as in the Basic Game Rules (see
4.8), except that some limitations do exist
(ie. only four soldiers per foxhole). These
limitations apply only to one side—the other
side could momentarily also have up to the
allowable number of soldiers there until the
melee was resolved. For example, if side
“A"" had four soldiers inside a pillbox |, Side
"“B"" could move up to four soldiers inside

the pillbox for a melee.

11. ADVANCED GAME
IMPULSE PHASES

This works generally the same as in the Basic
Ciame, but a greater variety of maximum
movement factors and Actions are possible,

11.1 ADVANCED GAME ACTIONS
AND MOVEMENT FACTOR EXPEN-
DITURES—INTERPRETING THE LEG
MOVEMENT FACTOR EXPENDITURE
CHART: As in the Basic Game, each in-
volved private saldier may expend up to four
movement factors performing any desired
Actions. However, leader (officer, squad
leader, and assistant sgquad leader) soldier
units may expend up o five movement fac-
tors, instead of the nsual four, although lead-
ers may still enter no more than four new
hexes. Costs for Actions are listed in the
LEG MOVEMENT FACTOR EXPENDI-

+ TURE CHART on the Game Cards. This is

similar to the BASIC GAME MOVEMENT
FACTOR EXPENDITURE CHART, but
with more Actions. “*All"" indicates that a
unit must have all movement factors availa-
ble expended to perform an Action—no
movement factors may be expended doing
anything else. The possible Actions are dis-
cussed below:

11.1.1 ENTER A NEW HEX: A unit is
moved into a new hex of any terrain from
an adjacent hex. Friendly units may be
moved through, and speed 1s indicated by the
use or not of a speed unit. A unit is usually
moved into the hex directly ahead, or it may
be “‘backed'’ (see 11.2.1.2). Hexes or hex-
sides containing opposing units may be
entered or crossed without stopping if the
height differences or sitvation (ie., closed
windows or doors between the soldiers, ete.)
are such that no melee is possible (see 13),

11.1.2 TURN 1-3 HEXSIDES IN A HEX:
A soldier's facing is changed, the same as
in the Basic Game Rules (see 11.3.1 for an
exception).

11.1.3 CROSS FENCE, HEDGE,
DOOR, OR WINDOW: A unit is crossed
from one side of a hex to another while re-
maining in the same hex, and adjusting the

direction unit, The door or window must be
“‘open’” to be crossed. Any number of
soldiers may cross a door, fence (or roofless
wall or roadblock), or hedge. No more than
four soldiers may cross a single window dur-
ing an Impulse Phase. The rules for cross-
ing open doors or windows located on
hexsides are the same, except that a new hex
must be entered (and the movement factors
expended to enter it) instead of adjusting a
direction unit. A fence, roofless wall, or
roadblock over ‘2" heights must be
climbed—it may not be crossed.

11.1.4 CROSS HEIGHT HEXSIDES: A
soldier is crossed over a hill, ditch, or
depression hexside while going up or down.
The movement factors expended depend on
the height of the hexside and the unit's
posture. Hexsides whose total height is 11"
or more may not be crossed—they must be
climbed. When such a “*height hexside’" is
crossed, the movement factors to enter the
new hex must also be available to be
expended.

11.1.5 POSTURE CHANGES: This is the
same as in the Basic Game.

11.1.6 ACQUIRE OR. DISCARD: Players
may wish soldiers to “*acquire’’ or “*discard””
major personal weapons, weapon unils,
equipment, or even wounded soldiers. The
movement factor expenditure is per item ac-
quired or discarded. For example, acquiring
mwo different irems of equipment would re-
guire rwo separare Actions and movement
Sactor expenditures.

11.1.6.1 AQUIRE WEAPONS AND
EQUIPMENT: Mo soldier may carry more
than one major personal weapon (exception:
see Option 16.8), so to acquire a new one
the original must first be discarded. Personal
or extra Equipment may be acquired without
any prior discards. Soldiers may acquire, but
not use enemy weapons in the Advanced

11.1.6.2 CREWS: To become part of a
crew, a soldier must have movement factors
expended to “‘acquire’’ the weapon, and,
once part of a crew, must have movement
factors expended to *‘discard’ it to leave the
crew. In cases where weapon units require
large crews, it is possible for surviving crew-
men 1o be 50 reduced that they lack the move-
ment  factors required to  discard  the
weapon—in such a case, discarding can be
done for a movement factor expenditure of
whatever is available, as long as this is the
only Action performed. When a soldier unit
with a crew-served major personal weapon
is hit, the weapon may be immediately trans-
ferred to a crewman, as it has already been
“acquired’’, as soon as that crewman's own
major personal weapon has been discarded.
11.1.6.3 WOUNDED: If Option 23.0 is
used, a wounded soldier can be picked up
(**acquired") or put down (“*discarded’") in
a similar manner, without discarding the car-
ryied soldier’s weapon or equipment.

11.1.6.4 MARKING CASUALTY LO-
CATIONS: Since valuable weapons and

equipment may be important to recover from
casualtics, players may wish to record in
writing the hex number where a casualty is
located—this preserves the location of the
casualty's weapons and equipment.
11.1.6.5 SHOWING NEW ACQUISI-
TIONS: When a soldier acguires a new
major personal weapon, if necessary, swap
the soldier unit for one showing the new
weapon—be sure to transfer equipment to the
new soldier unit number to avoid confusion,
as the new unit just represents the same
soldier with a new weapon, Newly acquired
equipment should also be written next to the
acquiring soldier’s number, and deleted next
to the former owner’s number.

11.1.7 FIRE WEAPONS, FIRE GUIDED

MISSILES, AND MELEE (COMBAT):
Firing weapons and melee combats have the
same movement factor expenditures as in the
Basic Game, and there is still a limit of one
Combat Action per soldier per Impulse
Phase. A missile is fired by the soldier with
the contral box, and expends ““all”" of thar
soldier’s movement factors (see 12.4.6).

11.1.8 UP OR DOWN ONE FLIGHT OF
STAIRS: Stairs are used to move units from
floor to floor in a multi-level building or
tower. After moving the unit from one floor
to the next, place on the appropriate build-
ing floor plan level and hex on the Building
Card or ower holding box on a Holding Box
Card to show the new location.

11.1.9 OPEN OR CLOSE DOOR OR
WINDOW: Closed doors or windows may
not be crossed. Movement factors may be ex-
pended by a soldier to open or close a door
or window, if the soldier unit is inside the
building, structure (pillbox or bunker), or
room (all doors are shown opened “'inside’),
and in the same hex as the door or window,
or in a hex that contains the hexside with the
door or window,. An open door or window
18 designated by not being marked. Mark a
closed door or window by placing a posture
unit with the “‘bar’’ side over the door or
window picture (NOTE: Record in writing
if there are a very large number of doors and
windows variously closed or open, or, if the
majority are closed, use the posture units to
record the oper doors and windows).

11.1.10 BREAK OPEN CLOSED DOOR,
HATCH, OR WINDOW ATTEMFT:
Soldiers on the outside who cannot be used
to open normally, may arempr to “‘break
open”’ a closed door, hatch (on a vehicle—
see Option 19.4.3), or window (the windows
are considered to have heavy shutters or to
be boarded up) from the outside. The soldier
must be in the same hex as the closed open-
ing, or in a hex containing the door or win-
dow hexside, facing it, and able to reach it
{check heights). Each attempt expends move-
ment factors, and, if an attempt fails, more
can be attempied, remaining movement fac-
tors permitting. The controlling player an-
nounces an attempt, then rolls the die. A roll
of “'1"* breaks open a bunker or pillbox door,



aroll of “*3"" or less breaks open a building
door, and a roll of **4°" or less hreaks open
a window or vehicle hatch (see the BREAK-
ING ATTEMFTS TABLE on the Game
Card). Once successfully broken, these open-
ings may not be closed again, and they are
treated as “‘open’’.

11.1.11 CLIME ONE HEIGHT: A soldier
may be climbed up or down a tree, or height
hexside (higher ones musr be climbed, as
they may not be crossed), into or out of a
foxhole or trench, on or off (or into or out
of) a vehicle, or up or down a building wall
or fence, etc. To start climbing a soldier must
be Standing. Movement factor expenditures
are one per height for all climbs except for
walls, fences, or roadblocks, which cost two
movement factors per height. The current
height of a climbing soldier is marked with
an Up posture unit and height unit, as ex-
plained in 10.5. Climbing Up trees, walls,
. or fences is only possible hy soldiers whose
weapons and equipment do not reduce their
movement factor in any way. “Up”’ soldiers
expend movement factors for Actions using
the Stand column.

11.1.11,1 MAXIMUM TREE CLIMBS:
A tree's height is two heights meore than the
maximum **head’" height to which a soldier
may be climbed in that tree. Everything else
may be climbed to its full height or depth,
Mo more than one soldier per side may be
“up'’ a single tree at the same time,
11.1.11.2: COMPLETING CLIMES:
Onee a climbing soldier’s **feet”” are brought
to a desired height (bottom of a depression
or foxhole, top of a hill, etc.) in a hex con-
taining whatever is being climbed, the soldier
is considered to have reached the top or bot-
tom and no longer needs to be marked as
climbing. On a roof, mark the soldier as both
Up (to show roof location as opposed to be-
ing in the same hex and inside the building)
and the normal posture (Stand, Crouch, or
Prone) with two different posture units, if
necessary. If a hexside is climbed, movement
factors must be expended to enter the new
hex to complete the climb. When the top of
a fence or roofless wall is reached, the soldier
may start climbing down on either side. Note
that a rooftop may only be reached by climb-
ing an oufside wall or an inside wall in a hex

where the roof had been destroved.

11.1.12 PLOT LOADING OR UNLOAD-
ING: Weapons that fire ammunition other
than **L"*, and which require two or more
crewmen must be separatly loaded or
unloaded for an exrra Impulse Phase if only
one crewman is available, In addition, some
weapons (with rates of fire of “1+L",
“142L", etc.) require separate loading and
unloading even with a full crew. The nota-
tion **soldier number-LOAD-Ammunition
Type™ or ‘‘Soldier number-UNLOAD-
Ammunition Type®" is secretly written {(ex-
pending “*all”* movement factors) during an
Impulse Phase. When the reguired number
of Impulse Phases have been noted, the
weapon is ready to be fired (if loaded) or re-
loaded (if unloaded) during any later Impulse
Phase for that side. The MPL13 and GLR1

hoth have their ammunition in **groups’ that
are loaded together. For the MPL13, there
are 4 rounds in a group, so after firing the
weapon 4 times, it is relanded all at once with
four new rounds, taking two Impulse Phases
to load the four new rounds. For the GLRI1,
there are 30 rounds in a group, so after fir-
ing the weapon 30 times, it 15 reloaded all
at once with 30 new rounds, taking one Im-
pulse Phase to do so. Ammunition for these
weapons must be taken in guantities that con-
form o these “‘groups™.

11.1.13 DETONATE MINE OR ARM
DEMOLITION CHARGE: A soldier may
be used to *‘detonate’’ & PMN2 mine from
the “‘trigger hex'" or to “arm"" a demolition
charge by expending *‘all”” movement fac-
tors and announcing what is being done (see
12.4.4.1.2 and 12.4.9).

11.1.14 OPTIONAL ACTIONS The re-
maining Actions are discussed in the ap-
propriate sections of the Optional Rules.

11.2 ACTION NOTES OF THE LEG
MOVEMENT FACTOR EXPENDITURE
CHART: On the Game Card, below the
Chart are short explanations of the lettered
notes that appear in the chart. These are fur-
ther explained below:

11.2.1 DOUBLE IF BACKING, FORD-
ING OR ABATIS(a): The movement fac-
tor expenditure is twice normal if backing,
fording (wading through water), or entering
or in an abatis hex. Backing a unit while also
fording or entering or in an abatis hex ex-
pends twice times twice, or four limes limes
the normal movement factors. In some cases
these multiples may make specific move-
ments impossible.

11.2.1.1 FORDING: Water up to 48 inches
deep may be forded by Standing soldiers, and
24 inches deep by Crouching soldiers. Prone
soldiers may not ford (they swim).
11.2.1.2 BACKING: A unit may be moved

straight backwards, at a doubled movement
cost, a5 shown below:

o

LMG

BACKIN

11.2.2 SNOW OR MUD (b): The weather
conditions are given in the scenarios. If the
weather conditions are Snow or Mud, the
extra movement factors must be expended for
Actions where note (b) appears. These can
be ignored inside buildings or other struc-
tures with a roof (pillboxes, bunkers, towers,
caves, or tunnels, etc.}, while fording, or,
for Mud weather only, on paved road, alley,
or pavement hexes.

11.2.3 SWIMMING (c): Soldiers may
“*swim’’ into water hexes. Soldiers must be
Prone to swim (and three movement factors
are expended to enter the hex), and the water
must he at least 18 inches deep. In the Ad-
vanced Game, consider that all soldiers know
how to swim, but only allow swimming by
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soldiers whose weapons and/or equipment do
not reduce their movement factor in any way.
11.2.4 CLIMBING OVER 10 HEIGHTS
{d): Hill or depression hexsides of over **10°"
heights must be climbed—they may not be
crogsed,

11.2.5 NOT DONE WITH STATUS
UNIT (g): The Action may not be performed
by a soldier marked with a status unit (Sup-
pressed, Pinned, Stunned, or Inactive).
11.2.6 “P**: Such Actions may not be
performed—they are *‘prohibited”™ .

11.3 SPECIAL MOVEMENT ACTIONS:
These Actions may be performed under cer-
tain conditions.

11.3.1 FREE 60 DEGREE TURNS: Sol-
diers may make one 60 degree (one hexside)
turn in each hex occupied or entered without
expending movement factors for turning if
the soldier being moved does no firing dur-
ing the Impulse. A turn of more than 60
degrees in a hex still expends movement fac-
tors, as do any turns if the soldier is used to
fire.

11.3,2 INITIAL ACTIONS BEFORE
COMBAT: Prior to the start of combat, alf
units may be used to expend movement fac-
tors during an Impulse Phase—ie. there is no
limit on the number of Impulses allowed dur-
ing an Impulse Phase, Onee at least one com-
bat Action takes place, or during the Impulse
Phase in which this first occurs, the normal
number of Impulses is used, which then con-
tinues for the rest of the game,

11.3.3 HIT THE DIRT!: Using one Im-
pulse, a player may change ary number of
a squad’s soldiers to a Prone posture, regard-
less of how many different hexes are
occupied. This is all that can be done with
these units during that Impulse Phase.

11.4 LEADER ACTIVATION OF
SOLDIERS: The leader (squad leader, as-
sistant squad leader, or officer) units have
the ability to “‘activate” other soldiers.
Offcers may be used to activate any soldiers
on their side, even those in other squads.
Squad leaders may be used to activate any
soldiers in their squad, except officers, As-
sistant squad leaders may be used to activate
any soldiers in their sguad except for
officers, squad leaders, or other assistant
squad leaders. Any soldiers in a hex entered
by a leader that can aclivate them may ex-
pend movement (actors as part of that Tm-
pulse. The number of movement factors they
can expend are their usual movement factors
minus the number of movement factors ex-
pended by the leader to reach their hex. For
example, a leader expends rwo movement
factors ro enter a hex containing three
soldiers with four movement factors each.
Four mavement factors minus two movement
factors equals two movemeni factors left to
be expended by each of three soldiers acri-
vated., Activation itself expends no move-
ment factors.

DESIGN NOTE: Leaders in this game were
assigned based on effectivness. While virtu-
ally all squads have at least one assistant
squad leader assigned and some have more,
in some cases *‘extra’” assistant squad leaders



are assigned for the game to “‘elite” or very
experienced troops to represent the high
caliber of the men present—there are extra
potential leaders, even if the number of acmal
non-commissioned officers present doesn't
show this. Conversely, in many cases, less
effective troops in the game often have no
assistant squad leader assigned. Leader’s ex-
tra movement factors do not indicate that they
are cspecially fast, only that they move more
efficiently.

11.5 TUNNEL MOVEMENT: The loca-
tions of tunnel hexes and soldiers placed in
and moved through these tunnel hexes are
always recorded secretly by the defending
player. The attacking player must also keep
written records when inside tunnels, but
these are not as secrel—the hex numbers but
no other information are known to the
defending player at all times. When an. at-
tacking player’s soldiers enter a cave or tun-
nel hex, any adjacent tunnel and cave hexes
and if they contain soldiers (but no other in-
formation) are revealed to the anacking
player by the defending player. Exact infor-
mation about a tunnel hex becomes available
only when a hex is actually entered.

12. ADVANCED GAME FIRE
COMBAT

Advanced Game firing 15 very similar to the
Basic Game Rules. The firing ranges and
rates of fire are found in the WEAPON
CHARTS, the firing arcs are the same, and
the firing procedures remain generally un-
changed. Note, however, that many weapons
have “*minimum ranges'’ (*°* ="' given in-
stead of a hit number at closer ranges) that
prevent fire at closer ranges. It is possible,
due to height differences, for opposing
soldiers to be in the same hex without
meleeing—if a target unit in the same hex is
fired at, treat the range as **1°" hex. New
rules and changes are covered below:

12.1 THE ADVANCED GAME LINE OF
SIGHT: All Basic Game line of sight rules
(6.3.4) are replaced by these Advanced
Game Rules. Lines of sight are all still
checked by running a straight edge from the
sighting dot in the firing unit’s hex to the
sighting dot in the target hex. Lines of sight
for “*A', *C", “*H"", or "'L"" weapons or
for sighting (Option 18.0) are checked to the
maximum height of the target unir. Lines of
sight for “'F**, “G*, 8", “U", or “W™*
weapons are checked to the highesr height
in the target hex. Obstacles may completely
block a line of sight to prevent firing or blast
to a blast zone hex, or, as with trees, hedges,
or smoke may only block the line of sight
enough lo require a modifier to the die roll.
The LINE OF SIGHT CHART on the Game
Card is used to determine Advanced Game
line of sight, as follows:

12.1.1: If the obstacle (highest portion of the
terrain in an intervening hex})is higher than
both the firing unit and the target (unit or
hex, depending on the ammunition used), the
line of sight is blocked. Far example, a rifle-
armed Standing firing unit theight 2"} in

hex A" is ro be used against a Standing tar-
get anit fheight “'2"') in hex '°C’". The hill
ai "B is height "'3"" so the line of sight is
blocked.

o

12.1.2: If the obstacle is equal in height to
either the firer or target and higher than the
other, line of sight is blocked. For example,
a submachinegun-armed Standing firing wnit
theighe “2"') in hex *"A"" is to be used againgt
a Prone rarget unit (heighe *'0°°) in hex "'C"".
The fence in hex ‘B is height 2", so the
line af sighr is blocked,

EoSiieS O

12.1.3: If the obstacle is lower in height than
bath the firer and the target, the line of sight
is not blocked. If the obstacle is equal in
height of both the firer and the target, the line
of sight is not Mocked, For example, a pistel-
armed Standing firing unit (height "'27°) in
hex VA" is ro be used against a Standing rar-
gel unil (height “2"') in hex *C"", Ifihe fence
in hex B is either height *'1"" {lower than
borh) ar height "2 fequal to both), the lineg
aof sight is not blocked,

CS cesd

12.1.4: If the obstacle is higher than either
the firer or target, but lower than the other,
the following line of sight *‘check’” must be
made:

12.1.4.1: Determine the height differences
between the firing unit and the target. For
example, if the firing unit is height '3 and
the targer is height “°3"", the height differ-
ence is *'2"". Find the column containing that
number (*‘2°") on the LINE OF SIGHT
CHART, and go down that column until the
first line in that column containing the ranges
between the firing and target hexes is found.
For example, ifthe V27" column is used and
the range is 22" the line (line *'4") con-
taining ""20-24°" (as the *'22 "' range falls in
this increment) is used.

12.1.4.2: On that line, move to the left until
the column expressing the height difference
between the obstacle and the higher of the
two involved hexes or units (firer or targer)
is reached. For example, if the firing unir is
height **5"" and the obstacle is height *'4"",
the *'f " column is used. The highest num-
ber found on the line in that column (12"
in the example used above) is the maxinmum
range from the higher hex to the obstacle hex
that will aeor block the line of sight.
12.1.4.3: A line of sight may possibly not
be blocked by friendly soldicrs, if determined
using the LINE OF SIGHT CHART. A line
of sight is never blocked by opposing
soldiers.

12.1.4.4 USE OF LINE OF SIGHT
CHART EXAMPLE: Firing unit “A"" is
Sranding (heighr ©'2"') in a heighr 3" hill
hex (toral height af unit A" and Rill is ©°5")
Target unit *°B"" ix Crouching (height *'1"')
in a height **—3"" depression hex (toal
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height af unit *'B°" and depression is *'—2"'),
Possible obstacle hexes "C*°, "D, and
“E* are all height "'07. The range from
A"t B iz 11 hexes, and the ranges from
“A*"to °'C™", "D, and *"Eare 7, 8, and
9 hexes, respectively. The height difference
af A" and *'B"" is "'7", so that column is
used. Moving down column 7" find
“10-12'" (line “'13""), which includes the
range of 11", The heighr difference fram
“A" to the obstacle hexes is '3, so line
13" ix followed to the left to column "5,
where '8-9'" is found. Since "'9" is the
highest number here, ''9"" is the maximum
range from A" thar will not block the line
af sight. All of the obstacle hexes are at
ranges af 9" hexes or less from “'A", 50
the line of sight is not blocked. Note that if
A" were Prone, the line of sight would be
blocked by "'D'" and "E"",

12.1.5: For fences, hedges, the well, and
buildings to block a line of sight, the line of
sight must actually pass through the picture,
not just through another part of the hex. For
hills, trees, tree stumps, and defensive units
with heights (bunkers, pillboxes, blocks,
etc.) the line of sight can be blocked if it
passes through the hex or hexside of the hex.
12.1.6 INSIDE BUILDINGS: The line of
sight inside buildings is blocked by the build-
ing walls except where there are doors and
windows. If the line of sight to a hex that is
inside or partially inside a building runs only
through wall hexes and/or hexsides contain-
ing doors or windows (not necessarily
directly through a door or window symbol],
the line of sight is not blocked. Any line of
sight from floor to floor inside a building 1s
automatically blocked, except from stair hex
to stair hex on the two floors, Soldiers in
open door or window hexes have normal fir-
ing arcs (except where blocked by walls);
however, soldiers in loophole hexes st
face and be in the hex with the wall contain-
ing the loophole to fire throught the loophole
(with a normal firing arc in that direction).
Loopholes may not otherwise be fired
through to hexes beyvond the loophole hex.

12.2 ADVANCED GAME FIRING
MODIFIERS—INTERPRETING THE
FIRING, BLAST, AND SIGHTING
MODIFIERS CHART: These replace the
BASIC GAME FIRING MODIFIERS. The
Advanced Game modifiers are listed in this
Chart on the Game Card, and are discussed
in more detail helow. Each modifier is
preceded by a letter or letters that tell to what
the modifiers apply:
A: Modifier applies if **A"" ammunition
is used for the firing.
B: Modifier applies with blast hit
numbers. .
C: Modifier applies if **C"" ammunition
is used for the firing.
F: Modifer applics when firing a *‘F
weapon.
G: Modifier applies if *'G"" ammunition
is used for the firing.
H: Muodifier applics if ““H"" ammunition
is used for the firing.
L: Modifier applies if **L"" ammunition
is used for the firing.



M: Modifier applies if “*M"" ammunition
1s used for the firing.
8: Modifier applies for sighting at-
tempts (see Option 18.0).
U: Modifier applies if **U”" ammunition
is used for the firing.
W: Modifier applies if ““W"" ammuni-
tion is used for the firing.
The modifiers do not apply in cases where
the letter is not listed. For example, the con-
cealment madifier does not apply with blast
hit  numbers(''B"'). All modifiers are
cumulative.,
12.2.1 FIRING POSTURE (A,C,F,G,H,
L,M,U,W}: These are the modifiers found
in the Posture Columns on the WEAPON
CHARTS (see 10.7).
12.2.2 FIRING OR SIGHTING UNIT IS
SUPPRESSEIVPINNED (A,C,F,G,H,L,
M, 5, L, W): If the firing or sighting unit is
Suppressed or Pinned (see Option 16.6) the
die number rolled is modified by **+1"" if
Suppressed or hy ‘*+2" if Pinned. Sup-
pressed or Pinned soldiers may not be used
to perform any written Actions,
12.2.3 TARGET HAS LOOPHOLE OR
IS IN COVER (A,B,C,H,L.5): Advance
Game “‘cover'” is provided if the target unit
i in & tree, stump, or well hex (in covered
directions, only), a foxhole, trench, rough,
or rubble hex (all directions), in a fence hex
or roadblock hex or in a wall hex containing
an open door, open window, or loophole
with the fence or wall between the firing ancd
target hex, or in a pillbox, bunker, tower,
or cave. In addition, soldiers that elimb to
the top of a height hexside, fence, or wall
and remain marked as climbing have the hex-
side, fence, or wall for cover (the soldier is
considered to be *‘peering’’ over the top).
The die mamber rolled is modified by ** 42"
for targets using loopholes and by “+1"" for
targets in cover. Note that since *‘F"" and
"W hlases hit aff parts of an impact or blast
zone hex (unless totally blocked), these
modifiers do not apply o their blasts. If a
hill, roadblock, fence, or wall (with no open-
ings) totally blocks the line of sight from an
impact location to a possible target unit, even
if the target unit is in the impact hex, the tar-
gct unit cannot be hit, Stunned, or Sup-
pressed unless the blocking terrain can be
destroyed or at least penetrated by the hat.
12.2.4 TARGET IN CONCEALMENT
(A,H,L,S): Advanced Game *‘concealment"’
is provided if the target unit is in a foxhole,
trench, scrub, locphole, or tree hex, in a
hedge hex with the hedge picture between the
firing and target units, inside a building or
mnnel, or swimming or fording. In addition,
concealment is also provided by “‘cover™
which the firing weapon can penetrate (see
12.3.6). The die number rolled is modified
by “*+1"" for concealed target units. Note
that, as in the Basic Game, trees still offer
both cover (from the right direction) and con-
cealment for a possible total moedifier of
2" as do foxholes and trenches from all
directions, and loopholes when the line of
sight passes through their wall.
SPECIAL NOTES ON COVER AND
CONCEALMENT: A player must some-

times announce which opening is being used
if a soldier is in a wall hex containing more
than one opening. All modifiers are cumula-
tive and count (but not more than once
cach—a soldier using a loophole does not
also have normal cover), unless an exception
is noted.

12.2.5 TARGET IS CROUCHING OR
PRONE (B,C,L,8): If the target unit is
Crouching or Prone, the dic number rolled
i1s modified by **+1°" or **+2"", respec-
tively. This modifier does not apply to the
blast numbers of “F*" or **“W*" weapons.
12.2.6 PER TREE OR HEDGE HEX IN
LINE OF SIGHT (A,B,C,F,G,L,M,S,W):
For each tree and/or hedge hex that blocks
the line of sight, the die number rolled is
modified by 41", Note that tree hexes
modify blast hit numbers while hedges do
not. “*H'" shells may aot be fired through a
tree Or hedge hex that blocks the line of sight,
12.2.7 PER SMOKE HEX IN LINE OF
SIGHT (A,C,F,G,H,L,M,S,W): For each
smoke hex that blocks the line of sight, the
die number rolled is modified by “*+3*" if
the smaoke is from a “‘F"'or **M"" weapon
or from a fire (see Option 21), and by ** +2"
if the smoke is from a **“W"" shell. If neces-
sary, make notes to record what caused each
smoke hex (the smoke units are numbered
for this purpose). These modifiers also apply
when firing into or from a smoke hex, If a
smoke hex also includes a tree or hedge, ig-
nore the tree or hedge modifier and only con-
sider the smoke.

12.2.8 PER HEIGHT DIFFERENCE
FROM IMPACT LOCATION (B): When
a target unit in an impact or blast zone hex
is at a different height from the impact loca-
tion of a blast, a modifier of **+1"" applies
to the die number rolled for each height
difference from the impact location to the
nearest part of the target unit. For example,
a soldier is Up a tree "'5"" heights when a
grenade hits the tree hex, The difference in
height from the soldier's “'feet"’ (nearest part
af the target unit, and two heights lower than
the “head'’) to the impact location is three
heighis, and a **4+3"" modifier applies,
12.2.9 USING SCOPE (L) OR LASER
SIGHT (A,H): Weapons that can use a scope
have a note to that effect in their WEAPON
CHARTS and vehicles with laser sights have
this information given in the VEHICLE
CHARTS. Weapons equipped with scopes
{for **L"") may have the dic number rolled
modified by *“—1"" with rates of fire of **1""
or 2" (no effect for automatic fire).
Weapons on a vehicle equipped with laser
sights (for “*A™" ar **H"") have the die num-
ber rolled modified by **—2" for the main
gun only.

12.2.10 PER HEIGHT OF WALL,
FENCE, OR ROADEBLOCK (A,F.G.H,
M,W): The diec number rolled is modified
by **—1"" for each height of wall, fence, or
roadblock in a target hex (ie. the larger the
target, the easier it is to hit). For ““A" or
“H" used as armor piercing the object must
be the target for this modifier to apply. For
other types of ammunition, it is enough that
the object 15 in the hex.
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12.2.11 OBSERVATION CONDITIONS
#2°* OR *3" (A,G,H,L,M,5,U,W): The
die number is modified by **+ 17" if the tar-
get hex has Observation Conditions of **2°7
or by **+27 if the target hex has Observa-
tion Conditions of **3"". This can be negated
in some cases by night sights (see 12.4.7),
or illumination shells (see 12.3.8).
12.2.12 MOVEMENT MODIFIERS (A,
H,L,S5): A scparate MOVEMENT MODI-
FIERS CHART is provided below the FIR-
ING, BLAST, AND SIGHTING
MODIFIERS CHART, and is used as
follows:

12.2.12.1: On the left hand side of the Chart
find the line that applies to the number of
movement factors expended by the firing unit
during the Impulse for all Actions that are
not Combat Actions, before and/or after fir-
ing. For weapons with crews, figure this
based on the crewman who expends the most
maovement factors,

12.2,12.2: Along the top of the Chart find
the column that applies to the number of
hexes that the target unit entered, as shown
by its speed unit or lack of same.
12.2.12.3: Crossgrid the correct firing unit
line with the correct target unit column to
find the movement modifier. For example,
if the firing unir expended one movemens fac-
tor, and the rarger unit showed the Run fuc-
ing of a speed unit, the die number rolled is
maodified by "'+3"",

12.2.12.4: When any GLR or some MPL
{see Notes on WEAPON CHARTS) using
"G, UM, U, or *'H' used a5 *'G'"
ammunition are fired, this chart must be used
if' the firing unit expends any movement fac-
tors other than to fire the weapon.
12.2.13 OPTIONAL MODIFIERS: All
remaining modifiers are discussed in the ap-
propriate sections of the Optional Rules,

12.3 ADVANCED GAME WEAPONS
{l. tA!!’ th !i, l.i.!.'"r!' L‘G"l “H“. |{L!!’
EIMT!, iiU!'I" m.ld ilwi 1}_EFFECII‘S DF
HITS: Different weapons use different types
of ammunition, have different effects, and
have various special rules that apply to their
use. Lise grenade units to mark target and im-
pact hexes as these are determined for all Ad-
vanced (iame weapons that are not fired at
specific target units.

12.3.1 ARMOR PIERCING (**A’")
WEAPONS: A" weapons are fired at
specific targets—vehicles or walls, fences,
blocks, pillboxes, bunkers, towers, the well,
and road blocks—and are ineflective against
any other targets.

12.3.1.1 DETERMINING HIT NUM-
BERS: The hit number is found on the
WEAPON and VEHICLE WEAPON
CHARTS depending on the range, and the
applicable modifiers determined and applied.
If the die roll indicates a **miss’", no further
action is taken,

12.3.1.2 HIT EFFECTS: If a hit is scored,
the terrain value or armor basis number of
the target is compared to the firing unit’s
penetration number. If the penetration num-
ber is less, the shot does not penetrate and



counts as a “‘miss'". If the penetration num-
ber equals or exceeds the terrain value or
armor basis number, the shot has penetrated.
If the shot penetrates, the weapon's blast hit
number for A" ammunition applies against
all targets in the hex for hits on walls, fences,
the well, or roadblocks, and applies against
all targets inside (not riding on) a vehicle,
tower, bunker, or pillbox. Missed soldiers
affected by the blast but not hit are Stunned.
A" weapons do no permanent damage to
terrain value or armor basis numbers. A"
weapons have no blast zone hexes, although
when a large wehicle is penectrated, both
hexes of the vehiele are equally affected.

12.3,.2 CANISTER (**C") WEAPONS:
“C" weapons consist of many small projee-
tiles that spread out after firing so thar their
effect is spread over a wide area. In the
game, they are handled similarly to hand
grenades in the Basic Game, except that the
. blast hit numbers (see the WEAPON and
WVEHICLE WEAPON CHARTS) and the
BLAST DIAGEAM (Canister section—see
the Game Card) vary.
12.3.2.1 DETERMINING HIT NIM-
BERS: “‘C"" weapons are nol fired at a
specific target unit or target hex, as all hexes
falling within the firing arc are treated as
blast zone hexes. The blast hit number for
a “'C"'" projectile 15 the same as listed for the
same weapon's “*G"" projectiles, if both can
be fired by the same weapon. The modifier
used depends on the range from the firing
unit, plus any other applicable modifiers. For
example, if a unit fires a *'C"" weapon, and
the target unit lies within the fire arc of the
firing unir ar a range of 5 hexes, the mod-
ifier is “*+ 1" for the range from the firing
unit, plus any other modifier that may ap-
ply. All Canister firing weapons use the
GAME CARD range modifiers except for
PMN2, which uses the range modifiers list-
ed in place of hit numbers on its line of the
WEAPON CHARTS.
12.3.2.2 HIT EFFECTS: A separate die
roll ehould be made for each soldier (friend
or foe) in the firing arc that coud possibly

be hit, using all applicable modifiers, Any.

missed soldiers in blast zone hexes are Sup-
pressed if an unmodified *2"° could have
caused a hit (see 6.4.2), as with Basic Game
hand grenades. **C"" weapons do no perma-
nent damage to terrain value or armor hasis

numbers.
12.3.3 FLAME (*F*") WEAPONS: “F"

weapons are handled the same as “'G*
weapons in the Advanced Game, any real
differences being covered in the Optional
Rules (16.7.1 and 21). **F"" weapons have
no SPREAD DIAGRAM. If a shot is a
“‘miss’’, consider that the weapon failed 1o
ignite (the equivalent of a **dud”") and no fur-
ther action is taken. **F"" weapons hit all
parts of an impact or blast zone hex (unless
totally blocked) up to **3"" heights (inclusive)
up and down from the impact height. “*F"'
weapons create smoke, and the impact hex
shonld be marked with a smoke unit. The
smoke extends to **5"" heights above the im-
pact location, and modifies die rolls by
43" (see 12.2.7). For the Advanced

Game, “*F'" weapons effect only their impact
hex and have no blast zone hexes. A
“*Molotov Cocktail’” (HGNS5) may be used
only onee. A flamethrower may be fired the
number of times indicated in the weapon’s
notes. For example, FTRI may be fired up
to six times (6% ""). Keep a wrilten record
a3 a flamethrower is used.

12.3.4 GENERAL PURPOSE (“G')
WEAPONS: These are handled similarly to
hand grenades in the Basic Game, except that
the blast hit numbers (see the WEAPON and
VEHICLE CHARTS) and the SPREAID and
BLAST DIAGRAMS (see Game Cards) vary
from weapon to weapon.

12.3.4.1 DETERMINING HIT NUM-
BERS: **G"" weapons are fired at a target
hex, not at specific targets in that hex. Un-
less there is a ““dud’’ (see 6.3.6.2), once the
impact hex is determined, the die is rolled
for cach target in the impact and blast zone
hexes, using all applicable modifiers. Blast
zone hexes and modifiers vary depending on
the size of the blast hit number—see the
BLAST DIAGRAMS on the Game Card.
12.3.4.2 HIT EFFECTS: Any soldiers in
an impact hex that are not hit are Stunned,
and missed targets in blast zone hexes may
be Suppressed (sec 6.4.2), as with Basic
Game hand grenades. If anything with a ter-
rain value is in the impact hex, it will be
damaged to an extent equal to the “'G"
weapon's penetration number. Terrain
without a terrain value is never damaged and
may not be destroyed (exception: loopholes
are destroyed when their structure is de-
stroyed). Make a note of this damage on a
gheet of scratch paper. If the penetration
numer equals or exceeds the remaining ter-
rain value number in an impaet hex, the ter-
rain is destroyed.

12.3.4.2.1 DESTROYED WIRE,
ABATIS, HEDGE, OR STUMP: De-
stroyed wire, double wire, or abatis (remove
unit) hexes revert to their original type of wer-
rain. Destroyed hedge or tree stump hexes
(make a note, if necessary) become the ter-
rain type indicated by the hex color,
12.3.4.2.2 DESTROYED CAVE: A de-
stroyed cave hex becomes a rubble hex which
reverts to the hex's normal height. Soldiers
inside or on top of a cave hex when it is de-
stroved are eliminated.

12.3.4.2.3 DESTROYED BAMBOO OR
BRUSH: Destroyed bamboo or brush fences
or walls become scrub hexes. Soldiers Up
these fences or walls when destroved are
eliminated.

12.3.4.2.4 DESTROYED TREE: De-
stroyed tree hexes become abatis hexes (place
abatis unit in the hex—this can later be de-
stroved in turn). This is done no matter how
much the tree hils exceed the number re-
quired to destroy the tree. Soldiers Up a tree
when destroyed are eliminated.

12.3.4.2.5 OTHER: Other destroyed ter-
rain becomes rubble hexes (mark the hex
with a rubble unit). Soldiers Up fences, or
anywhere in a hex with a tower or bridge
when these are destroyed are eliminated.
12.3.4.2.6 VEHICLES: If a vehicle is in
the impact hex, damage is rolled for all
locations of the unit with an armor basis
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number egual to or less than the G’
weapon's penetration number (see Option
9.3). If the penctration number equals or ex-
ceeds the armor basis number on the hit side
or part of the vehicle, the blast hit number
i5 applied to all parts inside the vehicle, the
same as if an “*A"" weapon had penetrated.
12.3.4.2.7 DESTROYED BUILDINGS:
A blast in a building hex will damage and/or
destroy not only the building walls (each
separate wall in the hex, including all levels,
is damaged equally), but any doors and/or
windows in the hex, and the roof. It is pos-
sible for a roof to be destroved while the
walls are only damaged, so the hex story just
under the roof could contain walls and rub-
ble (both cover modifiers apply in the hex).
Floors in multi-story buildings collapse when
all outer walls in the hex are destroved—
until then there is always considered to be
enough foor left for movement in the upper
stories. Soldiers located in a roof or floor hex
that iz destroyed (*‘collapses out from under
them™*) or Up a wall hex when it is destroyed
are eliminated. Destroved doors or windows
become permanently open and cannot be
closed (note, if necessary).

12.3.5 ARMOR PIERCING (**H')
WEAPMONS: “"H'" weapons can be used in
one of two ways, the one used being an-
nounced before firing:

12,3.5.1 ARMOR PIERCING: Use
exactly like an A" weapon, except that the
**H" firing modifiers are used, and the pro-
hibition on firing through trees or hedges
with **H"" applies,

12.3.5.2 GENERAL PURPOSE: Use
exactly like a **G"’ weapon, using the **G"’
medifiers, except that the prohibition on fir-
ing through trees or hedges still applies. The
blast hit number when fired in this manner
is one-half (round factors down) the blast hit
number listed for the “*H" ammunition and
the penetration number is reduced o **1'",
Far example, if an RPG-2 (MPL19) is fired
in this manner, its blast hit number fnormally
5 is 5A2=2 12", rounds down to 2,
and its penetration number is reduced to
g

12.3.6 LIGHT (“L"") WEAPONS: “L"
weapons are similar to Basic Game weapons
(except hand grenades) and are fired at spe-
cific targets—soldiers or vehicle locations—
and are ineffective against any other targets.
The hit number is found on the WEAPON
and YEHICLE WEAPON CHARTS de-
pending on the range, and the applicable
modifiers determined and applied. A *‘miss"’
ends firing procedure, but a hit eliminates a
soldier target unit. Automatic **L"" fire can
Suppress missed units in the target hex (see
6.4.1 and 12.6). If an “L'" weapon's
penetration number equals or exceeds the ter-
rain value number of a target unit's cover,
this cover does not apply but counts only as
concealment. If an *'L'" weapon’s penetra-
tion number equals or exceeds the armor
basis number of a vehicle, that location is
destroyed (see Option 19.3.5 for more
details) when hit.



12.3.7 SMOKE (**M") WEAPONS:
MNotes in the WEAPON and VEHICLE
WEAPON CHARTS indicate which
weapons may be used to fire smoke shells
as alternate ammunition, and which grenades
have a smoke version available. Smoke shells
and grenades are fired using the normal “G"’
weapon procedures for the weapons excepl
that all parts of an impact hex are hit (unless
totally blocked), although no hits or damage
are causcd by smoke projectiles. When the
impact hex for a smoke weapon is found,
mark it with a smoke unit. This hex will be
a smoke hex for two Tumns, including
whatever is left of the current Turn after the
Impulse Phase in which it is fired. All smoke
hexes extend to a height of 5" levels above
their impact height, and they modify die rolls
by **+3"" as explained in 12.2.7.

12.3.8 ILLUMINATION (*U’") WEAP-
ONS: U weapons are handled the same
as “'G"" weapons only they score no hits, as
they burst high in the air to light up the night.
They are useful only at night in Observation
Conditions **2"" or **3"", Place an illumina-
tion unit in the impact hex, once determined.
The Observation Condition in the impact hex
and for 10 hexes in every direction is im-
proved by up to two Observation Conditions
(i.e., from Observation Condition **2"" or
3" 1o Observation Condition **1°"), and for
11-25 hexes in every direction there is an im-
provement of one Observation Condition.
This improvement lasts until the Turn Record
Phase, at which time all illumination units
are remaved from the mapboard.

12.3.9 WHITE PHOSPHORUS AND
CHEMICAL (W) WEAPONS: “w"
weapons are handled the same as *°G"’
weapons in the Advanced Game, any real
differences being covered in the Optional
Rules (21). *“W"" weapons hit afl paris of an
impact or blast zone hex (unless totally
blocked), up to 3" heights (inclusive) up
and down from the impact height. ““W*"'
weapons create smoke (mark impact hex with
a smoke unit) in addition to causing hits and
damage. Smoke is not ereated in blast zone
hexes unless a Fire is started (see Option 21).
The penetration number for ““W"" weapons
applies in all blast zone hexes where a hit is
possible, as well as in the impact hex.

12.4 SPECIAL RULES FOR
ADVANCED GAME WEAPONS AND
EQUIPMENT:

12.4.1 SPECIAL GRENADE RULES:
12.4.1.1 RIFLE GRENADES (RGN):
Rifle grenades may not be fired at targets of
two or less hexes range. To be fired, most
rifle grenades must first be separately loaded
_(see 11.1.12} or start the game already
loaded, although some rifle grenades do not
require separate loading. Once loaded, the
weapon may not be fired normally until the
rifle grenade has been fired or it has heen
unloaded. A rifle grenade may only be fired
during an Impulse in which the firing soldier
i5 used to expend no other movement factors
for any other Actions. The rate of fire of nfle

grenades replaces the normal rate of fire of
the weapon used. Note that a rifle with a
GLR3 attached does not also have a rifle
grenade launcher.

12.4.1.2 HANIVRIFLE GRENADES
(HRG): These may be used either as a rifle
grenade or as a hand grenade when fired, as
the controlling player wishes (once separately
loaded as a rifle grenade it must be used as
a rifle grenade unless later separately un-
loaded). Mormal hand grenade rules apply
if used as a hand grenade, and normal rifle
grenade rules apply if used as a rifle grenade.
12.4.1.3 OFFENSIVE/DEFENSIVE
GRENADES (HGN1, HGN2): These hand
grenades come equipped with a special frag-
mentation sleeve that can be swiftly slipped
on or off the grenade. The grenade is heavier
and cannot be thrown as far, but is more of-
fective with the sleeve in place (a “*defen-
sive grenade’'). The grenade is lighter and
can be thrown further, but is less effective
without the sleeve in place (an *‘offensive
grenade’"). The controlling playver decides
which configuration to use and announces the
decision before firing.

12.4.2 SPECIAL MORTAR RULES:
Mortars are crew-served weapons that lob
their shells in a high trajectory and have a
large “*minimum range’’ shown on the
WEAPON CHART. For example, MRTO
has no hit numbers listed for ranges 1-20,
Any rarget hex must be at least 21 hexes
away, as this is the “'minimum range "' If
only one crewman is available, a mortar must
be separately loaded or unloaded, and may
not be moved into a new hex while loaded
in this manner. With two or more crewmen,
a mortar may be fired every Impulse, if
desired. A mortar may only be fired during
an Impulse in which the crewmen are used
to expend no other movement factors for any
other Action. Because of their high trajec-
tory, mortars fired *‘normally’” may not be
fired out of coverad strucmires (roofed build-
ings, pillboxes, bunkers, caves, or tunnels)
or wvehieles other than mortar carriers
(MCV). Two of the mortars, the IMI-52
(MRT4)and the T18E6 (MRTS), can be fired
by “*hand"’ with a flat trajectory, in addition
to the “normal’” high trajectory method.
When fired by “*hand’’, thase mortars may
be fired out of coverad strucmres.

12.4.3 SPECIAL LAUNCHER RULES
(LCW, LPL, MPL): These weapons vary
quite a bit as they represent a great variety
of weapons, and the Notes for cach should
be checked on the WEAPON CHARTS.
Some require two-man crews, and musi be
separately loaded or unloaded if only one
crewman is available. Others (LPLs) may
only be fired once, then discarded (they
always start loaded). Some may not be
moved into a new hex while loaded. Srill
others, like the Milan (MPL4) and Dragon
(MPLS8) are essentially tmbe-launched and
controlled guided missiles (the launcher in-
corporates a control box) that may not be
fired if the soldier is marked with a status
unit, although most other missile rules do not
apply to them.Most may not be fired in a
confined space (inside a vehicle, bunker, pill-
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box, tower, cave, unnel, or building) be-
cause of the backblast from the rocket.

12.4.4 SPECIAL MINE RULES: Mines
are of main two types—anti-vehicle
(“VMN" —usually called *‘anti-tank
mines’"), which are effective against vehi-
cles, and anti-personnel (**PMN""), which
are effective against soldiers. Each may be
used only once, this being the first time that
an appropriate unit enters the secretly mined
hex or side of the hex (if divided by fence,
wall, ete.).

12.4.4.1 ANTI-PERSONNEL
(PMN):

12.4.4.1.1 PMNI1: This is a “*G"" weapon
that explodes in its impact (location) hex. It
has a blast hit number of **7"" and a penetra-
tion number of **1"". It is set off by a soldier
entering the hex.

12.4.4.1.2 PMMN2: This is a **C"" weapon
that has a blast hit number of 8" and a
penetration number of **1"". It uses differ-
ent range modifiers than other **C'" weapons
(522 12.3.2). A PMN2 has a ““wire'’ that can
be used by a soldier to manually detonate the
mine from a ““trigger’’ hex or which can be
laid in front of the weapon to provide a “lrip
wire"" that detonates the mine when touched.
The player has the option of which to use
when setting up before the game starts (see
§.8.9). If a *“trigger’" hex is used, the mine
may be detonated (fired—this uses *‘all™’
movement factors performing a **detonate’
Action—see 11.1.13) by any soldier in the
trigger hex. If a trip wire is used, the mine
is immediately detonated whenever the first
unit enters a trip wire hex.

12.4.4.2 ANTL-TANK MINES (VMN):
These are *"A'" weapons that can be set off
by a vehicle entering its hex. The penetra-
tion number (3" for VMNI, “6" for
VMN2) is compared with the bottom armor
basis and the track armor basis numbers
(both are considered to be hit) to determine
damage—when set off, these hits are auto-
matic (see Option 19.3.8 for the effects of
these hits).

12.4.4.3 HITS ON MINE HEXES: If a
hex that contains a mine or mines is the im-
pact hex for any other ““F*", “G"", “H"" used
as ““G"", or W™ weapons, all mines in that
hex immediately detonate(with the usual
effects) after the effects of the impacting
weapon are resolved.,

MINES

12.4.5 SPECIAL SHOTGUN RULES
(SHG): A Shotgun is extra equipment. Any
soldier carrying one may wse it or the major
personal weapon when firing.

12.4.6 SPECIAL MISSILE RULES
(MSL, CBX): Guided anti-tank missiles are
operated by a soldier with a control hox
(CBX). The massile unit (MSL) must start
the game already placed in a hex. MSL units
may not be placed in a confined space (in-
side a vehicle, bunker, pillbox, tower, cave,
tunnel, or building). Since the missile is
puided, irs facing i not important, bur it
should be faced generally in the direction of
the expected threat. For some missiles, the
soldier and control box must be in the same



hex as the missile unit, but for others the con-
trol box may be located there or in a hex
““separated’” by up to some range (given in
Motes on the WEAPON CHARTS) from the
missile unit (see WEAPON CHARTS
Motes). Line of sight to the target is always
checked from the control hox position, not
from the missile position. The missile is fired
by the soldier with the control box expend-
ing “‘all"” movement factors to do so. Onee
fired, the MSL unit is removed from the
game, as each may be fired only once.
12.4.7 SPECIAL NIGHTSIGHT AND
SCOPE RULES (NST,PNS,S5CP): In the
Advanced Game, both types of nightsights
are treated identically and improve visibility
to Observation Condition **1"" when firing
a weapon equipped with one of them (see
Option 16.7.2 for more detailed rules).
Weapons may have both a nightsight and a
scope (actually a combined instrument), and
their combined effects apply. Nightsights
and/or scopes do not necessarily have to be
used. Automatic fire weapons using night-
sights may only be fired at then targes in one
hex per Impulse Phase.

12.4.8 SPECIAL BODY ARMOR
RULES (BDA): A *“+1" die roll modifier
applies when firing a pistol or submachine-
gun at or when resolving a blast number roll
against a soldier “wearing"' body armor. No
soldier may *‘wear’" more than one set of
body armor.

12.4.9 SPECIAL DEMOLITION
CHARGE RULES (DMC): Demolition
charges are large bundles of explosives
usually used to destroy fortifications. Each
may be used only once. To use, the demaoli-
tion charge must first be taken into the hex
where it is to be used. The demolition charge
may then be “*armed’’ by any soldier in the
hex, using **all”* movement factors perform-
ing an *‘arm'" Action (see 11.1.13). Show
the “*arming’’ by placing a demaolition charge
unit in the hex. The demolition charge will
then *“explode’ (fire) at the very end of the
next Impulse Phase for the side that placed
it, (hopefully) giving the player time to get
his soldier or soldiers away from the impact
hex.

12.5 TERRAIN VALUES: All walls,
fences, trees, roofs, hedges, roadblocks, etc.
have “‘terrain value numbers" defined in the
scenarios. These numbers represent their
resistance to hits. these terrain values vary
from scenario to scenario, but standard
values used. in most situations are given
{along with standard heights) in the STAND-
ARD TERRAIN VALUES CHART on the
Game Cards, For example, a “'standard™’
concrete or stone fence or wall has a terrain
value number of 8" and heights of """ if
a fence or 4" if a wall.

12.6 AUTOMATIC FIRE AT MULTI-

PLE HEXES: As in the Basic Game, most
automatic weapons must direct all of the

bursts to the same target hex when fired, but
there are exceptions:

12.6.1 TRIPOD WEAPONS: Tripod
weapons not using nightsights have the
ability to be fired at automatic fire rates at
target units in any number (up to their num-
ber of bursts) of different hexes, as long as
all target hexes are in the same firing arc and
firing iz otherwise possible. Different modi-
fiers may apply to different hexes.

12.6.2 BIPOD WEAPONS: Any soldier
units with weapons having bipods and not
using nightsights may be used to fire at au-
tomatic fire rates at up to three different
hexes (rate of fire permitting), but these three
hexes must all be adjacent to each other (see
diagram below), and all in the same firing
arc. This can only be done if the firing unit
is Prone or has a rest— otherwise, only one
hex can be the target hex.

ALL THREE HEXES ARE
ADJACENT TO EACH
OTHER.

12.6.3 SUPPRESSIVE FIRE ONLY: All
automatic weapons not using nightsights may
be used for “*suppressive fire'” to any num-
ber {one burst per hex, up w their number
of bursts) of different hexes. The controll-
ing player announces, ‘'suppressive fire™,
then fires normally, but no hits can be
scored. Instead, in every hex where a modi-
fied number of “*10°" or less can be rolled,
the target units are Suppressed.

12.7 HITS WITHIN A HEX—INTER-
PRETING THE HIT LOCATION TA-
BLES: Cover and heights within a hex must
be considered in the Advanced Game. Ex-
actly where inside a hex did a projectile ac-
tually hit, and did it actually reach the hex
if some small gap had to be passed through
first? These determinations require the use
of additional die rolls and the use of the HIT
LOCATION TABLES on the Game Cards.
These list the situations that can occur and
any modifiers that can apply (treat modified
die rolls of less than **1'" as **1"", and of
more than **10" as “*10"").

12.7.1 TWO, THREE, OR FOUR
SIDES: In a hex with two or more sudes to
consider, it is necessary to see which side of
the hex is actually hit by a **G™" weapon, as
this can determine if cover applies to the blast
hit number. Once the impact hex has been
determined, the firing player designates the
sides as desired, the lower numbered sides
always being those more desired by the fir-
ing player, and rolls the die. A die roll modi-
fier of **—2"" applies if the range is 1-3
hexes. The side hit determines if the cover
is between the target unit and the blast or not.
For example, in the TWO SIDES example
shown below, a rarget soldier is on side I
of the fence. If the projecrile is determined
to land on side I of the hex, the soldier has
na cover, and if it lands on side 2 of the hex
the soldier does have the fence's cover o
modify the die roll of the Blast hit number.
How this applies to vehicles is covered in
Option 192.3.1.1
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EXAMPLES:
TWO SIDES

SIDE T SIDE 2
(COVER)

THREE SIDES (1)
SIDE | SIDE 3
-— (COVER)

SIDE 2
THREE SIDES (2)

SIDE T SIDE 3
{COVER)

SIDE 2

12.7.2 INTO FOXHOLE, DITCH, OR
TRENCH: In a hex with a hole in the
ground,it is necessary to determine if the
*G"" weapon lands in the hole or just near
it, as this can determine if cover modifiers
apply to the blast hit number. The die is
rolled, and if one of the correct numbers is
rolled, the hit is in the foxhole or trench, and
no cover die roll modifier applies. Other-
wise, the cover modifier does apply. Since
a ditch occupies an entire hex, a hit in the
hex always goes in the ditch. A die roll modi-
fier of **=3"" applies if the firing range is
one hex, and a **—1"" modifier applies if the
range is two or three hexes for determining
if the projectile goes into a foxhole or trench.
12,7.3 THROUGH DOOR, WINDOW,
CAVE, OR LOOPHOLE: For any "'G"",
“F', or YW weapon with an impact hex
located where the projectile would have to
pass throwgh an opening to reach, or (for
“G"" only, since “'F'" and **W"" weapons hit
all sides of a hex) where the impact hex con-
tains a wall opening, it is necessary to de-
termine if the projectile passes through the
opening or hit the wall around the opening.
This impact hex can be the oniginal target
hex, or may be one determined by a
SPREAD DIAGRAM. If a projectile fails to
pass through an opening, its impact location
will be the hex where this took place and on
that side of the wall which was hit. A die roll
medifier of ** —2°" applies if the range is one
hex, and a modifier of ““41"" applies per
height dfference from the firing unit to the
nearest height of the opening. The projec-
tile passes through automatically if the open-
ing is in the same hex as the firing unit
(normal fire arcs). Roll the die, and if one
of the correct numbers is rolled (including
maodifiers), the projectile passes through the
wall opening. For example, below an attempt
is made to fire a hand grenade through win-
dow hex A" to rarget hex "B, The
grenade hits the target hex, but now it must
be checked to see if it passes through the win-
dow (roll af 1-3). If ir does, the rarger hex
is hit; if not, the grenade hits the wall (re-
maining on side 2) in hex A", If a wall con-
tains more than one opening, the firing player
decides which to attempt to pass through,

SIDE 2

- hB

—b
T



12.7.4 COMBINATIONS: Combination
lecations are rolled one at a time, until the

final hit location is determined. For exam-
ple, a foxhele in a fence hex would require

a roll first to see if the side of the hex con-
taining the foxhole was hit, then, if thar side
was hir, a roll to determine if the hit is in
the foxhole or not,

12.7.5 POSITIVE MODIFIERS: Nor-
mally, a player is trying to hit a specific tar-
get and prefers the negative HIT
LOCATION TABLES modifiers, but some-
times something else may be preferred (you
may want to hit the hex and ner go in the fox-
hole, for instance), If desired, allow the fir-
ing player to announce before rolling the die
if the modifiers will be ** =", as given in the
rules, or “*+".

13. ADVANCED GAME MELEE
COMBAT

Advanced Game melee is similar to basic
Game melee, and is summarized on the
MELEE CHART on the Game Cards. In the
Advanced Game, melee oceurs when the op-
posing soldiers are both in the same hex and
share at least one height, For example, a
soldier who s ar height *'7" (“head””
location—""feet"" are at height "'5"") Up a
tree may not melee an epposing soldier on
the ground in thar same hex. On the other
hand, a soldier at height 4" Up a tree could
be meleed by a Standing soldier on the
ground in that hex, as the head of one and
the feet of the other are both at height **2"",
For hill and depression hexsides and for
walls that are on hexsides, melees can oceur
between soldiers who are Up these hexsides
and opposing soldiers who are also Up the
same hexsides, or with soldiers in hexes that
include these hexsides. No melees are pos-
sible through closed doors, windows or
hatches, through loopholes or firing ports,
through walls or fences that are higher than
the soldiers involved, or between soldiers
outside of a vehicle with those inside the
vehicle, unless those inside the vehicle are
Standing and therefore partially oot of the
vehicle (see Option 19.4.2) or the vehicle has
an open top. Advanced Game melee includes
a much greater number of modifiers to the
die roll than Basic Game melee. These are
cumulative and given below:

13.1 PER ADDITIONAL ATTACKER
OR DEFENDER: The die number is modi-
fied by ** —2"" for each attacker in excess of
the number of defenders, or by **+2"" for
cach defender in excess of the number of
attackers.

13.2 CROUCHING OR PRONE AT-
TACKER OR DEFENDER: If all attackers
orf defenders are Crouching, or mixed
Crouching and Prone, the dic number is
modified by **—1"" if this applies to the
defender or by **+1"" if this applies to the
postures of the attackers. If all attackers or
defenders are Prone, the die number is modi-
fied by ** 42" if this applies to the attacker’s
posture or by "*=2"" if this applies to the
defender’s posture.

13.3 V5. REAR OF ALL DEFENDERS:
If any one attacker enters the hex from the

rear (see diagram) of all defenders, the die
number rolled 15 modified by **—3".

REAR ATTACK

NG
S

ATTACKER

DEFENDER

13.4 STUNNED / INACTIVE /[ UN-
ARMED: If all defenders are Stunned, In-
active, and/or unarmed the number rolled is
modified by “*—3"". If all attackers are
Stunned, Inactive, and/or unarmed, the die
number is modified by **+3"".

13.5 ATTACKING UP OR DOWN: If all
attackers had to change their height to enter
the melee location, the die roll number is
madified by **+1'" if the change was up, and
*—=1"" if the change was down. This applies
only if the height change occurred with the
last movement factor(s) expended to get to
the melee location, not for earlier height
changes in other hexes.

13.6 BAYONET: Weapons whose noles in-
dicate that they have bayonets (*Y"") are
considered to have these **fixed™ and ready
for use. If all attackers have bayonets and
na defenders have bayonets the die number
rolled is modified by “* =1, If all defenders
have bayonets and no attackers have bayo-
nets, the die number rolled is modified by
B ) Ko

14. SQUAD GROUPS AND
NATIONAL EQUIPMENT

The following information may be used by players
to quickly sctup their own variants based on the
information given in some of the scenarios,

14.1 SQUAD GROUPS: Any squad in a group
15 closely matched in combat power with any other
squad in the same group, Depending on the group
listed in the scenario, the players may select squads
from any nationalitics that have been or may be
engaged in comhat with each other. Although this
15 not an exhaustive list of squads, they do give
a pood representation of these units as they appear
worldwide. Many of these squads follow official
tablez of organization and equipment, but others
were gleaned from photographs or  written
accounts. Some of the more irregular forces have
lirtle real formal structure, and *‘average” squads
have been portrayed. Even in the most highly
organized and disciplined units, wartime con-
ditions reveal that infantrymen everywhere are
adept at trading or stealing equipment to replace
or avgment their issue weapons.

14.1.1 SQUAD INFORMATION NOTES:
Some squads are given as dismounted and the
vehicle in which they ride is listed— additional
sguad members would be on the vehicle in these
cases and are not listed, Some countries vary the
organization of the squads in a platoon—a notation
such as **1 of 3" indicates that one of the three
sguads in a platoon is organized in the given
manner. For American squads during the Vietnam
War, from the late 805 on, most squads 1n Vietnam
used the M16 (RFL1D) while squads elsewhere
used the M14 (RFL14) and M14E2 (LMG11), and
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many of these squads in the groups give both
organizations. Some “‘experimental’’ American
squads are listed—these are squads formed to test
new weapons that may or may not be standardized
later. For guerilla forces, the country in the
Mational Equipment Lists where information on
them can be obtained is given (ie., "'scc
Rhodesia’"). Since changes are often gradual, all
dates zhould be regarded as approximations.
14.1.2 SELECTION OF FORCES USING
SQUAD GROTPS: Many scenarios can be semup
by selecting squads from the appropriate groups
given in the scenarios. Unless the scenario already
calls for multiple squads, larger or multi-player
games can be played by simply doubling the
number of squads on each side. Note the scenario
date or determine your own date for the battle—
some weapons and squads are unavailable on all
dates.

14.1.3 ASSIGNING EXTRA EQUIPMENT:
Asszign extra equipment to both sides in the same
proportion as the squad group numbers used in
the scenario. For example, {f a scenario had side
YA with a group 8 sqguad ard side VB with a
group 4 squad, side A" showld ger extra equip-
ment in q ratic of 8:4 to side “B'", Generally,
allow about 10-20 grenades and 2 rounds of
ammunition for each non *"L"" weapon (or 15-30
points, if Option 26.1 is used) for the smaller
numbered squad and proportionally higher
quantities for the larger numbered squad.
14.1.4 THE SQUAD GROUPS LIST: The
format and abbreviations used here are explained
in the Scenario Format section of the rules.

GROUP 4: (88—112 points).

Afghan Motorized Rifle Squad (=) (1980 on):
3/2; 15; 1 xLMG21, 1 xMPL20, 4 x RFL] (Dis-
mounted from any APC or IFV—2 of 3).
Chinese Local Forces Infantry Squad: 3/2; 15;
1=xLMG6 or 12, 1 xMPLI19 or RFL7, 6 xRFL7,
1x5MG2, 4, or 9.

FROLOZI, SAANC, ZANU, or ZAPU Guerilla
Squad (1965-1980): 3/2; 15; ExRFL1,
1 xSMG4, 7, 9, or 11 (see Rhodesia),
Egyptian Infantry Squad (1965-1970): 3/2; 15;
1xLMGI0, 1xMPL19 5xRFLIE or 21,
2x8MGIL, 9, or 10,

Egyptian Motorized Infaniry Squad
(1965-1970): 3/2; 18; 1=LMG20 or 23,
1xMPL19, 3 <RFL18 or 21, 3 x5MG9 or 10
(Dismounted from BTRS0, BTRI52, or OT62),
Greek Reserve Infaniry Sguad: 3/2; 15;
1 xLMGI1S5, 8xXRFL7, 1 x5SMG2.

Izraeli Paratrooper Squad (1965-1974): 3/3; 15,
1a; 1=LMGI11, 2=RFLS, 3x8MG7.

Lihyan Motorized Rifle Squad (1975 an): 3/2;
15; 1=MPL20, 7T=RFL1 (Dismounted from
BMP1—1 of 3).

Mujahideen Guerilla Squad (1979 on): 4/2; 15;
1xMPL20, 2 xRFL1, 4 xRFL7, 1 xSMG2 or 10
(sce Afghanistan).

Rhodesian Security Force Infantry Squad
(1965-1980): 2/2; 15; 1xRFLS, BxRFL7,
1=RFL11; 1 xBPD.

South Vietnamese Infantry Squad (—)
(1965-1966): 3/2; 18; 1 xLMG10, 7xRFL1&,
Soviet Long-Hange Reconnaissance Squad: 3/3
or &/2; 1C, 15, 1A; SXRFL1; 1 *BPD (1 of 3).
Soviet Long-Hange Reconnaissance Squad: 3/3
or 4/2; 18, 1A; 5=RFLL; 1 xBPD (2 of 3).
Swedish Infantry, Motorized Infantry, or
Noorland Infantry Squad (1965-1968): 4/2; 15,
1A 4= RFLT, 2xRFL18, 2 SMG6 or 9 (2 of 3).
Syrinn Motorized Infantry Squad (1965-1970):
372; 18; 1xLMG20, 1xMPL19, 4xRFL2I,
2= 5MG4 or 7 (Dismounted from BTRS0).
Turkish Reserve Infantry Squad: 3/2; 15, 1A;
1 xLMG10 or 15, TxRFL7, 2x8MGI10.

Viet Cong Guerilla Squad (1965-1966): 3/2; 15;
1xLMG20, 1xPST3, 1xEKFL1, 53XREFLZ1,



1 X SMGY (see Vietnam).

Yugoslav Reserve Infantry Squad: 3/2; 15;
1 =LMG15, 6 xRFLT, 2xRFL21, 1 xSMG 4 or
10,

GROUP 5: (113—137 points).

Afghan Infantry Squad (=) (1974 on): 3/2; 15;
1 LMG20, 1xMPL20, 6xRFL1 (2 of 3).
Afphan Infantry Squad (—) (1974 on): 3/2; 1C,
15; 1 =IMG20, 1xMPL20, | *xPST4 or SMGI11,
6%RFLI (1 of 3).

Albanian Infantry Squad (1974 on): 3/2; 15;
1 xLMG6H or 20, 1 xMPL19, TxRFLI1 or 16.
Angolan Infantry Sguad (1976 on): 3/2; 15;
1 xLMG2Z1, 1 xMPL20, 6 xRFLI.

Belgian Armored Infantry Squad (ate 70s): 3/2;
15, 1A; 2x1LMGI0, 6xRFLI& (Dismounted
from AMX-VCI).

Chinese Motorized Infantry Squad: 3/2; 15,
1% LMG20, 1xMPL1% or 20, 7TxRFL] or 16
(Dismounted from BTRI152, or K63).

Contra Guerilla Squad (=) (1981 on): 3/2; 15;
BxRFL10; 2xBPD (see Nicaragua).

Cuban Infantry Squad (1965-1973): 3/2; 1C, 18;
1 xLMG20, 1 <MPL19, 6xRFL1, 1 xSMG7 ar
11 (2 of 3).

Cuhan Infantry Squad (1978 an): 3/2; 15;
1 xLMG21, 1 xMPL20, 6 xRFLI1 (1 of 3).
Czech Motorized Rifle Squad: 3/2; 18, 14;
1xLMG4, 1xMPLI4 or 20; 6xRFLI
(Dismounted from OT62—1 of 3).

Czech Motorized Rifle Squad: 3/2; 1C, 15, 14;
IxLMG4, 1x<MPL14 or 20, 1xPST3 or
5?-!_;311, 5xRFLI1 (Dismounted from OT62—1
of 3).

East GGerman Panzergrenadier Squad: 3/2; 15,
1A; 1xLMG20 or 21, 1xMPLI1% or 20,
7=xRFL]1 (Dismoumed f[rom BTR30 or
BTR132—1 of 3).

Egvptian Infantry Squad (1965-1970): 3/2; 18,
1xLMG20 or 23, 1xMPL19, 5xRFLI1E,
2= 8MGY or 10.

Egyptian Infantry Squad (1969 on): 3/2; 15;
1 xLMG20 or 23, 1 xMPL20, 7<RFLI1.
Egyptian or Syrian Motorized Infantry Squad
(1970 om): 3/2; 18; 1 =LMG20, 1=MPL20,
6= REFLI (Dismounted from BTRS0, BTRG0, or
BTRI152).

FAQ or Nicaraguan (Sandanista) Infantry
Squad: 3/2; 15; 1xLMG20, 1 <MPLI19 or 20,
6xRFL1L (2 of 3).

FNLA or UUNITA Guerilla Squad (1971 on):
32; 15; 1 =LMG20, TxRFLI, 1x8MGd or 7
or RFL] (see Angola).

Hungarian Motorized Rifle Squad: 3/2; 15, 14A;
1=LMG20 or 21, 1 xMPLI19 or 20, 6RFLI
(Dismounted from BTRS0—1 of 3).
Hungarian Motorized Rifle Squad: 3/2; 15, 1A;
1xLMG20 or 21, 1 xMPL1? or 20, 7=RFL1
(Dismounted from BTRS50, BTR152, or OT62—1
of 3).

Iranian Hevolutionary Guard Squad (1979 on):
3/2; 15; 1 x LMG15, 1 xPST1, 6 xRFL11 or 18,
2% SMG2, 4, or 7 (1 of 3).

Iranian Revolutionary Guard Squad (1979 on):
3/2; 18; T=RFL11, 3%SMGT (2 of 3),

Iraqi Infaniry, Mountain or Republican Guard
Squad: 3/2; 18; 1xLMG20, 1xMPL19,
5=xRFLI1, 3xRFL21.

Israeli Paratrooper Squad (1965-1974): 3/3; 18,
1A: 1 xLMGI11, 1 <RFL1 or SMG7, 2 xRFL5,
2% SMGT; 1 X5CP.

Israeli Paratrooper Squad (1971 on): 3/3 or 5/2;
18, 1A; 1 xLMGE, 2<RFL4, 3xRFL17.
Libyan Maotorized Rifle Squad (1973 on): 3/2;
15; 1xLMG20 ar 21, 1xMPL20, 6xRFLI1
(Dismounted from any APC or BTR60—1 of 3).
Mujahideen Guerilla Squad (1979 on): 3/3; 15;
1%MPL20 or RFL1, 2xRFL1, 4xRFL7,
1=5MG2.4,5,7,9, 10, or 11 (see Afghanistan).

North Korvan Infantry Squad: 3/2; 15;
1xLMG20, 1MPLI19 or 20, 7<EFL1.
North Korean Light Infantry Squad: 4/3 or 6/2;
15; 5xRFLI1.

Morth Vietnamese or Vietnumese (afler 1975)
Infantry Squad: 3/2: 18, 1A; 1 xLMG20,
1 xMPL19 or 20, 6 xREFL1, 1 xSMG11.
Morwegian Reserve Infantry Squad: 3/2; 18,
1A; 1 XxLMG10, 1 xMPL7, TxRFL7, 1 x5MG
10 or 12,

PLO Guerilla Squad: 3/2; 15; 1 xLMG20 or 23,
1=xMPLI19 or 20, 7T=RFLl (see Jordan and
Lebanon).

Palish Motorized Rifle Squad: 3/2; 1C, 18, 1A;
1 xLMG20 or 21, 1 *MPL19 or 20, 3xRFLI,
2xRFLIS, 1=x8MGI] (Dismounted from
BTRS0, BTRI152, or OTA2—1 of 3).

Paolish Maotarized Rifle Squad (1970 on): 3/2;
15, 14; 1xLMG4, 1x<MPL2D, 4xRFLI,
2xRFLIS (Dismounted from BMP1—1 of 3).
Homanian Motorized Infantry Squad (1970 an):
32 15, 1A; 1 =LMGY, | =MPL20, 6% RFLI1
(Dismounted from BTR&0—1 of 3).

South Korean Infantry Squad (1967-1970): 3/2;
18, 1A; 1 xLMGI10, 8xRFLI1B, 1xSMG2 ar
RFLI13.

Soviet Long Hange Reconnaissance Squad: 5/2;
1C, 18, 1A; 5%XRFL1; 1xBFD (1 of 3).
Spanish Territorial Infantry Squad: 3/2; 15;
I1=LMGS, 3xRFL7, 1 xSMG9,

Swedish Heconnalssance Squad(1966 on): 3/2;
18, lA; 1®LMG3 or 13, 1xMPL5 or &,
3xRFLI11 (Dismounted from Pbhv302—2 of 3).
Syrian Infantry Squad (1965-1970): 4/2; 15;
1%LMG20, 1 XMPLI19, §xRFL21, 2 xSMGd,
7. 10, or 11.

Taiwan Reserve Infantry Squad: 3/2; 1S;
1 xLMGI0 or 15, 10<RFLT, 1 xSMG2.
Turkish Infantry Squad: 3/2; 15, 1A;
1xLMGI0 or 15, RxRELIR, 1xSMG2,
West German Panzergrenadier Sgquad
(1971-1980): 3/2; 15, 1A; 1 <IMGS, | xMPLIS,
5= RFL11 (Dismounted from Marder).
Yugoslav Motorized Rifle Squad: 3/2; 15, 1A;
1 xLMGLl6, TxRFLI13, 1 x5MGI0.

Group 6: (138—162 points).

American Mechanized Rifle Squad (Experimen-
tal, 1981-1984): 3/2; 158, 1A; 2= GLR3+RFLI0,
1xLMG4, 3xRFLI0; 2xBPD (Dizsmounted
from M2}.

Angolan Infantry Squad (1976 on): 4/2; 15;
1xLMG20 or 21, 1xMPL20, 5xRFLI,
1%5MG4, 11, or 12 ar RFLI1 or 3.
Argentine Airborne, Infantry or Mountain
Squad (1970 on): 3/2; 15; 1 xLMG11, 9xRFLS.
Australiun Infantry Squad (1966-1969): 3/2; 15,
1A; 1 xLMG4, TxRFL18, 2:x5MGE or RFLG.
Austrian Panzergrenadier Squad (1965-1978):
32; 15, 1A; 1 xLMGS, 7<EFLI11 (Dismounted
from Saurer 4K4),

Austrian Mountain Squad (1979 on): 3/2; 15,
1A; 1 XLMGY, 8xRFL4, 1 xRFL6: 1 xBPD.
Belgian Mechanized or Armored Infaniry
Squad (1982 om): 3/2; 15, 1A; 2xLMGII,
GxRFLS (Dismounted from AIFV).

Biafran Infantry Squad (1967-1970): 4/2; 15;
1 XLMGID or 15, ?<RFLS, 6xRFL7 (see
Migeria)

British Infantry Squad (—): 3/2; 18, 1A;
1 xLMG3, 1xMPL5, TxRFLIR.

British Mechanized Infantry Squad {(mid 60s):
373 or 4/2; 18, 1A; 1=XLMGIS, 1 =MFPL7T,
4xRFL7, 2x5MGI0 (Dismounted from any
APC ar TFV),

Bulgarian Maotorized Rifle Squad (1970 on):
32, 1C, 15, 1A; 1xLMG4, 1xMPL20,
4xRFL1, 1 xEFL1Y, 1x5MG1] (Dismounted
from BTRG0—1 of 3).

Canadian Mechanized Infantry Squad (1983
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on): 3/2; 15, 1A; 1=LMG3, 1xMPLS,
5®RFLIS, 1 =S8MGI0 or RFL1S (Dismounted
from M113).

Contra Guerilla Squad (1981 on): 3/2; 15;
10xRFL10; 2 xBPD (see Micaragua).

Czech Motorized Rifle Squad (1965-1970): 3/2;
1C, 15, 1A; 1xLMG4, 1xMPLI4 or 20,
5xRFL1, 1=RFL8, 1x8MG1] (Dismounted
from OT&62—=1 of 3).

Egyptinn or Syrian Motorized Infantry Squad
(19269 on): 4/2; 15; 1xLMG20, 1xMPL20,
6=RFLI (Dismounted from any APC or IFV).
FAO Guerilla Squad: 4/2; 15; 1=LMGILL,
3 =RFL3, 2x5MG7 (see MNicaragua).

FNLA or UNITA Guerilla Squad (1975 on):
33 15; 1xLMG20, ZxRFL1, 5xRFL21,
1%5MG 4 or 7 (see Angola),

French Mechanized Infantry Squad (1971 on):
32 18, 1A; 1 xLMG2, 1 xMPL21, 6 <RFL18,
1 % SMGY (dismounted from AM = 10F),
Greek Infantry Squad: 3/2; 15, 1A; 2xLMGI0,
BxRFLIE, 1 x5MG2 or RFL13 or RFL18.
Hungarian Motorized Rifle Squad (to mid 70s):
32, 1C, 15, 1A; 1 xLMG4, 1 xMPL19 or 20,
SxRFL1, 1 xRFL3, 1 x RFLS (Dismounted from
BTR60—1 of 3).

Indian Infantry Squad: 3/2; 15, 14; 1 xLMG3
or 15, 1 xMPL7, TxRFL1E, 1x3MGI10.
Indian Mechanized Infantry Squad (1981 an):
32; 18, 1A; 1 =LMG3, 1 xMPLG, 6RFLIS
(Dismounted from any APC or [FV).

Iranian Revolutionary Guards Squad: 3/2; 15;
1= LMGS5, 1 XP3T1, 6 <RFL11, 2X5MG7 (1

of 3).
Iraqi Motorized Rifle Squad: 4/2; 13;
1 xLMG20, 1xMPL19 or 20, 5xRFLI,

1% 8MG10 or RFL] {Dismounted from any APC
or IFV).

Israeli Paratrooper Squad (1971 on): 4/3; 15,
1A; 1% LMGHE, 1 RFL4, 3 xRFL17, 1 xSMG7
ar RFLI, 4, or 17.

Libyan Motorized Rifle Squad (1973 on): 4/2;
15, 1A; 1xMPL20, TxRFLI; 2=BPD (dis-
mounted from any APC—1 of 3),

MNLF or NPA Guerilla Squad: 4/2; 15;
8xRFLI or 18, 1 ®xSMG2 or 11 or RFL1 (see
Philippines}.

Metherlands Armored Infantry Squad (1978
on): 32; 15, 1A; 1xLMG3, 1xLMGI1,
6xRFLS5 (Dismounted from AIFV),
Nicarapuan Infantry (Sandanista) Squad (1979
on): 4/2; 15; 1xLMG20, 1xMPL1? or 20,
6xRFL1 (2 of 3).

Micarapuan National Guard (Samoza) Infantry
Squad: 3/2; 18; 9xRFLS5, 1 xSMG2; 2 <BPD.
Nigerian Airborne, Airmobile, Infantry, or Ma-
rine Squad: 3/2; 15; 1 =LMGI15, 1 xMPL19,
TxRFL11, 1x5MG10.

Nigerian Mechanized Infantry Squad: 3/2; 15,
1xLMG3, 1 xMPL20, 6xRFL11, 1 xSMG10 or
EFL1] (Dismounted from Saracen).

Morth Korean Motorized Rifle Squad (1970 on):
33 or 4/2; 15; 1 LMG20, 1 % MPL20, 5xRFL1
(Dismounted from any APC or IFV).

North Vietnomese or Vietnamese (after 1975)
Maotarized Rifle Squad: 3/3 or 4/2; 15, 1A;
1 xLMG20, 1 xMPLI1? or 20; 5*RFL1 (Dis-
mounted from any APC).

Pakistani Mechanized Infantry Squad: 3/2; 15,
1A; 1 =LMGIS, 1 MPLT or 17, 6 xRFLI (Dis-
mounted from M113).

Fhilippines Infantry Squad (1965-1972): 3/2;
15, 1A; 1 =xLMGI10, 9xRFL1S, 1 x5MG2.
South Korean Marine Squad (1967-1975): 3/2;
15, 1A; 1xGLR2, 1xLMGI11, 7xRFL14,
1 =SMG2. )

South Vietnamege Infantry Squad (=}
(1965-1966): 4/2; 15; 1 xLMGL0, 7xRFL1E.
South Vietnamese Infantry Squad (=)
(1966-1969): 3/2; 15, 1A; 1 xGLR2, 1 xLMG4,
1=LMG11, 5=RFL14, 1 x8MG2,



Sputh Vietnamese Mechanized Infantry Squad
(1967-1975): 3/2; 15, 1A; 1 =GLR2, 1 xLMGH4,
6xRFL10; 1xBPD (Dismounted from M113).
Soviet Motorized Rifle Squad: 3/2; 1C, 15, 1A;
2xLMG21, 1 =MPL20, 1=P5T4 or RFLI or
EMGI1, 4 = RFLI (Dismounted from BTRG0—1
of 3).

Swedish Infontry or Noorland Squad
(1965-1968): 4/2; 15, 1A; 1 X LMG3, 4 XRFL7,
2xRFLI1&, 1 =x5MG6 ar @ (1 of 3).

Swedish Mechanized Infantry Squad: 3/2; 15,
lA; 1 =xMPL5 or 6, 7=<RFL11; 2=xBPD (Dis
mounted from Phv302).

Swedish Heconnaissance Squad (1966 on): 5/2;
15, 1A; 5xRFL11; 1 xBPD (Dismounted from
Pbv302—1 of 3 squads).

Swiss Armored Infantry Squad: 3/2; 1S5, 1A;
1=LMGS, 1xMPLI0O or 12, 5xRFL20 (Dis-
mounted from M113).

Viet Cong Guerilla Squad (1965-1968): 3/2 or
42; 15; 1 *LMG20, 1 xPST1, 3, or 4, 3xRFL1,
3=RFLT or 21, 1 xSMG9 (set Vietnam).
Yugoslav Rifle Squad: 3/2; 15, 1A; 1 xLMG16,
1=MPL16, 8xRFL15.

GROUP 7: (163—187 points).

American Rifle Squad (=) (Inf, or Lt. Inf. Bn.,
1968-1973): 3/2; 18, 1A; 2xGLEZ, 1 XxLMGE,
TxRFLI0 or 14; 2 = BPFD (RFLI0 squads anly),
American Scout Squad (Inf. or Lt. Inf. Bn.,
1974-1984): 3/2; 15, 1A; 1%OLR3+RFLIO,
9% RFLI0; 2%<BPD.

Arpgentine Infantry Squad (1970 on): 3/2; 15;
1xLMG3, BxRFLS, 1 xSMG 2, 7, or 10.
Australian Infantry Squad (1967-1970): 3/2; 15,
1A: 1xXLMG4, SxEFLI0, 2xRFL18,
2 SMGE; | xSCP.

Biafran Infantry Squad (1967-1970): 4/2; 15;
1xLMGI0 or 15, 2xRFLS, 6xRFL18 (see
Migeria).

British Infantry Squad: 3/2; 15, 14A; 1 xLMG3,
1xMPL5 or 6, 8 xRFL18.

British Mechanized Infantry Squad (to 1983):
4/2; 18, 1A; 1xLMG3 or 15, 1=xMPLS,
5=RFLI1K, 1x<5MGI0 (Dismounted from any
APC or IFV).

British Paratrooper Squad (—): 4/2; 18, 2A;
1=LMG3, 1 xMPL5, 4 xRFLI&, 1 =5MGI10 or
EFLIE, 1 =5MGI10.

Canadian Mechanized Infantry Squad: 3/2; 15,
1A; 1xLMG3, 1 xLMGI11, 1=xMPLS or 6,
6= RFLI18 (Dismounted fram M113).

Chinese Paratrooper Squad: 4/2; 18, 1A
1 =LMG20, 1 xMPL19 or 20, 7xRFL1 or RFL
16.

Cuban Infantry Squad (1972 on): 3/3; 1S,
I =LMG2Z0or 21, 1 xMPL2D, 6 EFLI1 (2 of 3).
Czech Motorized Rifle Squad (1970 on): 4/2;
15, 1A; | *LMG4, 1 =MPL20, 6xRFL]1 (Dis-
mounted from BMPI—1 of 3).

Czech Motorized Rifle Squad (1970 on): 4/2;
1C, 15, 1A; 1 *LMG4, 1 xMPL20, 1 xP5T3 or
SMG11, 3xRFLI (Dismounted from BMP1—1
of 3.

Crech Motarized Rifle Squad (1970 on): 4/2;
1C, 18, 1A; 1xLMG4, 1 xMPL20, 4 <RFLI,
1=RFL8, 1=5MGI]l (Dismounted from
BMP1—1 of 3).

Dianish Motorized Infaniry Squad (1966-1978):
372; 18, 1A; 1 xLMG3, 1 xMPL7, §XRFLIS.
East German Panzergrenadier Squad: 3/2; 1C,
15, 1A; 1xLMG21, 1xMPL20, 1xP5T4 or
SMG11, 6 <RFLI, | *RFL19 (Dismounted from
BTRS30 or BTR152—1 of 3).

Egyptian Motorized Infaniry Squad (1969 on):
3/2; 15; 1xLMG20, 1xMPL20, 7xRFL1,
1 < APCHBTRS0P or BIRSOPR), 2(BTR152C or
BTRL152D), or 4(MI113AL).

Egyptian Paratrooper Squad (1969 on): 4/2; 15,
LA 1= LMG20 or 23, 1 xMPL20, T=RFL1.
El Salvadoran Infantry Squad (1982 on): 3/2;

18; 1xLMG4, BxRFLIO or 11, 1 X8MGT or
RFL10; 1 xBPD.

FDR or FMLN Guerilla Squad (1980 on): 3/2;
15; 1xXLMGS5, 7xRFLS, 2xX5MG7 (see El
Salvador).

FNLA, FNLC, FROLOZI, SAANC, SWAPD,
UNITA, ZANU, or ZAPU Guerilla Squad
(1976-1980): 4/2; 15; 1x<LMGI12, 20, or 23,
T®RFLI, 1 x5MG4 or 7 or RFLI1 (see Angola,
Rhodesia, and South Africa).

French Regular or Foreign Legion Paratroop-
er Squad (1970-1979); 4/2; 15, 2A; 1 XLMGI,
2xRFL13, 4xRFLIE, 1xSMG? or RFL1S,
2 EMGY.

FROLOZI, SAANC, ZANU, or ZAPL Guerilla
Squad (1965-1977): 3/3; 15; 9xRFL1 (see
Rhodesia).

Hungarian Motorized Rifle Squad: 4/2; 1C, 15,
1A; 1x=LMG20 or 21, 1=xMPLI19? or 20,
&6xRFL1, 1 xRFL3 (Dismounted from BTR50,
BTR132, or OT62—1 of 3).

Hungarian Motorized Rifle Squad (1972 on):
32; 1C, 18, 1A; 1xLMG4, 1xXMFL20,
5x=RFLI1, 1 xRFL3, 1 *RFL19 {dismounted from
BTRA0— 1 of 3).

Indian Mechanized Infantry Squad (1968 on):
4/2; 18, 1A; 1 xLMGLS, 1 xMPL7, 6 XRFL1&
(Dismounted from any APC or IFV).

Iranian Armored Infantry Squad: 3/2; 18, 1A;
1xLMGS, 8xRFL11 (Dismounted from any
APC or IFY).

Iranian Infantry Squad: 3/2; 15, 1A;
1 xLMG1S, 10xRFL11.
Iragi Motorized Rifle Squad: 3/2; 15;

1xLMG20, 1xMPLI1%? or 20, 7xRFLI,
1 %SMGL0, 1= APCIBTRS0P) or 2.

Iragi Special Forces Squad (1970 on): 4/2; 15,
1A; 1=xLMG20, 1=MPL20, 3xRFLI,
1%RFLR, 2x5MGI10 or RFL1 or 21.

Israell Infaniry Squad: 3/2; 15, 1A; 1 xLMG3,
&=RFLS5, 1xSMGT ar RFLI1 or RFLI7.
Israeli Mechanized Infantry Squad: 4/2; 15, 1A;
1=LMG11, 7=RFLS, 1=x58MG7 (Dismounted
from any APC).

Japanese Mechanized Infantry Squad: 3/2; 15,
1A: 1xLMG2 ar 7, 1 *MPL6 ar 7, 7%RFL22
(Dismaunted from SUG0).

Jordanian Infantry Squad: 3/2; 13,
1 xLMGI15, 9xRFLS; 1 xBPD.
Migerian Airborne, Airmobile, Infantry, or Ma-
rine Squad: 3/2; 15; 1=LMG3, 1xMPL19,
TxRFLI11, | x5MGI10.

Morth Korean Infantry Squad: 4/2;
1% LMG20, 1 xMPL19 or 20, T=RFLIL.
North Korean Motorized Rifle Squad: 3/2; 15;
1 xLMG20, 1xMFL19 or 20, 7TXEFLI,
1=xAPCI, 2, or 3.

Morth Vietnamese or Vietnamese (after 1975)
Infantry Squad: 4/2; 18, 1A: |xLMG20,
1xMPL19 or 20, 6xRFL1, 1 x3MG5 or RFLL.
Morth Vietnamese or Vietnamese (after 1975)

1A;

13;

Motorized Rifle Squad: 3/2; 15, lA;
I =LMG20, 1=MPLI? or 20, 7xRFLI,
1xAPCI or 3.

Pakistani Infantry Squad: 3/2; 15, 1A;

2xLMGI15, 1xMPLI1T or 18, TXRFLI1 or 18.
PLO Guerilla Squad: 4/2; 15; 1 xLMG20 or 23,
1 xMPLIS or 20, T=xRFL1 (see Jordan and
Lebanon}.

Polish Motorized Rifle Squad (1970 on): 4/2;
1C, 15, 1A; 1 xLMG4, 1 xMPL20, 3xRFLI,
2xRFL15, 1x5MGI11 (Dismounted from
BMP1—1 of 3).

Portuguese Infantry Squad: 3/2; 15, 1A;
1xLMGS or 13, 9xRFL11.

Portuguese Mechanized Infantry Squad: 3/2;
18, 1A; 1 xLMGS, 1 xMPL7, 6 xRFL11 (Dis-
mounted from V150).

Rhodesian Infantry Squad (1965-19800: 3/2; 15,
1A; 1 ®xLMG3, 8xRFLS5, 1 =8MG7 or 10,
Sonth African Infantry Squad (1965-1975): 3/2;
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18, 1A; 1=LMG3 or 15, 9xRFLS.

South Korean Infantry Squad (1967-1975); 3/2;
18, 1A; 1xGLR2, 1xLMG4, TxRFLI14,
1 = SMG2.

South Korean Mechanized Infantry Squad (=)
(1965-1969): 3/2; 15, 1A; 2xLMGI10,
1=RFL13, 6xRFLI18, 1 =xAPC4.

South Vietnamese Infantry Squad (1968-1975):
3/2: 15, 1A; 1 *GLR2, 1 xLMG4, TXRFLI10,
1 x5MG2 or RFL6.

Soviet Motlorized Rifle Squad (60s): 4/2; 15, 1A,
1=LMG20 ar 21, 1MPL19 or 20, TxRFL1
(Dizmounted from BTES) or BTR152—1 of 3).
Spunish Infantry Squad: 3/2; 15, 1A;
1=LMG5, 9xEFLI11.

Swedish Mechanized Infantry Squad: 3/2; 15,
1A; 1 =LMG3, | xMPLS or 6, 6 xRFL11 (Dis-
mounted from Phv302—2 of 3).

Taiwan Reserve Infantry Squad: 4/2; 15:
1 xLMG15 or 18, 10xRFL7, 1 x5MG2.
Turkish Infantry Squad: 4/2; 1S5, lA;
1xLMGI0 or 15, 8=<RFL1R, 1xSMG2 ar
RFL13.

Viet Cong Guerilla Squad (1965-75): 3/3; 15;
1 xLMG20, 1 xPST3 or 4, 4 xRFL1, 3 xRFL7Y
or RFL21 (see Vietnam).

West German Panzergrenadier Squad (1971
on): 4/2; 18, 1A; 1=XLMGS, 1xMPL1S or
RFL11, 5%RFL11 (Dismounted from Marder).

GROUP 8: (188—212 points).
American Rifle or Air Assault Rifle Squad
(1965-1974): 3/2; 15, 1A; | xGLR2, 1 xLMG4,
1 xLMGI11 or RFL10, 8 xEFL10 or 14; 1 xBPD
(RFL10 squads only).

American Rifle Squad (1974-1984): 3/2; 15, 1A;
2xGLR3+RFL10, 9xRFL10; 2xBPD.
ANC, FNLC or SWAPO Guerilla Squad (1975
on): 3/3; 18; 1xLMG12 or 20, TxRFL1 (see
Angola and South Africa).

Austrian Infantry or Mountain Squad (1979
on): &2; 15, 1A; 2xLMG9, 7xRFL4, | <xEFLS.
BEelgian Armored Infantry or Mechanized In-
fantry Squad (1980 on): 4/3; 15, 1A;
2xLMGI11, 6x<RFLS, 1 xSMGT (Dismounted
from M113).

Biafran Infantry Squad (1967-1970): 3/3; 15;
1=LMG10 or 15, 2xRFLS, 6xRFLIB (see
Migeria).

British Mechanized Infaniry Squad: 4/2; 15,
1A; 1 xLMG3, 1 *MPLS or 6, 6 XxRFLI18 (Dis-
mounted from Saracen).

Canadian Mechanized Infantry Squad: 4/2; 13,
1A: 1=xLMG3, 1=xLMGI1, 1xMPLS or &,
4% RFL1E, 1%SMG10 (Dismounted from M113).
Chinese Motorized Infantry Squad: 3/2; 18;
1=LMG4 or 20, 1 xMPL20, 8xRFL1 or 16,
1=APC3.

Chinese Motorized Infantry Squad: 3/3; 15;
1 =LMG4, 1=MPL20, 7=RFL] ar 16 (Dis-
maounted from K63).

Cuban Infantry Squad (1972 on): 4/2; 1C, 15;
1xLMG20 or 21, 1=xMPL20, 1XxXP3T4,
$xRFL1, 1 xRFL19 (1 of 3).

Danish Armored Infantry Squad: 3/2; 15, 14;
1xLMGS, 1xMFL5 or 6, 8xRFL11 (Dis-
mounted from M113).

East (zéerman or Homanian Marine Squad: 4/2;
15, 1A; 2=xILMG4, 1 xMPL20, 5xRFL1 (Dfis-
mounted from ETR&0—1 of 3).

East German Panzergrenadier or Marine
Squad: 4/2; 15, 1A; ZXLMG4, 1xMPL20,
4xRFL1, 1x5MGI1. (Dismounted from
BTR&0D—

1 of 3.

East German Paratrooper Squad (1975 on):
5/%: 185, 1A; 1xLMG20 or 21, 1xMPL20,
6xRFL].

Egyptian Airmobile Infantry Squad (1969 on):
33 18, 1A; 1*LMG20 or 23, 1xMPL20,
T=RFL1.



Egyptian or Syrian Motorized Rifle Squad
(1969 on): 3/2; 15; 1=LMG20, 1xMPL20,
TxRFLI, 1 = IFVG(BETRGOPK).

Finnish Jaeger Squad: 4/2; 15, 1A; 1 <LMG14,
| xMPLY or SMGO or 9, 7=xRFLI1S, | x5MG6
or 9.

Finnish Mechanized Infantry Squad (1966 on):
4/3; 15, 1A; 1 xLMGI14, 1 xMPL9 or SMG6 or
9, 3xRFL15, 3 =5MG6 or 9 (Dismounted from
BTRS0 or BTR60).

French Regular or Foreign Legion Paratrooper
Squad (1965-1979): 4/2; 15, 24; 1xLMG2,
1xMPL7 or MPL21, 5xRFL18, 3x5MGY.
(rreek Mechanized Infantry Squad: 4/2; 15, 14A;
2HLMGIS, 6xRFLS, 1 xSMG2 or RFL 13 (Dis-
mounted from AM = 10P or M113).
Hungarian Motorized Rifle Squad: 3/2; I1C, 1S,
1A; 1XLMG4, 1xMPL19 ar 20, 1xPST4,
6xRFL1, 1 xRFL3, 1 xIFV&(BTRG0PK) (1 of
3.

Indian Mechanized Infantry Squad (1968 on):
3/2; 18, 14; 1 xLMG3, 1 <MPL7, 6 xRFLIR,
1xSMG10, 1 <APCI or 2.

Indian Mountain Squad: 4/2; 15, 1A;
1 xLMGLS, | xMPL7 or RFLE, 8xRFL13.
Iragi Special Forces Squad: 3/3; 15, 1A;
1xLMG20, 1xMPL20 or RFLI, 4%RFLI,
1 <RFL3, 1x5MG4 or 10 or RFL1.

Iranian Infantry Squad (+): 3/2; 1C, 15, 1A;
1%LMG15, I0<RFLI, 1x5MG2, 4, or 7.
Iranian Infantry Squad (+): 3/2; 1C, 15, 14;
I=xLMGLS, I0xRFLLL, 1 x5MG2, 4, or 7.
Israeli Mechanized Infantry Squad (1973 on):
4/2; 18, 1A; 1xLMGI11, 1xRFL1 or 17,
T=RFLS (Dismounted from M113).

Italian Mechanized Infantry Squad: 3/2; 15,
1A; 1xLMGS, 1 xLMG11, 1 xMPL7, 5 xRFLS,
2xEMGI0 (Dsmounted from M113).

Libyon Motorized Rifle Squad (1973 on): 3/2;
15; 1xLMG20 or 21, 1xMPL20, 8xRFLI,
1=APCI or 4 {1 of 3).

Metherlands Armored Infantry Squad: 3/2; 1S,
1A; 2xLMG3, 1 xMPLS or 6, 6 xRFLS (Dis-
mounted from AM x-¥VCI or M113).

Migerian Airborne, Airmobile, Infantry, or
Marine Squad: 4/2; 15; 1 xLMG15, 1 xMPL19,
TxRFLI11, 1 xSMG10.

Morth Vietnomese or Vietnamese (after 1975)
Infantry Squad: 3/3; 15, 1A; 1xLMG20,
1 xMPLI9 or 20, 7xRFLI1.

Norwegian Infantry Sgquad: 3/2; 15, 1A;
1 ¥ LMGS, | xMPLS or 6, 7=<RFL11, 1 xSMG2
or b,

Pakistani Infantry Squad: 3/2; 1S5, 1A
2xLMGL5, 1 xMPL7, 17, or 18, 7xRFLI11.
PLO Guerilla Squad: 3/3; 15; 1 x LMG20 or 23,
1 xMPL19 or 20 or RFL1, 7 xRFL1 (see Jordan
and Lebanon).

Polish Marine Squad: 5/2; 15, 1A; 1 xLMG4,
1xMPLI9 or 20, 4 xRFLI1, 2xRFLI15 (Dis-
mounted from BTRG0).

Saudi Infaniry Squad: 3/2; 15; 1 =<LMG3,
9xRFL11, RFLI12.

Soudi Mechanized Infantry Squad: 4/2; 15;
1% LMG3, 6xRFL11, 2xRFLI12 (Dismounted
from M113).

South African Mechanized Infantry Sguad
(1965-1975): 4/2; 15, 1A; 1 <LMG15, $xRFL3
(Dismounted from IFV11).

South Vietnamese Infantry Squad ()
(1970-1975): 4/2; 15, 1A; 1 *GLR2, 1 xLMG4,
6xRFL10; 2xBPD.

Soviet Airborne Squad (1978 onk: 4/3 or 6/2;
15, 1A; 1 LMG22, 1 xMPL20, 4 < RFL2 (Dis-
mounted from BMDI1=2 of 3).

Soviet Motorized Rifle Squad: 4/2; 15, 14A;
2xLMG4, 1 xMPL20, 5xRFL] (Dismounted
from AMP1 or BMP2Z—1 of 3).

Spanish Poaratrooper Sguad: 4/2; 15, 1A;
1 xLMG15, 7%RFLI1, 2%SMG8 ar 10.

Swedish Infantry, MNoorland Infantry, or
Motorized Infantry Squad (1968 on): 3/3; 15,
1A; B%RFL11; 2xBPD (2 of 3).

Swiss Fusilier, Border or Fortress Infantry
Squad: 3/2; 18, 1A; 1 xLMGS, 1 xMPL10 or
12, 8xRFL20.

Taiwan Infantry or Light Infantry Squad (ate
60s): 3/2; 15; 1 =GLR2, 1 xLMG4, 1 xLMG11,
3xRFL14.

Turkish Mechanized Infantry Squad: 3/2; 18,
la; 1xLMGS, 1x<MPL7, BXRFL11 (Dis-
mounted from M113 or V150),

West German Panzergrenadier Squad (1971
on): 373; 15, 1A; 1xLMGS, 1xMPL15 or
RFL11, 5= RFL11 (Dismounted from Marder),

GROUP 9: (213—237 points).
American Air Cavalry Rifle Squad (1974-1980):
3/2; 18, 1A; 2xGLR3I+RFLIO, 1=xLMG4,
1 xMPL13, 6<RFL10; 2xBPD.

American Mechanized Rifle Squad (1965-1974):
4/2; 15, 1A; 2xGLR2, 1 xLMG4, 1 xLMGI11
or RFL10, 5=<RFL10 or 14; 1xBPD (RFLI1O
squads only) (Dismounted from MI113).
American Rifle Squad (Experimental, 1984 on):
3/2; 18, 1A; 2% GLR3+RFL10, 2xLMGI17,
T=RFLIO.

Bulgarian Motorized Rifle Squad (1970 on):
32, 1C, 18, 1A; 1xLMG4, 1xMPL20,
1%P5T4, 5xRFL1, 1xRFL19, 1xSMGII,
1 =xAPCI or 2.

Chinese Mountain Squad: 3/3; 13, 1A;
1 =LMG20, | xMPL19, 6 xRFLI1, 1 xRFLS.
Czech Paratrooper Squad (1965-1975): 4/3; 15,
1A; 1 xLMG23, 1 =MPL14, 19, or 20, 5 2RFL1,
1x5MG11 or RFL1 (2 of 3).

Czech Paratrooper Squad (1975 on): 4/3; 1C,
15, 1A; 1xLMG21, 1=MPL20, 5=<RFLI,
1 x5MG11 (1 of 3).

East German Commando Squad (1979 on): 4/3;
1C, 15, 14A; 1xLMG20 or 21, 1xMPL20,
1 xP5T4, SxRFLI (1l of 3).

El Salvadoran Infantry Squad (1981 on): 4/2;
13; 1 xLMG4, 8xHFLI0 or 11, 1 x5MGT7 or
RFL10; 1=BPD.

FDR or FMLN Guerilla Squad (1980 an): 4/2;
15; 1=xLMG5, T=RFLS5, 2x8MG7 (see El
Salvador).

FNLA, FROLOZI, MPLA, SAANC, UNITA,
ZANU, or ZAPU Guerilla Squad: 3/3; 15;
1 xLMG12, 1 xMPL20, 8xRFLI (scc Angola
and Rhodesia),

French Infantry or Mechanized Infaniry Squad
(1971 on): 4/2; 18, 1A; 1 LMG2Z, | <MFL21,
TxRFLI18, 1x5MG9 or RFLI18 (Dismounted
from AM = 10P or VAR).

Hungarian Maotorized Rifle Squad (1973 on):
42, 1C, 18, 1A, 1xLMG21, 1xMPL20,
a6xRFL1, 1 xRFL3, 1 xRFLE {Dismaunted from
BTRS50, BTRI152, or OT62—1 of 3).

Israeli Commando Squad (1971 on): 6/3; 1C,
1A; 1xLMGE, 1 xRFLI1, 4, or 17, 1 *xRFL4,
3 xRFLI17.

Israeli Mechanized Infantry Sguad: 5/2; 15, 1A;
1<LMG11, 7T=xRFLS, 1 x5MG7 or RFL17 (Dis-
mounted from any APC or IFY).

Italian Lapunari Squad: 4/2; 15, 1A;
2HLMGL1, 6xRFLY, 2x5MG10,

Jordanian Infantry Squad (1965-1975): 4/2; 15,
1A; 1®LMG1S, 9xRFLS; 1xBPD.
Jordanian Mechanized Infaniry Squad: 4/2; 18,
1A; 1 xLMG3, BxRFLS, 10, or 11; 1 xBPD
{Dismounted from MI113 or Saracen).
Jordanian Mechanized Infantry Squad: 3/2; 15,
1A; 1xLMG3, 9xRBFL5, 10, or 11,
1 < APC4(MI113A1Y); 1 xBPD.

Netherlands Muarine Squad: 4/2; 15, 1A;
1 LMG3, 1 <LMGI1, TxRFLS5.

Morth Korcan Motorized Rifle Squad (mid T0s
an); 4/3; 18; 1 =LMG21, | <MPL20, 5=RFLI
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(Dismounted from any APC or IFV).

North Vietnamese or Vietnamese (after 1975)
Motorized Rifle Squad: 4/2; 15, 1A;
| xLMG20, 1 xMPL1D, TxRFLI1,
1% APC1(BTR50P) or 3.

Morwegian Mechanized Infantry Squad: 4/2;
15, 14; 1 xLMGS, 1 «MPL5 or 6, 6xRFL11
(Dismounted from M113).

Polish Commandoe Squad (1979 on): 4/3; 15,
1A; 1=LMG21, 1=MPL20, 4=xRFL1,
1 % RFL15.

Polish Paratrooper Squad: 4/3; 1C, 15, 1A;
1xLMG20 or 21, 1=xMPL20, 3xRFLI,
2xRFLI5, 1 XSMG11 (1 of 3).

Portuguese Infantry Squad: 4/2; 15, 1A,
1xLMGI3, 9=RFL5 or RFL11.

Rhaodesian Infantry Squad (1965-1980): 4/2; 15,
1A; 1 =LMG3, 8xRFLS, 1 xSMGT or 10,
South Korean Infantry Squad (1965-1969): 5/2;
15, 1A; 1=GLR2, 1xLMGI0, TxRFLI1E,
1x5MG2.

South Korean Mechanized Infantry Squad
(1975 on): 4/2; 18, lA; 1=GLRZ or
GLR3+RFL10, 9xRFL10; 2xBPD (Dis-
mounted from M113).

South Vietnamese Infantry Squad (1968-1970):
42; 15, 1A; 1 xGLR2, 1 xLMG4, 1xRFL6 ar
RFL10, 7=RFLI10.

South Vietnamese Mechanized Infantry Squad
(=) (1967-1975): 3/2; 15, 1A; 1xGLR2,
1xLMG4, THRFLIO, | = APC4MIIZAL,
South Vietnamesze Ranger Squad (=): 4/2; 15,
1A; 2w GLR2, 1= LMG4, 6 <RFLIO; 2 =EPFD,
Soviet Alrborne Squad (1978 on): 4/3; 15, 14A;
1xLMG21, 1 xMPL20, 4 xRFL2 (Dismounted
from BMD1—2 of 3).

Soviet Motorized Rifle Squad: 4/2; 1C, 15, 1A;
2xIMG4, 1xMPL20, 1xPST4 or SMGILI,
3=RFL1, 1 xRFLI1% (Dismounted from BMP1 or
BMF2).

Soviet Paratrooper Squad (1965-1968): 4/3; 15,
1A; 1 xLMG20, 1 xMPL20, 6 xRFLI.
Spanish Mechanized Infantry Squad: 4/2; 15,
1A; 1=LMGS, 8=RFL11 (Dismounted from
M113).

Spanish Mechanized Infantry Squad: 3/2; 18,
1A; 1 XLMGS, 9xREFL11, 1 < APC4MI13AL).
Swedish Infantry, Noorland Infaniry, or
Motorized Infontry Squad (1968 on): 3/3; 15,
1A; 1 <LMG3, 7xRFLI11 (1 of 3).

Taiwan Airhorne Squad (1975 on): 4/2; 15, 1A;
1 xGLR2, 10xRFL10; 2 xBPD.

West German Jaeger Squad (1982 on): 4/2: 15,
1A; 1=LMGS, 1xMPL6, 6xRFLI11 (Dis-
mounted from M113)

GROUP 10: (238—262 points).
American Air Assault Rifle Squad (1974-1980):
4/2; 18, 1A; 2xGLR3+RFL10, 9xRFLIO;
2 % BPD.

American Air Assault Rifle Squad (1980 on):
32; 15, 1A; 2xGLRI+RFL10, 2xLMG4,
T=RFL10; 7=BPD.

Argentine Motorized Infantry Squad: 3/3; 15;
1% LMGL1, 92 RFLS (Dismounted from M113).
Australian Infantry Squad (1966-19%69); 5/2; 15,
1A: 1 =GLRZ, 1 xLMG4, 1 xRFL6, 2=RFLLO,
dxRFL1E, 1 x5MGE; 1 xBPD.

Austrian Infantry or Mountain Squad: 5/2; 15,
1A; 1=xLMGI11, 8xRFLS or 11, 1xSMGI10
or 12.

Austrian Panzergrenadier Squad: 3/2; 15, 1A;
1xLMGS, 9xREFL4 or 11, 1 xAPCS.

Belglan Armored Infaniry Squad (1982 on):
1 18, 1A 2xLMG11, 8x<RFLS, 1 XIFVYI1.
Biritish Infantry Squad (=): 4/3 or 0/2; 18, 1A;
1xLMGIS, 1 =MPLS, 5 =EFLI1S, 1 x5SMG10 or
EFL14.

Chinese Motorized Infantry Squad (1975 on):
472; 15; 1xLMG4, 1xMPL20, BxRFLI16&,
1 X APC3,



Cuban Infantry Squad (1978 on): 4/3 or 6/2;
15, 1A; 1 xLMG21, 1 =MPL20, 6 X RFLI (2 of
3).

Cuban Motorized Rifle Squad (1975 on): 3/2;
1C, 18; 1=LMG4, 1xMPL20, 1:xPST4,
TxRFLI, 1 xIFVS5(BMPIL) (1 of 3).

Czech Motorized Rifle Squad (1975 on): 3/2;
IC, 15, 1A; 1 xLMG4, 1xMPL20, 1 xPST3 ar
SMGL1, 6 xRFLI, | xRFL19, | x APCE (1 of 3).
Czech Paratrooper Squad (1975 on): 4/3; 15,
1A; 1 xLMG21, 1 x MPL2(, 6 xRFL1 (2 of 3).
Danish Motorized Infantry Squad (1966 on):
4/2. 15, 1A; 1=xLMG3, 1=xMPL5 or 6,
T=RFL3, 1=SMGG, 9, or 10.

FEgyptian Commando Squad (1969 on): 4/3 or
6/2; 15,1A; 1 =LMG20, 1| =MPL20, TxRFLI.
Finnish Mechanized Infantry Sguad (1966 on):
4/2: 18, 1A; 1<LMGI14, 1xMPLS or
SMG6 or 9, S5xRFLI15, 3x5MG6 or 9,
1 < IFVA(RTREOPK).

French Marine Squad (1970 on): 4/2; 15, 1A;
1®LMG2, 2<MPL21, 7xRFLI1S.

French Paratrooper Squad (1980 on): 4/2; 158,
2A; 1xLMG2, 1xMPL21, 8xRFL4.

Greek Infantry or Paratrooper Squad: 4/2; 18,
1A; 2% LMGID, 9xRFLS,

Hungarian Commando Squad (1979 on): 4/3 or
6/2; 15, 1A; 1 xLMG21, 1 xMPL20, 6 xRFL1
(2 of 3).

Hungarian Commando Squad (1979 an): 4/3 or
62, 12, 18, 1A; 1xLMG21, 1xMPL20,
£xRFL1, 1xRFLI or 3 (1 of 3).

Indian Mechanized Infantry Squad: 4/2; 18,
1A; 1xLMG3, 1xMPL7, 5xRFLIS,
2xEMGID, 1<APC or 2.

Iranian Armored Infantry Squad: 3/3; 15, 14;
I % L.MG5, 7T=RFL11, 1 xRFL13 (Dismounted
from any APC).

Iranian Armored Infantry Squad: 3/72; 15, 1A;
1%LMGS, 10%RFL11, 1xAPCI, 2, or
HMLI3AL).

Iraqi Special Forces Squad: 4/3 or 672, 15, 1A;
1 xLMG20, 1xMPL20, 4xRFL1, 1xXRFLS,
1 x8MG 4 or 10,

Israeli Paratrooper Squad (1965-1974): 6/3; 15,
LA; IxLMGLL, 22RFLS, 2 X8MGT7, | xSMG7
or RFL1; 1 =5CP.

Japanese Infantry Squad: 4/2; 15, lA;
1xLMG2 or 7, 1 *MPL7, B RFL2ZZ.
Metherlands Armored Infontry Squad (1965-
1981): 3/2; 18, 1A; 1=xLMG3, 1 =xLMGII,
OxHRFLS, 1% APCHMI13A1).

Morth Vietnamese or Vietnamese (after 1975)
Infantry Squad: 4/2; 15, 1A; 1=LMG20,
1xMPL20, 7=RFL1, 1 <xIFV&BTRGOPK).
Morwegian Mechanized Infantry Squad: 3/2;
15, 1A; 1 xLMGS, 1 xMPL5 ar 6, 8xRFLI11,
1% APC4(M113A1).

Pakistani Mechanized Infantry Squad: 3/2; 15,
IA; 2% LMGI15, 1 xMPL7, 17, or 18, 7% RFLII,
1 = APC4MI13A1).

Philippine Infantry Squad (1972 on): 4/2; 15:
1xGLR2, 1 xLMG4, 9xRFL1D; 1 <BPD.
Polish Marine Squad: 5/2; 1C, 15, 14;
1xLMG4, 1xMPL20D, 3xRFL1, 2xRFLI1S,
1 =RFLE or 19 (Dismounted from BTRG60—1
of 3).

Polish Motorized Rifle Squad (1970 on): 3/2;
1C, 15, 1A; 1 =LMG4, 1 xMPL20, 1 xPSTH,
3xRFL1, 2xRFL15, 1xRFL19, 1=5MGII,
1 <IFVS(BMP1} (1 of 3).

Portuguese Infantry Squad: 4/2; 15, 1A;
1xLMGS, 9=RFL11.

Saudi Mechanized Infantry Squad: 3/2; 15;
1 xLMG4, ExXRFLIL1, 2%RFLI1Z, 1=IFVI2
(with weapon 42}.

South African Mechanized Infantry (1965-
1975): 5/2; 18, 1A; 1 LM315, 8 xRFLS (Dis-
mounted from Saracen).

South Vietnamese Paratrooper Sguad (=)
(1971-1975): 572; 15, 1A; 1 =xGLRZ, 1 xLMGs,

6xRFL10; 2 xBPD.

Soviet Airborne Squad (1973-19800: 5/3; 15,
1A; 1xLMG21, 1xMPL20, 4xRFLI
(Dismounted from BMD—2 of 3).

Soviet Airborne Squad (1978 an): 3/3; 1C, 15,
1A; 1 xLMG21, 1 xMPL20 or RFL2, 1 xP5T4,
3% RFL2 (Dismounted from BMD1—1 of 3).
Soviet Grenade Launcher Squad (1976 on): 3/3;
15; 2=xGLRI1, 3xRFL1 (Dismounted from
BTRS0 or BTR152).

Swedish Motorized Anti-Tank Squad (1976 on):
3/3; 18, 1A; 2xMPLs, 6 xRFL11, 2xBFD.
Swiss Mountain Squad: 4/2; 15, 14A; 1 xLMGS,
1xMPLID or 12, 8xRFL20.

Taiwan Armored, Armored Cavalry, or
Mechanized Infantry Squad: 3/2; 15, 14A;
1xGLR3+RFL10, 1xLMG4, BxRFLI10,
1 APCA(MI13A1).

West German Mountain or Jaeger Squad: 4/2;
18, 1A; 1 xLMGS, 1 xMPLS or &, TxRFL11.
Yugoslav Mechanized Infantry Squad: 4/2; 15,
1A; | xLMGI6, 9xRFL1S, 1 <APCI ar 2.

GROUP 11: (263—287 points).
American Air Assault Scout Squad (1980 on):
4/2; 18, 1A; 3=GLR3+RFL10, 7=RFL10;
7 xBPD.

American Light Infantry Rifle Squad (1965-
1974): 3/3; 15, 1A; 2xGLR2, 1xLMG4,
1 LMG11 or RFLIO, 6 RFLI0O or 14; 1 XBFD
(RFL10 squads only).

American Marine Rifle Squad (Experimental,
1984 om): 3/2; 15, 3A; 3IxGLRI4+RFLIO,
I®LMGLT, T=RFLIO,

American Paratrooper Squad (1974-1984): 3/3;
15, 2A; 2xGLR3 +RFL10, 8 xRFL10; 2 = BPD.
Argentine Marine Sguad: 3/3; 18, 1A;
1 =LMG3, 9=xRFLS; 1 xSCP.

Australian Infantry Squad: 473 or 6/2; 15, 1A;
1%LMG4, 8xRFL18, | =5MGS.

Ausirian Commando Squad (1978 on): 4/3 or
6/2; 18, 2A; 2xLMG9, IxMPL3 or 6,
3xRFL4, 2xRFLA.

British Marine Commando Squad: 4/3 or 6/2;
15, 2A; 1 =LMG3, T=RFLI1S, 2=3MGI10,
Bulgarian Motorized Rifle Squad: 4/2; 1C, 15,
1A; 1xLMG20 or 21, 1xMPL19 or 20,
2xP5T4, 6xRFL1, 1 xAPC6 (1 of 3).
Cuban Motorized Rifle Sguad (1973 on): 4/2;
1€, 15; 1xLMG21, 1xMPL20, 2xPST4,
6xRFL1, 1 xRFL19, 1 xAPCL{BTRS0P) or 2 (1
of 3).

Danish Armored Infantry Squad: 3/2; 15, 1A;
1=xLMGS, 1xMPL5 or 6, 10xRFLI11,
I < APC4{MI13A1).

East German Panzergrenadier Squad (1970
on): 3/2; IC, 18, 1A; 2xLMG4, 1 xMPL20,
1xPAT4, 4=RFLI, 1 =RFLI19, 1 =8MGILI or
P5T4, 1 XxIFVS(BMP1) (1 of 3).

Finnish Infantry Squad (1966 on): 4/3 or 6/2;
15, 1A; 1 xLMGI4, 1=xMPLY or SMGH or 9,
T=RFL15, 1 x5MG6 or 9.

French Mechanized Infantry Squad (1971 on):
A8, 1A; 1 =LMG2, 1 = MPL21, 9xRFLIS,
1 x5MGY or RFL18, 1 x1FV2.

reek Armored Infantry Squad (1975 on): 372
13, 1A; 2xLMGIS, 8xRFLS, 1x8MG2 or
RFL13, 1 xIFV2,

Greek Marine Squad: 4/3 or 6/2; 15, 1A;
1 xLMG15, 7=<RFLS.

Iragi Motorized Rifle Squad: 4/2; 15;
1 xLMG20, 1 xMPL20, 7xRFLI1, 1 xSMGI10,
1 xIFYa(BTR&0FB).

Iranian Paratrooper Squad: 3/3; 15, 1A,
1xGLR3+RFLI11, 1x%LMGI5, BxRFLI1I1,
1 =RFL13.

Israeli Mechanized Infantry Squad (1972 on):
4/2; 18, 1A; 1 xLMGIL1, 8=<RFL3, | xSMG7 or
RFL1 aor 17, 1 x APCI(RTRS0PK), 2(RTR152D),
or 4(MI113Al=including modifications).
Maorth Vietnamese or Vietnamese (after 1975)

19

Infantry Squad (+): 4/3 or /2, 1C, 15, 1A;
1 =LMG20, 1 *xMPL20, 1xP5T4, 7<RFLI1.
Philippine Marine Squad (1975 on): 4/2; 15, 1A;
1xGLR3+RFLI0, 1=xLMG4, 9xRFLIO0;
1 xBPLD.

Romanian Motorized Rifle Squad (1970
on): 42 1C, 15, TA; 1 xLMG21, 1 =MPL20,
1xP5T4, 6xRFL1, 1x3MGI11, 1xIFV6
(BTRGOPR) (1 of 3).

Saudi Paratrooper Squad: 3/3; 15, 1A;
I=LMG4, 8=xRFL11, 2xRFL12.

South African Motorized Infantry Squad (1965-
1975): 5/2; 15, 1A; 1 xLMGI15, 9xRFLS.
Soviet Marine Squad (60s): 5/2; IC, 15, 1A;
2% LMG4, 1xMPL19 or 20, 1 xPST4, 4 xRFLI,
1 =RFLS (Dismounted from BTRG0).

Syrian Motorized Rifle Squad (1972 on):
4/2; 15; 1xLMG20, 1xMPL20, 7xRFLI,
1 = IFVA(BTRGOPR).

Turkish Mechanized Infantry Squad (1975 on):
3/2; 18, 1A; 1 xLMGS, 1 xMPL7, 10%RFLI11,
1 =APCAMIL3AL).

Yuposlav Mountain Squad (1971 on): 5/2; 15,
1A; I1xXLMGl6, 1xMPLI6, 7TxRFLI6,
1 =RFL19.

GROUP 12: (288—312 points).
American Armored Cavalry Rifle Squad
(1974-198300: 372; 15, 1A; 2xGLR3+RFL10,
I =LMG4, 1xMPL13, 7XRFLI0, | ®APC4;
2xBPD.

American Marine Rifle Squad (1965-1974
Standard:): 4/2; 15, 34 IXGLR2, 3xLMGI1,
7% RFL14,

American Marine Rifle Squad (1965-1974;
Vietnam): 4/2; 15, 34; 3xGLR2, 1xLMG4,
9xRFL10; 2=EPD.

American Marine Rifle Squad (Experimental,
1984 on): 4/2; 18, 2A; 2xGLR3I4+RFLLO,
2%LMG17, TxRFLI10.

American Mechanized Rifle Squad (Experi-
mental, 1984 on): 3/2; 15, 1A;
2®GLR3I+RFLID, 2xLMGI17, 5xRFL10,
1 xIFV9({no weapon 42),

American Paratrooper Squad (Experimental,
1984 om): 3/3; 15, 2A; 2xGLR3I+RFLI1Q,
2xLMG17, 6 xRFL10.

American Ranger Squad (1974 on): 3/3; 15, 2A;
2xGLR2+RFL10, 9xRFLI10; 2 xBPD.
British Mechanized Infantry Squad: 4/2; 15,
1A; 1x%LMG3, 1xMPLS or &, 8xRFLIR,
1 =APCLI.

Bulgarian Commando Squad (1979 on): 5/3; 15,
1A; 1 xLMG20 or 21, 1 xMPL20, 6 xRFL1 (2
of 3).

Canadian Mechanized Infantry Squad: 4/2; 15,
1A; 1xXLMG3, 1xLMGI1, 1xMPLS or 6,
6=RFLIS, 1 xSMGI0, | x APC4,

Cuban Motorized Rifle Squad (1973 on): 3/3;
1C, 18; 1xLMG21, 1xMPL20, 8xRFLI1,
1xAPC1 or 2 (1 of 3).

East German Marine or Panzergrenadier
Squad (1967 on): 4/2; 15, 1A; 2xLMGS,
1=MPL20, 1 =P5T4, 6xRFLI1,
1 < IFV&(BTRGOPK) (1 of 3).

French Alpine Squad (1965-1980): 4/2 or 6/2;
15, 1A; 1 xLMG2, 9xRFLIS,

French Regular or Foreign Legion Paratrooper
Squad (1970 on): 4/3 or 6/2; 18, 2A; | xLMG2,
1xMPL21, S5xRFLI&, 3=x5MG9,

Italian Bersagliari or Motorized Infantry
Squad: 4/2; 15, 1A; 1xLMGS, 1xLMGII,
1xMPL7, 7TxRFLS, 1=5MGI10,

Italian Paratrooper Squad: 4/3 or 6/2; 15, 1A;
2xLMG11, SxRFLY, 3x5MGSE.

Japanese Paratronper Squad: 5/2; 15, 24;
1 xLMG2 or 7, 1 xMPL7, BxRFL22.

North Korean Motorized Rifle Squad (1980 on):
33, 18; 1x=LMG21, 1xMPL20, TxRFL1,
1 <IFVG(BETRG0PE).

South African Motorized Infantry Squad (1975




on): 5/2; 15, 1A; 2xLMG135, 8xRFLA or 5.
South African Paratrooper Squad: 5/2; 18, 2A;
1xLMGI15, 10xRFL4 or 5,

South Korcan Mechanized Infantry Squad
(1975 om): 4/2; 15, 1A; 1xGLRZ or
GLR3+RFLI0, 10xRFL10, | xAPC4.

Soviet Commando (Rejdoviki) Squad (1978 on):
53; 1C, 18, 1A; 1xLMG22, 1xMPL20,
5%RFL2, 1 XSMGIL1 ( 1 of 3).

Soviet Commando (Rejdoviki) Squad (1978 on):
5i3; 15,1A; 1 xLMG22, 1 xMPL20, 6 xRFL2 (2
of 3).

Soviet Marine Squad (1967 on): 572; 1C, 15,
1A; 2 LMGS, 1xMPL20, 1 xPST4 or 5MG11,
?}RIH_.I, 1 x RFL1% (Dismounted from BTR&0—
Soviet Special Forces (Vysotniki) Squad (1975
on): 5/2; 1C, 18, 2A; 2xLMG21, 9xRFLI.
Soviet Special Forces (Vysotniki) Squad (19580
om): 572; 1C, 18, 2A; 2xLMG22, 9xRFL2Z.
Swiss Armored Infantry Squad (1976 an): 4/2;
18, 1lA; 1xLMGS, 1xMPL12, TxRFL2X0,
1 X APC4M113).

West German Airborne Squad: 4/3 or 6/2; 15,
2A; 1 xLMGS, 1 =xMPL15or RFLIIL, 6 xEFLI11.
| West German Panzergrenadier Squad (1950
om): 3/2; 18, 1A; 1xLMGS5, 9xRFLI1,
1 =IFV10.

GROUP 13: (313—337 points).
American Armor Killer Sguad (late 70s on):
3/3; 18, 1A; 2xGLR3+RFL10, 2=MPLE,
6 =RFLI10; 2xBPD.

American Mechanized Scout Squad (1974 on):
4/2: 18, 1A; 2xGLR3I+RFL10, 1xLMG4,
6= RFL10, 1 xTDRS; 1 xBPD.

Australian Mechanized Infantry Squad: 5/2;
18, 1A; 1xLMG4, 8=RFL18, 1x=SMGS,
1% APCA(MII3AL).

British Paratrooper Squad (—): 5/3; 15, 2A]
I =LMG3, |xMPL4 or 5, 4xRFLI8,
2 xSMGI10.

Canadian Mechanized Infantry Squad (Conada
hased—197% on): 4/2; 15, 1A; 1 xLMG3,
1 LMGI1, 1 xMPLS5, 6 x RFL1E, 1 xSMG10 or
RFLI&, 1 =IFVS.

Greek Mechanized Infantry Squad: 4/2; 15, 1A,
2xLMGLS, 9RFLS, | x APC4(MI113AL).
Ttalian Alpini Squad: 4/3; 15, 1A; 2xLMG11,
6 xRFLY, 2 x5MG10.

Japanese Mechanized Infantry Squad: 4/2; 15,
1A: 1xLMG7, 1xMPL7, E=xRFL2Z,
1xAPCI0.

Portuguese Mechanized Infantry Squad: 4/2;
15, 1A; 1xLMGS5, 1xMPL7, §xRFL11,
1 % IFV12(without weapon 42),

Sputh African Mechanized Infantry Squad
(1976 om)z 4/2; 18, 1A; 2% LMG15, 8 xHFL4 or
5, IxIFVI11.

South African Mechanized Infaniry Squad
(1976 on): 5/2; 15, 1A; 2:2LMG3, 7=RFLA or
5 (Dismounted from Saracen).

Soviet Airborne Squad (1973-1980): 4/2; 1C, 1S,
1A; 1 xLMG21, 1 X MPL20, 2 X P5T4, 3 X RFLZ,
L xPST4, 1 xIFV4 (1 of 3).

Soviet Grenade Launcher Squad (1976 on): 4/3
or 6/2; 15; 2xGLER1, 3 <EFL1 (Dismounted
from BTR50 or BTR152).

Soviet Marine or Motorized Rifle Sgquad
(1965-1968): 4/2; 1C, 15, 1A; 2xLMG4,
1 xMPL19 or 20, 1 xPST4, 5xRFL1, 1 xRFLS,
1 x5MG11 or PST4, 1| xIFV&{BTR&OPK).
Soviet Motorized Rifle Squad (1979 on): 4/2;
1C, 18, 1A; 2xLMG4, | xMPLI0, 1 xPST4,
6xRFLI1, 1 xIFV&(BTRTO) {1 of 3).

Soviet Motorized Rifle Sguad (1980 on): 4/2;
15, 1A; 2xLMG4, 1xMPL20, 1xP5T4,
6xRFL1, 1 xIFV5(BMF2) (1 of 3).

Swedish Armored Infantry Squad (1976 on):
3/3; 18, 1A; 1 =MPL6, 7<RFL11, 1 xAPCE;

2xBPD (1 of 7).
Turkish Paratrooper Squad: 4/3; 15, 2A;
9xRFL11, | x8MG2; 2=BPD, 1=SCF.

GROUP 14: (313-337 points).

American Green Beret (A Team) Squad (1974
on): 5/2; 1C, 15, 2A; 3xGLR3+RFLI10,
8§ xRFL10; 3=BPD.

American Marine Rifle Squad (1973-1984): 3/3;
15, 3A; 3xXGLR3I+RFL10, 10xRFL10;
ixBFD.

American Mechanized Rifle Squad (-—)
(1965-1974): 3/3; 18, 1A; 2 GLR2, 1 xLMGH4,
1xLMG11 or RFLI10, 6xRFLI10 or 14,
1< APC4; 1 xBPD (RFL10 squads only).
American Mechanized Rifle Squad (1974 on):
4/2; 18, 1A; 2HGLRI+RFLID, 1x<LMG4,
ExHFL10, 1 xAPC4; 2xBPD.

British Paratrooper Squad (1983 on): 5/3; 18,
2A; 1xLMG3, 1xMPL6, 4xREFLIE,
2R EMGL0.

Canadlan Airborne Commando Squad: 4/3 or
6/2; 15, 3A; 2xLMGI11, 1 xMPLS, BxRFLI1E,
1 X 3MG10.

East (erman Panzergrenadier Squad (late 60z
on): 4/2; 1C, 18, 1A; 2xLMG4, 1 xMPL20,
2xPET4, sxRFL1, 1=RFL19,
1 xIFV6(BTRSOPB) (1 of 3).

French Alpine Squad (1980 on): 4/3 or 6/2; 15,
1A; 1 xLMG2, 9xRFL4; 2xRBPD.

French Commando Squad (1980 on): 4/3 or 6/2;
15, 3A; 1 xLMGZ, Y=RFL4.

Ttalian Marine or Mechanized Infontry Squad:
4/2: 15, 1A; 1 xLMGS, 1 <LMG11, 1 xMPLT,
6% RFLY, 2x8MGI0, |  APCAMI13AL).
Soviet Commando (Rejdoviki) Squad (to 1980):
6/3; 158, 1A; 1xLMG20 or 21, 1xMPL20,
6xRFL1 (2 of 3).

Soviet Marine or Motorized Rifle Squad (1968
on); 4/2; 1C, 18, 1A; 2=LMGE, | =MPL20,
1xP5T4, 5xRFL1, 1xRFL19, 1=x35MG11,
1 = IFVa(BTRGOPR) (1 of 3).

Soviet Motorized Rifle Squad (1967 on): 4/2;
1C, 18, 1A; 2xLMG4, | xMPL20, 1 XPST4,
5xRFL1, 1 xSMG11, 1 xTFVSBMP1 (1 of 3).
Soviet Special Forces (Vysotniki) Squad (1980
on): 4/3 or &2; 1C, 15, 2A; 2xLMG22,
9xRFL2.

14.2 THE NATIONAL EQUIPMENT LISTS:
The following lists record the weapons used by
the armies of various nationalities included in the
game, The short text with cach country gives an
idea of who the country foughtfis fighting/or could
fight. Parenthesis next to the unit types record
which (if there is a choice) weapon iz acmally used
and any local designations, preceded by a dash.
For example, China uses RFL] (the AKM), bur
designates their variant ay the “"Type 56-1"". If
a weapon was originally developed and/or is
primarily produced by a country, this is marked
by an ****". Other information of interest is also
listed in parenthesis, such as dates when weapons
were first supplied, local varations in equipment,
and poant values where these are different from
normal. If there are no parenthesis, all the weapons
and/or vehicles covered by the heading are used
by that country. Note that off countries use
shotguns, mines, defensive units, most types of
personal and extra equipment (except grenades and
light portable launchers), TRK1, TRKS, and the
uparmed versions of TRE] through TRE4, 50 that
these are not repetitively listed below, but should
be regarded as available. All types of grenades
may be used that are not specifically ruled out by
the notes.

AFGHANISTAN (KINGDOM OF AFGHAN-
ISTAN—DEMOCRATIC REFUEBLIC OF
AFGHANISTAN): The Kingdom was
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overthrown in 1973, Afghanistan has been a major
receiver of Soviet arms since 1977. Since the
Soviet Union’s invasion of December 1979, the
Soviet and Afghan armies have been engaged in
guerilla warfare with the poorly-armed and
organized Mujahideen. The Mujahideen represent
many different and often feuding groups and are
primarily armed with captured Soviet weapons
plus RFLT (SMLE) and small numbers of virtually
every small arm included in the game.

Afghan Weapons: FTR3; GMGS;, LCWI,

LCW2(B10); LMG20, LMG21: MMGI
(8G,8GM); MPL19, MPL20; MRTI,
MRTI13(M1937); MSL4; PSTI(TT33),

PST4(PM); RFLI{AK47 AKM), RFL21{SKS);
SMG4(PPSh4A1).

Afghan Vehicles: APC1, APC2Z;
IFV&(RTRAOPK); LTK4; MBTI15(no *“R™
weapon or W'Y or 5" equipment = T5/67

points), MBT l6{no *‘N' or *5"" equipment =
T1/86 points); MUVZ; RCY3,

Motes: Do not use HGN1, HGNZ, HRG or any
RGN.

ALBANIA (PEOPLE’S SOCIALISTIC
REPUBLIC OF ALBANIA): Albania has Soviet
equipment, but has been primarily armed by and
was a client state (until 1978) of China. Albania
withdrew from the Warsaw Pact in 1968,
Albanian Weapons: FTR1; GMGE(-TypesT).
GMGH(-Type 58); LCW1, LCW2(B10); LMG12,
LMG20; MMGL{SG-Types3, SGM-Type5T);
MPL19; MRTI, MRTE(M2-Typesd),
MRETI13(M1937-Type53); PSTI(TT33-Typeid),
PST4(PMType59); RFLI(AKM-Type56-1),
RFL7(Kar28k), RFL16(Type 68), RFL21(SKS-
TypeS6): SMG4(PPSH41-Types0).

Albanian Vehicles: APC1, APC2, APC3({few);
LTK6; MBT15(T54 with no “*N8"" equipment:
with"'B' weapon = B4/76 points; without *"B""
weapon = T3/67 points), MBT21; MCVZ,
Notes: Do not use HGN1, HGN2, HRG, RGN,
RGN3, RGN4, or RGNS, Use only “*G" for
RGMN2.

AMERICA (UNITED STATES OF
AMERICA): American ground forees have been
engaged in the Vietnam War (through 1973)
against the North Vietnamess and the Viet Cong,
and, briefly, against the Cubans in Grenada in
1983, America is a member of NATO.
American Weapons: FTR1; GLR2*%,
GLRI*(M203); GMG4*(M60); LCW3I*;
LMG11*(MI14E2), LMG17*(originally Belgian);
LPL3*: MMGI1*(M1917A4); MPLT*, MPLE",
MPLI11*, MPL13*; MRT5*, MET&"(M2,M19),
MRT10*, MET11*(M1), MRT12(M29); PST1%;
RFL6*(XM177), RFLE®*(MI1903A4 M40
introduced in 1968, used only by Marines),
RFL10*(MI16,M16A1 M16A2), RFL13*,
RFL14#*, RFLI9*MI1D M21), SMG1*, SMG2¥,
SMG3*(rarely used), SMGO(M/45—used only by
Special Forces).

American Vehicles: AAV1*, APC4*, APCS*;
FTV1=, FTV2#*; IFVE&*(used only by Marines),
IFvVe*, IFVI2*; LTK2*, LTE3®; MBET3*,
MBT9®, MBT10*, MBT11%*, MCV3* MCVT*,
RCV6*, RCVT*;, TDRG6*(weapon 42);
TRE2{weapon3l), TRE3weapond2).

Nates: Do not use HGN1, HGN2, HGNT, RGN1,
RGN3, or RGNS,

ANGOLA (PEOPLE'S REPUBLIC OF
ANGOLA): Angola has been torn by almost
constant warfare. A Porouguese colony until 1975,
the Portuguese army fought three guerilla groups,
MPLA (backed by the Soviet Union), FNLA (at
various limes backed by China, France, Zaire,
and, after 1975, the United States), and UNITA
(variously backed by China, South Africa, and,
more recently, the United States). When the



Porugueze left, the MPLA (now FAPLA or
MPLA-FT or, more commonly, the Angolan
army), allied with Cuban troops and Warsaw Pact
advisors gained control in March, 1975, pushing
aside the FMLA and UNITA groups. FNLA
largely collapsed in the late 705, but UNITA has
gradually gained control of most of the Angolan
countryside. The FNLC (Shaba rebels) guerillas
raiding into Zaire's Katanga Province are also
based in Angola. All of these guenlla groups have
largely used Soviet, Czech, and Chinese
cquipment, plus some captured Poruguese arms.
To further complicate matters, South African
troops, in pursuit of SWAPO guerillas (based in
Angola, raiding into Namibia/Southwest Africa—
see South Africa), have clashed with Angolan and
Cuban forces, especially in May, 1978. The
SWAPO forces have also fought UNITA [orces
at different timas.

Angolan and Guerilla Weapons: FTRI;
GMG4PK, PEM), GMGH; LOCW1, LOWX(BI10);
LMG12, LMG20, LMG21; MMGI(SGM);
MPL14, MPL19, MPL20; MRT1, MRT6(-Type
51, Type54), MRTI3(MI1937); MSL4;
PST4(PM); RFL1, RFL3, RFL5, RFLS,
RFL16(Type 68-few], RFL21{SKS);
SMG4(PP5Sh41), SMGT(VZ23,VZ215),
SMGY(-Type3d), SMGL1, SMG12(FBP48).
Angolan Vehicles: APCli{some), APC2, APCH;
IFV&({BETR6OPK,BTRO0OPB—in 1978-1979);
LTE4: MBT15(in 1975); MCV2; RCV2(few),
RCV3; TRE2(weapon22 or 32), TRK3(weapon
35).

MNotes: Do not use HGN1, HGN2, HRG or any
RGN,

ARGENTINA (ARGENTINE REPUBLIC):
Although plageed by urban terrorists, this has led
to no major military actions, The 1982 Falklands-
Malvinas War against Britain was Argentina’s
only imporlant militery action of the period.
Argentine Weapons: FTR1; GMG3; LOW3;
LMG10, LMGI11{FAL); LPL3;
MMGIMI1919A4); MPLT: MRT12{(MO-81-61);
MSL1, MSL2; PST1(M1927), PST2(HP35-GP);
RFLS(FAL), RFLIS(SAFN), SMG2(-PAMI,
-PAMZ), SMGTHMLST), SMGI10*PAIDM).
Argentine Vehicles: APC4(MI113A1); IFV3;
LTKl{weapon 28), LTK2; MBT19*; MCVI;
RCV2;, TRKZ({weapon 31).

Motes: Do not use HGNT, RGN1 or RGNS,

AUSTRALIA (COMMONWEALTH OF
AUSTRALIA): Since 1965, Australia’s major
military involvement was in the Vietnam War
{withdrew in 1971).

Australian  Weapons: FTR1; GLR2,
GLR3(M203); GMG4(Ma0); LCW3;
LMGIIFAL-L2AL), LMGL5 (L4 Bren); LPL3;
MPL3, MPLS, MPL7: MRTH(MI19),
MRT12(M29); PST2(HP35); REL&(XM-177);
RFLE*(Parker Hale Model 82—introduced in
1978), RFLIO(M16,M16A1), RFL1S(L1AL);
SMGT7#(Owen), SMGS*F1AL).

Australian Vehicles: APC4; MBT2( +weapon 249
replaces weapon 23 during the 70s, ‘8™
equipment added = 94 points), MBT3,
MBTG{LeopardlAl in 1976, LeopardlA3 in
1978-1979); MCV3; RCV4; TDR6({weapon 42);
TREZ2{weapon 31).

Motes: Do not use HGN1, HGN2, HGN7, or
RGN,

AUSTRIA (Republic of Austria): Auvstria is offi-
cially “*neutral’.

Austrian Weapons: FTRI; GLRE3(HEK69);
GMGS(MG42/59); LCW3(-PAKGE);
LMGHALUG), LMGLI(FAL); LFL3, LPL4{used
by Landwehr); MPLS, MPLG(early BDs);
PET2(F1); RFL4*(AUG), RFL3(FAL-StG5E),
RFLG6*(AUG), RFLE*(S8GG9);

SMGL0*(MPi169), SMG12%(MPa0).

Austrian Vehicles: APC9*; LTK1{weapon 16 ar
weapon 25), LTEZ: MET9(M47M-phased out in
early B0z); MBTI1(M60AL MB0AZ); MCV4;
TREKZ{weapon 31).

Motes: Do not use HGNT.

BELGIUM (KINGDOM OF BELGIUM): Bel-
gium 15 8 member of NATO,

Belgian Weapons: GMG3®;, LMGIO,
LMG11*(FAL); LPL3; MMGI{M1919A4);
MPL17*, MPL18*; MRT7(HRE),
MRTE{MO-60-63), MRT12{MO-81-61); MSL5;
PET2*{HF35); RFLS"{FAL), RFL10®(FNC),
RFL18*(SAFN); SMGT(M2*,Uzi).

Belgian Vehicles: APC4(MI113A2—in 1980);
IFVi(few), IFV3, LTKl(weapons 16 or 28),
LTK2, LTKS; MBT6(Leopard1A1, Leopard1 A3
in 1977-1978), MBT7(in 1984), MBT9(M47 with
“DA equipment); MCV1; TDR3.

Notes: Do not use HGN7.

BRITAIN (UNITED KINGDOM OF GREAT
BRITAIN AND NORTHEERN IRELAND): Bri-
tain’s most noteworthy war since 1965 has heen
1982 Falklands-Malvinas war with Argentina.
Brituin is 8 NATO member,

British Weapons: FTR1; GLE2(limited numbars
for special forees and missions); GMG3{MAG-
L7Al)Y, LMGI5*(L4 Bren); LPL2¥, LPL3;
MMGLM1919A4); MPL4, MPLS, MPL6(in
1983}, MPLT7; MRT2*, MRT3*®,
MRET10(M224-limited numbers), MRT1I=(3""),
MRT12#{L1A1); MSL5%; PST2(HP35-Browning
No.2 Mk.1); RELT*SMLE), RFL8*(L42A1),
EFLI10O(MI6AL), RFL18*(L1AL);
SMGAEmm—Ilimited numbers); SMGI0#(1.2).
British Vehicles: APC11*, APC12%; IFV11%;
LTES5*; MBT3*, MBT4*, MBT5*;, MCVa*;
RCV4=, TDRS*,

Notes: Do not use HGN1, HGNZ, HGN7, or

RONL. oM 10 = SA4-80, LM q=L5wW

BULGARIA (PEOPLE'S REPUBLIC OF
BULGARIA): Bulgaria is a member of the War-
saw Pact.

Bulgarian Vehicles: FTR3; GMG4(PK,PEM),
GMGE; LCW1, LOW2(BI10); LMGI12, LMG20,
LMG21; MMGL(SG,8GM); MPL12, MPL20,
MRT1, MRTI13{M1937); MSL4; PST3(TT33),
EST4(EM); RFL1{AK47, AKM), RFLS (Moisin
Magant Sniper Rifle), RFLIS{SVD),
RFLI1(S5KS); SMG4FPEhe1), SMG1IAPS).
Bulgarian WVehicles: APCl, APC2, APCH,
APCT; IFVS5(BMP1-early B0s),
IFVe(BTR60PE, BETR60PK); LTE4:; METIS,
MBT16, MBT17(c.1980); RCV3;, TDE4,
Motes: Do not use HGN1, HGN2, HRG or any
RGN.

CANADA: Canada is a NATO member.
Canadian Weapons: FTR1; GLE2 (special issuc
only); GMGIHMAG-LT); LOCW3; LMG11(FAL-
C2A1); LPL3; MMGI(MI1919A4-C1); MPLS,
MPLG(in 1983), MPLT; MRT3, MRTI2({L1A1);
PST2(HF35); RFLIO(M 16A2—n 1985, Most are
semi-automatic only = 4 pointg), RFL1Z(C1ALY;
EMG10(L2).

Canadian Vehicles: APC4; IFVT, IFVE;
LTRKS({Scorpion); MBT3, METS,
MBT6(Leopard 1 A4, called the Leopard *C1™" in
1978): MCV3: RCV4: TDR6(weapon 420
TREZ(weapon 31), TRE3(weapon 42).

I;Eitﬁslz Do not use HGN1, HGN2, HGNT, or

CHINA (PEQOPLE'S REPUBLIC OF CHINA):
China has been involved in a number of border
“‘incidents" with the Soviet Union (especially in
March, 1969) and in a short **punitive’” war with
Wiemnam in 1979,
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Chinese Weapons: FTR1, FTR2, FTR3;
GMG4*(Type 67), GMGG6(-Type 358);
LCW2(B10); LMG12(-Type 53), LMG20{-Type
56); MMG1(3G-Type53,8GM-Type5T); MPL4(in
early 80s), MPL7(-Type31: Penetration is **12"",
ny “M" or “W" ammunition = 7 points),

MPLI19(-Type56), MPL2Z0(-Type 6Y);
MRTE(M2-Type3l,Type63),
METI13(M1937-Type 53); MSL4;

PST3(TT33-Types 51 and 54), PST4(PM-Type
59); RFL1{AKM-Type 56-1), RFL7{Moisin Na-
gant M1521/30, “l.‘:}-‘cncralissimo"}, RFL3(Moi-
gin MNagant Sniper Rifle), RFL16*(Type 68),
REL21(SKS-Type 56); SMG2({-Type 36),
SMG4(PPSh41-Type 50}, SMGS*,
SMGIPPS43-Type 54).

Chinese Vehicles: APC2(-Type 56), APC3*;
LTK&*;, MBT21*, MBT23*{add "*L"" equipment
to some vchicles in carly 80s = 88 points);
MCV2; TRK3(weapon 36 or 39).

Maotes: Do not use HGN1, HGN2, HRG, RGN,
RGN4, or RGNS, Use only *'G" for RGN2.

CUBA (REPUBLIC OF CUBA): Cuban troops
have heen engaged in combat all over Africa.
Cuban Weapons: FTEl; GMG3I(MAG-
F.A.Lo.), GMG4(PE PEM), GMGS: LOWI;
LMGI12, LMG20, LMG21; MMGI(SG,SGM);
MPL19, MPL20; MRTI, MRTI3(MI1937);
M3La; PST3(TT33), PET&(PM),
RFLI{AK47, AKM), RELS(FAL), RFL8(Moisin
Magant Sniper Rifle), RFL19(SVD), RFL2I;
SMG4({PPShdal)},
SMGT(VZ23,VZ24,VZ25,VZ26), SMGLI(APS).
Cuban Vehicles: APC1, APCI; IFV3(BMF1),
IFVG(BTRGOPB, BTRG0OFK); LTE4; MBTIS,
MBT16; MCV2; RCV3.

MNotes:Do not use HGN1, HGN2, HRG or any
RGN,

CZECHOSLOVAKIA (CZECHOSLOVAK
SOCIALIST REPUBLIC): Czechoslovakia is a
member of the Warsaw Pact.

Czech Weapons: FTR1; GMG4(PEM,VZ59%),;
LCW]; LMG21, LMG23*; MMG1(3G-VZ43);
MPL14*, MPL22%;, MRETI13*(VZ48); MSL4;
PST3*(VZ52): RFLI*(VZ58), RFLR(VZS4),
RFLI19(SVD), RFL2Z1*{VZ52/57);
SMGT*(VZ23 ,VZ24 VZ25 VE2H),
SMG11%(VZ61).

Czech Vehicles: APC1{mostly BTRS0F), APCZ,
APCG*, APCT*; IFVS(BMPI1): LTE4;
MBT15(mostly T35—add “L"" cquipment (0 some
wvehicles in carly 80s = 7971 points),
MBT 16{few-mostly for export), MBTI17.
Notes: Do not use HGN1, HRG, or any RGN.

DENMARK (KINGDOM OF DENMARK):
Denmark is a8 NATO member.

Danish Weapons: FTR1; GMG3I(MAG),
GMGS(MG2-MgM/G2,51G51-Mgh/51); LCW3,
LMG19*; LPL3; MMGIMI%19A4-MgM/52);
MFPL5, MPLG(carly 80s), MPL7(-RKM/51),
MPLE; MRT2(-M/45Fa), MRTI12(MO-81-61);
PST2(HP35-PM/46,51G210-PM/49);
RFLS(FAL-GM/66), RFL11, RFLI8(MI
Garand-GM/50,AG42); SMGH(-MpM/41),
SMGI(MI1944-MpM/d44 M/49-Hovea),
SMG 0% Madsen).

Danish Vehicles: APC4; LTK2; MBT2( +weapon
29 replaced weapon 23 and **5"" equipment added
during late 70s = 94 points), MBTS{Leopard LA3
in 1976); MCV3; TREKZ(weapon 31},
TRE3(weapon 42).

Motes: Do not use HGNT,

EAST GERMANY (GERMAN
DEMOCRATIC REFUBLIC): East Germany is
a Warsaw Pact member,

East (rerman Weapons: FTR1, FTR2, FTR3;
GMG4(PE, PEM, PEMS, PKS), GMGs; LCWI1,




LCW2(B10), LMG20(-IMGD), LMG2 1(-IMGK);
MMGI1(58G,5GM); MPL19, MPL20; MRTI,
MRETI3(M1937); MSL4; PST3I(TT33),
PST4(FM); RFLI{AKM-MPIK or MPK),
RFLE({Muaisin Magant Sniper Rifle),
RFL1%(5¥D), RFLZ1{S5KS5-Karabiner 5);
SMG4(PPSh4l-used only by border guards),
SMGL1(APS).

East German Vehicles: APCL, APC2,
IFVS5(BMP1), IFV&RTRGOPE,BTRGOPK);
LTK4; MBT15, MBTI16, MBT17(late T0s);
RCV3; TDR4.

MNotes: Do not use HGN1, HGNZ, HRG, or any
RGHN.

EGYPT (UNITED ARAB REPUBLIC—ARARB
REPUBLIC OF EGYPT): Egypt has fought
major warz (as well as innumerable skirmishes)
with Isreal in 1967 and 1973, as well as a serious
clash with Libya in July, 1977.
Egyptian Weapons: FTRI1, FTR2, FTR3;
GMGE; LCW2(BI0), LCW3; LMGI0, LMG20,
LMG23; LPL3{late 70s); MMG1(5G,5GM);
MPL4A(early B0s), MPLI14, MPLI19, MP‘LZ’U{
 MRT1, METI12{M2%—late T70s), MRTI13;
MSL4(early 70s), MSL5(early 80s);
PST2(M1951); RFL1, RFLE{Moisin MNagant
Sniper Rifle), RFLIS(SAFN, AG42-*‘Hakim'"),
RFL21; SMG1{very rare); SMGO(M/45-" Por
Said""), SMGIO(M4-has a bayonet,Sten).
Egyptian Vehicles: APCl({mostly BETRS0F),
APC2Z, APC4(MI113Al), APC&, APCT;
IFV3(BMP1), IFVE(BTRSOPK); LTK1{weapon
16), LTK4; MBT2, MBT11(M&0A3 with no **P**
cquipment-AMGD = 26 points in 1981), MBTI13
(no “*N"" equipment-add “‘L"" equipment in carly
0z = 771 points), MBTI16 (no **N°’
equipment—in 1968, add **L"" equipment in early
20s = B2/9] points); MCV2, MCV3(late 70s);
RCV3; TDR4, TDRG(weapon 42—in early 80s);
TREZ{weapon 31 or 32), TRE3 (weapon 36 in
carly 705, weapon 43 in carly 30s).
Motes: Do not use HGN1 or RGN1.

EL SALVADOR (REPUBLIC OF EL
SALVADOR): Since 1980, FDR and FMLN
puerillaz based in Micaragua have fought the
Salvadoran army. The guernlla forces seem to be
organized into squads of 9—10 men, and vse some
Soviet and Eastern Bloc equipment {zee Notes on
Guerillas), although the standard rifle appears o
he RFLS(FAL), and a large number of old
RFLT{Kar¥8k), used by the more irregular units,
are also used, along with substantial numbers of
SMGT(Uzi) and RFL13(M1 and M2 Carbines).
The Salvadoran army has gotten large quantities
of American eguipment.

El Salvadoran Weapons: GLR2, GLR3(M203);
GMG4(M60), LCW3; LMGIY; LPL3;
MMGIM1919A4); MRT6(M2,M19),
MRT12(M29); P5T1, PST2{HP35);
RFLIO(MI6A1), RFL11; SMGT(Uzi),
SMG10{Madsen).

El Salvadoran Vehicles: APC4; LTK1(Weapon
16); MCV3; TREZ{weapon 31).

MNotes: Do not use HGN1, HGN2, HGN7, or
RGHNI.

FINLAND (REPUBLIC OF FINLAND):
Finland is officially *‘neutral’’.

Finnish Weapons: FTR1L; LMG14%;
MMG1{SGM): MPLO*, MPL20;
MRT12#{Tampella); MSL4; PST2#(L35);
RFL15*(M60,M62,MT6); SMGEe®*,

SMGO*(M1944).

Finnish Vehicles: APCl(mostly BTRS50P(O);
IFVS(BMP1), IFVA&(RTRAOPR, BTRGOPK):
LTK4; MBT135.

Motes: Do not use HRG, RGN1, or RGNS,

FRANCE (REPUBLIC OF FRANCE): French
troops have seen action in a number of trouble
spots, notahly in 1978 when Foreign Legion
paratroopers jumped into Zaire to repel an
invasion by the Shaba rebels (FNLC guenlla
forces—see Angola). Since 1966, France has not
been a full member of NATO. French forces faced
Libyan forces in Chad in 1983, although no
fighting resulted.

French Weapons: FTR1, FTR2;
GLR3I(HE6Y-few used for special missions);
GMG2*(AATS2); LCW3; LMGI0; LPLI1*,
LPL&*; MMGI(M191944); MPLI1*, MPL2*,

MPL4* MPL7(-LRAC M20), MPL21%;
MRTE*(M1953), MRTT={HBE):
MRT8*(M0-60-63), MRTI1*(M1944),
MRTI2*(MO-81-61); PST2Z*(MAS1950),
PST3*(MAB P15); RFL4*(FAMAS),

RFLE*(FRF1), RFL11(few used); RFL13(a few
used by paratroopers), RFL1E*(M1949/56);

SMGEHMATA9),
French Vehicless 1FV2%, [FV3®, IFVI13%;
LTK1*; MBTI*(AMX30 AMX30EB),

MBTH(Md4T—+in lae 60s replace weapon 26
with weapon 28, add D4 equipment, climinate
“B' position and crew 3 = 74 points); MCVI;
RCV1®, RCV2I®* RCVA(ME.2/3); TDE2*,
TDR3*; TRK2(weapon 31).

GREECE (KINGDOM OF GREECE—
REPUBLIC OF GREECE or HELLENIC
REPUBLIC): Greece is 2 member of NATO,
Greek Weapons: FTR1; LOCW3I;, LMGIO,
LMG15(L4 Bren): LPL3; MMGL{M1919Ad);

MPL4, MPL7; MRTG(M2,M19),
MRTI1L{3",M1), MRT12(M29); PSTI,
PST2Z(HF3S5); RFL3(FAL),

RFL7(Kar98k,SMLE), RFL13, RFLIS(MI
Garand); SMG1({very rare), SMG2.

Greek Vehicles: APC4(M113A1); IFV2{no “"P"
or “*8" equipment); LTK2; MET 1{AMX30 with
no “‘N'"), MBT6&(Leopardl A4 in 1977),
MBTH(M4T), MBTIO(M2EA3 M48BAS about
1980); MCY3; TDR6(weapaon 42); TRE2{weapon
31), TRK3(weapon 42).

Motes: Do not use HGNI1, HGNZ, or RGNI.

HUNGARY (HUNGARIAN PEOPLE'S
REPURLIC): Hungary is o Warsaw FPact
Member.

Hungarian Weapons: FTR1, FTR2, FTR3;
GMG4(PE.PEM, FPEMS PKS), GMGH;, LCWI,
LCW2{B10); LMGIZ, LMG20, LMG2I1;
MMGL(SG,5GM); MPL1Y, MPL20, MPL22;
MRT1. MRTI13; MEL4; PSTI(TT33),
PS5T4*{PAG3); RFLI(AE4T AKM), RFL3%,
RFL8(Moisin Nagant Sniper Rifle),
RFLI1S(SVD. SMG4({FPSh41).

Hungarian Vehicles: APCL, APC2, APCH,
APCT; IFVO(BTRGOPE.BTRAOPK); LTK4;
MRBTI15, MBT16, MBT17(1979-1980),

Notes: Do not use HGN1, HGNZ, HRG, or any
RGM,

INIMA (REPUBLIC OF INIMA): India fought
wars with Pakistan in 1965 and 1971,

Indian Weapons: FTR1; GMG3I(MAG-L7AL);
LCW3; LMGI5(L4 Bren): MPLA4, MPL6, MPLT;
MRET2, MRT3, MRT11{(3"), MRTIZ(L1Al);
MSL4; BST2(HFP35); RFLA(L42A1),
RFL13%(" Ishpore’"); SMGIHL2).

Indian Vehicles: APCL, APC2, APCGH, APCT;
IFVW5{(BMP1), IFV&BTRGOPR); LTK1{weapon
16), LTK4; MBT2(weapon 29 replaced weapon
23 during mid 705 = 91 points, **SL"* equipment
added in early 80s = 97 points), MBT3(add *‘L""
equipment in early 80s = 100 points),
MBT9({M4T), MBT15( +during mid 70z a few had
weapon 33 replace weapon 27 = 85/77 points and
in 1933 conversions were started to make all ve-
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hicles 8 MBT20, including **L"" equipment = 91
points), MBT16(+add “L'" equipment in 1983
= B2/91 points), MBT17{obtained in 1980 with
“L" equipment added in carly 30s = 102 points);
MCV2; TRE2(weapon 31), TRK3(weapon 39 or
42).

Notes: Do not wse HGN1, HGNZ, HGN7, or
EGNI1.

IRAN (KINGDOM OF IRAN—ISLAMIC
REPUBLIC OF IRAN): Iran had one of the best
armics in the middle cast prior to the overthrow
of the Shah in 1979, but its quality has deterio-
rated since then. Iran has been at war with Irag
since September, 1980,

Iranian Weapons:FTR1; GLRZ(rare),
GLRI(HES69=—rare); GMGS(MGIMGIAL);
LCW3;, LMGIS(ZB26/30);, LPL3; MMGIL,
MPL7, MPLE, MPL20; MRT&(M2,M19),
MRTL1{M1), MRT12{M29); MSL4: PSTI;
RFL11, RFL13, RFL18(M1 Garand); SMG2,
SMGHPPShd 1-M22), SMGT7{Uzi).

Iranian Vehicles: APCI1, APC2Z(few),
APC4{M113A1); IFV3(BME1),
IFVe(BTROOFB, BTRA0PK); LTES(Scorpion);
MBTS(Mk.3/3 —few available),
MBTO{M47,M47TM  from  1971-1972),
METI10{M48A3), MBT11{M60Al); MCV3;
RCV4; TDR&(weapon 42-faw available);
TREZ{weapon 31), TRK3(weapon 42-few avail-
able), TEK4(weapon 31).

Notes: Do nol use HGNT or RGNI,

IRAQ (REPUBLIC OF IRAQ): Irng was in-
volved in wars with Israel in 1967 and 1973, and
has been atl war with Iran since September, 1980.
Iraqgi Weapons: FTRI, FTR2, FTR3;
GMG4(PK, PEM), GMG6;, LCWZ(BI10);
LMG12, LMG20; MMGI1{5G,5GM); MPLI19,
MPL20; MRT1, MRT13; MSL4; PSTATT33),
PST4(FM); RFLI{AK47,AKM), RFL3,
RFLA(Moisin Wagant Sniper Rifle), RFL21{5K8);
SMG4(PPShd1), SMG10(M4),

Iragi Vehicles: APC1, APC2, APCH;
IFV5(BMP1), 1FV&(BTRGOPB, BTROUPK);
LTK4;, MBTI(AMX30), MBT2, METIS,
MBT16, MBTI7(1979), MBT21(early 20s),
MBT23(1982-1983); RCV1, RCV2(few), RCV3,
RCVS(Mk.2/3); TREZ(weapon 32),
TRE3(weapon3s),

Motes: Do not use HGMN1, HGN2, HRG, or any
RGN,

ISRAEL (STATE OF ISRAEL): Israel fought
a war with Egvpt, Irag, Jordan, and Syria in 1967,
with Egypt, Iraq, and Syria in 1973, and with
Syria in 1982 in Lebanon, in addition to innumer-
able skirmishes and almost constant batiles with
the PLO guerillas {see Jordan and Lebanon).
Although most Israeli equipment comes from the
west or is locally manufactured, large quantitics
of Sovier equipment captured in the numerous
wars have also been pressed into service.
Israeli Weapons: FTRL; GLE2(rare-only used on
special missions), GLRI(M203); GMGIMAG);
LCW3; LMGE=(ARM), LMG10, LMGI1L(FAL),
LMG13(L4 Bren), LMGIl8B(rare), LMG21;
LPL3(mid 70s); MMG1UM1919A4); MPLO(ear-
ly 80s), MPL7, MPLB(late T0g), MPL20;
MRET4*, MRT8*(Tampella), MET12*(Tampella);
MSL1, MSL4, MSLS; PST2(M1951); RFL1,
RFLA*(AR), RFLS(FAL), RFL10{MI6A |—zince
1974), REL13, RFL1T7*;, SMGT7*(Uzi).

Israeli Vehicles: APC1(BTRS0PE with weapons
L or 3), APCZBTR152D), APC4({M113A1- add
42" to “'F" armor basis in carly 80z = 18
points), APCH; IFVA(BTRA0PK); LTK I {(weapon
16—sold off in late &0z, no longer used),
LTEHPTT6); MET2{+weapon 29 replaced
weapon 23, 57" equipment added, and engine



changed to **4™" in the mid 70s = 94 points and
in 1980-1981 “L"" equipment and applique armor
added = 99 points), MRT3(+ " L" equipment and
applique armor added in 1980-1981 = 101 points),
MBTI(M48A3, M4EAS with only “*I5"" equip-
ment in late 705, M48AS with only “*IL5"" equip-
ment and applique armor in 1980-1981 = 63
points), MEBT11{M60A]L in mid 70s, M60A3 with
only ““TLMNPS™ equipment in late T0s = 96 points
and with applique armor added in 1980-1981 =
%8 points—some also have a weapon 3 added in
“I'" position = 108 points), MBTI2*,
MBT16(T62A, + add “*L’" equipment in 1981
= 0] paints), MBT20*(actually, an extensive con-
version of captured T54/T555); MCVZ{weapon
20 replaces weapon 21 = 22 points), MCV3;
RCVI; TDR4, TDRG{weapon 42); TRK2{weapon
31), TREK3(weupon 36 or 42).

Motes: Applique armor adds **+20"" 1o the dice
rolls for reliability when hit by “H"" ammunition.

ITALY (ITALIAN REPUBLIC): TDaly iz a
MNATO member.

Italian Weapons: FTR1; GLE2(few—for special
missions only); GMGI(MG42/59); LCW3;
LMGR*(M70/223—special forces only),
LMGTI*{BMS5%/4); LPL3; MMGI(MI1919A4);
MPL3*, MPL7; MRT6, MRTT(HB),
MRTEM2), MRT11(M1), MRT12(M2%); MSL1,
MSL3*{Mosquito); PST2#(M1951);
RFLA*(MTO/223—special forces only),
RFL9*(BM59), RFLIO(MI6A1—a few for spe-
cial forces only), RFL13, RFL18(M1 Garand-
Fucile M1); SMGE*(MI12-specialist units),
SMOGI0*(M4).

Italian Vehicles: APC4(M113A1); IFV3;
MBTS(Leopard1 Al in 1971, Leopard1A4 in late
T0s), MBTY{M47), MBT11{M60AI- used for a
short time only); MCVI; TDR6{weapon 42);
TREZ{weapon 31), TRK3(weapon 42).

Motes: Do not use HGNT.

JAPAN: Japan has avoided any military actions
since 1943,

Japanese Weapons: GLR2(few),
GLR3(M203-few): GMG2*(Type 74), GMGT*;
LCW3; LMGI0; LPL3; MMGLMI919A4);
MPLG(1982), MPLT7;, MRTo(M2 MI15),
MET11(M1), MRT12{M29); MSL3*(KAM3D);
P5T1; RFL1O(MI6ALl-in limited numbers),
RFL13, RFL18(M| Garand), RFL22%; SMG2,
SMGA*(SCK).

Japanese Vehicles: APCA(MI113A1), APCIO*;
LTK2; MBT22®%, MBT24*%*; MCVi*;
TRKZ(weapon 31), TRK3(weapon 4).

Notes: Do not use HGNI, HGN2, HGNT, RGN,
RGN3, or RGNS,

JORDAN (HASHEMITE KINGDOM OF
JORDAN): Jordan fought a war with Isragl in
1967, Elements of the PLO guerrilla forces have
been based in Jordan, raiding imo Israel—these
carry Soviet and Eastern Bloc weapons (see Notes
on Guerillas).

Jordanian Weapons: FTR1: GLR3{few);
GMGI(MAG); LCW3; LMGIS(L4 Bren);
LPL3(Jate 70s); MMGIl(MI1919A4); MPL7,
MPLE(c.1980); MRETo(M2,M19), METIL1(3%),
MRTI12(M29},; PST2(HP35);
RFL10(M16A1-special  wunits), RFLI11,
RFL12(M] Garand); SMG10(L2).

Jordanian Vehicles: AAV]; APCA(MI113A2);
IFV11; LTK l{weapon 16); MBT2{+ weapon 29
replaced weapon 23 and 5" equipment added
in mid 705 = 94 points), MBT3(add *"LP"" equip-
ment in early 80s = 101 points),
MBTS{Mk.3/3-called **Khalid"", has 15 move-
ment factors), MBT9(M47 M4TM in 1972-1973),
MBT10{M4BAZ, M4BAS without “*NP"" equip-
ment in 1980-198]1 = 91 points),
MBT11{M60A1,ME0DAS in early BOs); MCV3;

RCVa(Mk.2/3); TDR&(weapon
TRKZ(weapon 31), TRK3(weapon 42).
Motes: Do not use HGN1, HGN2, HGNT, or
RGNI.
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LEBANON (REPUBLIC OF LEBANON): The
current phase of the Lebanese Civil War started
in 1975. The Lebanese army has heen formed and
re-formed 1o this period, and i and the various
“*militia’" forces carry a strange mixture of
weapons., Those given below are only the most
common in army andfor militis use. Squad orguni-
zations have not lasted long enough o become
standardized. PLO guerillas have also been bused
in Lebanon—these are equipped with Soviet and
Eastern Bloc weapons (see Notes on Guerillas),
In addition to raiding into Israel, the PLO fought
its own “‘eivil war’’ inside the horders of Leba-
non {1982-83) and has fought the Lebanese army
and various militias from time to time. Tsraeli and
Syrian forces have also clashed with various milita
forces within the country.

Lehanese Weapaons: GLRZ(rare),
GLE3(M203-1982); LCWI(B10), LCW3;
LMGI0, LMG15(L4 Bren), LMG20; LPL3(ecar

ly B0s); MMGI1; MPL7, MPL17, MPLI19,
MPL20, MPL2I; MRT1, MRT&(MZI); P5TI,
PST2(HP35), PST3(TT33), PST4(PM);

RFLI(AE4T AKM), RFL3(FAL),
RFLT(SMLE),RFL10{M16 in 1982), RFL13,
RFL1&, RFLII(8KS): SMOG9(MAT49),
SMGI0(L2).

Lebanese Vehicles: APCA(MI13AL)Y, IFV12,
LTEI(weapon 16), LTK2; MBTZ, MBTIS,
RCV1, ROV, TDR(weapon 42 in 1983); TRK2,
TRE3{weapon 42—early 80s), TRE4.

Motes: Almost all grenades will be “F™, G,
or “"H™ types.

LIBYA (KINGDOM OF LIBYA—LIBYAN
REPUBLIC—LIBRYAN ARAR REPURLIC):
Libya, ruled since 1969 by the strident Quidafi
and despite sending terrorists all over the world,
has managed to avoid open conflict with any sig-
nificant forees except for a July, 1977 “incident””
with Egypt. Libya has received massive Soviet
military aid since 1974-1975,

Libyan Weapons: GMG3I{MAG),
GMG4(PK,PKM,PKMS,PKS);  LCWI,
LCW2({R10); LMG20, LMG21;

MMG1(5G,5GM); MPL4(early 80s), MPL19,
MPL20; MRT13; MSL4; PST2(HP35,M1951),
PST4(PM}; RFLI1(AK47,AKM), RELS(FAL),
RFL#(Moisin Nagant Sniper Rifle); SMGE(M12),
SMGIIL2), SMG11(APS).

Libyan Vehicles: APC1, APC4(MI113A1},
APCE, APCT: IFVS(BMF1),
IFVS(BETRE0PE, BTRE0PE), IFV11;

MBTI{AMX30 with no **N'" aquipment), MBT3,
MBT15, MBT16, MBT17{late 70s); MCV2;
RCV1, RCVZ, RCV3, RCV4;, TDE4;
TRE3(weapon 36 or 38).

Motes: Do not wse HGN 1, HRG, or any RGN,

NETHERLANDS (KINGDOM OF THE
MNETHERLANDS): The Metherlands is a mem-
her of WATO.

MNetherlands Weapons: FTR1; GMG3(MAG);
LCW3; LMGII(FAL); LPL3;
MMGI{MI1919A4); MPLS, MPLA(early B0s),
MPLS&({late 70s); METI2(M29); PSTIZ{HP35);
RFLA(AR—MNT1), RFLS(FAL); SMGT(Uzi).
Metherlands Vehicles: APC4: IFV1(-YPRT6S5),
IFV3; LTK1l(weapon 28); MBT2(weapon 29
replaced weapon 23 and **5°" equipment added
in mid 70s = 94 points), MBTGO(Leopardl Al in
1969, LecpardlALA] in early 80s), MBTT7{1983),
MBTO(M4T); MCV3; TDR1, TDRG(weapon 42);
TREKZ({weapon 31), TRK3(weapon 42).

Motes: Do not use HGNT.
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NICARAGUA (REPUBLIC OF NICARA-
GUA): The FAO, a fourtcen parly coalition
including the Sandanista movement (FSLN) fought
a guerilla war against the Samoza government
from 1950—=1979, although almoszt all of the real
fighting cocurred after 1975, Since taking power,
the Sandanistas have faced another guerilla war
with the American-backed Contras, which
includes many former Sandanista allies. Obwi-
ougly, the Sandanistas have fallen heir 1o much
of the equipment once used by Samoza’s Mational
Guard, plus large quantities of Soviet arms from
Cuba and their original armaments. The Contras
in turn have their own equipment plus captured
Sandanista weapons available.

Samozan Weapons: LMGI0, LMGIE;
MMGI(M19194A4); MPLT; MRTG(M2); PSTI;
RFLS, REL10{M16A1-rare), REL13, RFL18(M1
Guarand), SMG1(rare), SMG2,

Samozan Vehicles: APC4(M113A1-few); LTKZ.
FAO  and Sandanista Weapons:
GMOGS(MG42/59), LCWI1;, LMGII(FAL),
LMG20, LMG21; MPL1S%, MPL2O;
MRT13(M1937-Type 53); PET2(HP35); RFL1,
RFL4{AR), RFL3(FAL), RFLI1Q({M16&-rare),
RFL11; SMGT7(Uzi).

FAOQ and Sandanista Vehicles: APCI{1980);
MBTI15(in 1982).

Contra Weapons: GLR2, GLE3(M203);
GMGAMAD); MPL13; METS(M19); PST3{Super
Srar); RFLIOMM16A1); SMGT(U=, VZ23 VZ2E).
Contra Vehicles: APC4.

NIGERIA (FEDERAL REPUBLIC OF
NIGERIA): The Biafran Secessionist War
(1967-1970) was a civil war fought between
Migerian government forces and the Ibo tribesmen
of Biafra Province.

Nigerian Weapons: GMG3{MAG); LCW2X(B10);
LMG15 (L4 Bren); MPLI®, MPL2O;
MRTo(M2), MRTI1(M1), PST2({M1951);
RFL11; SMGT(VZ23,VZ215), SMGB(MI12),
SMGIO(L2).

Nigerlan Vehicles: APC9(mid 70z):; IFV3{late
T0s), IFV&(carly 80s), IFV1l; LTKS5;
MBTI15(1979-1980),; RCV1, RCV2,
RCVA(ME.2/3).

Biafran Weapons: LMGI10, LMG15(L4 Bren);
MPL1®, MPL2ZU; MET7(HE); PST2{(MAS1950);
RFL5{FAL), RFLT(MAS36), RFLIS(M1949/56),
SMOGHMATEY).

Biafran Vehicles: TREM weapon 31).

NORTH KOREA (DEMOCRATIC FEOPLE'S
EEPUBLIC OF KOREA): North Korea, aside
from tunneling under the South Korean border and
mounting small terrorist attacks, has done little
of mulitary significance since the end of the Korean
War in 1953,

North Korean Weapons: FTRL, FTEZ, FTR3;
GMG6(-Type6d): LCW2(B10); LMGI2,
LMG20{-Type 62), LMG21; MMG1{5G,5GM);
MPL19, MPL20; MRTSH(M2-Type3l),
MRT13(M1937); M5SL4: PST3(TT33-Type 68);
RFLI(AK4T7-Type 58 AKM-Type 68),
RFL7(Moisin Nagant M1891/30), RFLE(Muoisin
Nagant Sniper Rifle), RFL21(SKS-Type 63);
SMGH{PPSh41-Typedd).

North Korean Vehicles: APCL, APC2, APC3;
IFVS(BMP1), IFV&(BTREOPE,BTRADPK);
LTK4; MBT1S5, MBTI16, MBT21;, MCVZ;
RCV3; TDR4; TRE 3 (weapon 36), TRK4(weapon
32).

Notes: Do not use HGN 1, HGN2, HRG, RGN,
RGN3, RGN4, ar RGNS.

NORWAY (KINGDOM OF NORWAY):
Morway is a NATO member,

Morwegian Weapons: FTR1; GLE3{HES9-few);
GMG5(MG3);, LCW3; LMGIL0; LPL3;
MMGI(M1919A4); MPLS, MPLG(early 80s),



MPL7; MRT6(M2,M19), MRT1i(M1),
MRETI12(M2%); PST1, PST2({P1); RFLT(Kar98k),
RFL11, RFL13, RFLI18(MI1 Garand); SMG2,
SMOG6, SMGL0Sten), SMGI12(MP40-Maskin).
Morwegian YVehicles: APC4; METS(Leopardl Al
in 1971,LeopardlA3 in late 7T0s),
MEBTI0{M48A3 M4BAS in 1983); MCV3;
TDRA(weapon 42); TRE2{weapon 31),
THE3(weapon 42),

Notes: Do not use HGN1, HGN2, HGN7, or
RGN

PAKISTAN (ISLAMIC REPUBLIC OF
PAKISTAN): Pakistan fought wars against India
in 1965 and 1971, The 1971 war saw the Indians
supporting the Bangladesh rebels, who used a
mixture of Indian weapons, capured Pakistani
weapons, and, apparently, a considerable number
of RFL11 in eddition to captures.

Pakistani Weapons: FTR1; GLR3(HE89-few);
GMGS(MG3), LCWZ(B10), LCW3; LMG13(L4
Bren), LMGIE;, MMGI(MI19194A4); MPLT,
MPL17, MPL1%; MRTZ, MRETIL(I"),
MRT12({M29 in carly §0s); MSL1; PST2(HP35);
RFLI(AK47 AKM), RFLE(L42A1), RFLII1,
RFLI1&(MI1 Garand), RFL21(SKS);
SMG10(M4, Sten).

Pakistani Vehicles: APC4(M113A1); LTEZ,
LTE4(PT76), LTKG; MBT9(M47,M4TM in mid
T0s), MBTIM48A3, M43AS5 with no “'LNPS"
equipment in early 80s = 87 paints}, MBT15(no
“B" position or NS equipment = 75/67
points), MBT19{1983), MBT21; TRK2{weapan
31), TRE4(weapon 22 or 31).

Motes: Do not use HGN1, HGNZ, or RGN1.

PHILIPPINES (REPUBLIC OF THE
PHILIPPINES): Since the late 60s, the
Philippines military has been engaged in low level
fighting with the communist NPA guerillas and,
sinca 1972, with the Moro separatist MNLF,
supported by Libya. These groups use Soviet
weapons (See MNotes on Guerillas).

Philippine Weapons: FTEI1; GLR2,
GLE3(M203); GMG4MaD); LCW3; LMGI10;
LPL3: MMGI{M1919A4); MPLT, MPLE (early
B0s), MPLI11, MPL13; P3TI1,
RFL7{M1903-home defense units),
RFL10(ML6ALY, RFL1(few used), RFL13,
RFLI1&(M1 Garand); SMGl(rare), SMG2.
Philippine Vehicles: APC4; IFV12(no weapon
42); LTKZ; TRE3(weapon 31).

Motes: Do not use HGMN1, HGN2, HGNT, RGN1,
RGN3, or RGN3.

POLAND (POLISH FEOPLE'S REPURBLIC):
Poland is @ Warsaw Pact member.

Polish Weapoens: FTR1, FTRZ, FTR3;
GMGHPE,PEM, FEMS, PES), GMGS, LCW],
LCWZ(B10); LMG20, LMG21;
MMGI({8G,5GM); MPL19, MPL20, MPLIZ;
MRTI1, MET13; MSL4; PST2(HP35-WZ33),
PSTI(TTAY), PST4*(WZEd); RFL1(AKST AKM-
KbKAK,DME), 8(Moisin Nagant Sniper Rifle),
RFLI5*(PMK-DGN), RFLI9(SVD);
SMG4(PP5h41), SMGYPPS543-M43/52),
SMGL1*(WZPMB3).

Polish Vehicles: APC1, APC2, APCG, APCT;
IFV5(BMP1), IFV&(BTRAOPE, BTRAOPK);
LTK4; MBTI15, MEBETI16, MBTI7(in 1979
RCV4; TDR4.

Mates: Do not use HGN1, HGNZ, HGNT, HRG,
BRGN1, RGM4, or RGNS, Use ""G"" only for
RGN2.

PORTUGAL (REPUBLIC OF PORTUGAL):
Portugal fought guerilla groups in her African
colonies until leaving in 1975 (see Angola for the
guerilla forces). Portugal is a NATO member,
Portuguese Weapons: FTR1; GLRI(HEGS-few);
GMGS(MG3); LCW3: LMGI3(HE2L);

LPL3(late T0s): MMGLM1919A4); MPL7,
MPL11: MRTT(ECIA), MRTS(ECIA),
MRETI12(ECIA); PST2(P1); RFLS, RFLI1I;
SMG12%(FBP48),

Portupuese Vehicles: APC4(late 70s); IFV12(no
weapon 423; LTK2; MBTO(M47T),
MBTIOM4BAS M4BAS with *'P*" but no “*L"’
equipment = 91 points in early 80s); MCV3(late
T0s), MCV7, RCVI1, RCVZ, RCV4(Mk.273);
TRE2{weapon 31), TRE3(weapon 42 in early
&0s).

RHODESIA-ZIMBABRWE: White-dominated
Rhodesia was involved in fighting the FROLO-
ZI, SAANC, ZANU, and ZAPU guerilla groups
until 1979, These forces used Soviet and Eastern
Bloc equipment (see Notes on Guerillas). Newly
named Zimbabwe came under black control in
1980,

Rhodesian Weapons: GMGI(MAG):;
LMG11(FAL), LMGIS(L4 Hren); MPL20;
MET2, MRTa(M2), MRTI11(3", MI12a4);
PST2(HP35); RFLS(FAL-R1), RFL7(SMLE),
RFLI11, RFLI1B{SAFM);
SMGT(Uzi, VZ23,VZ25), SMGINL2,5ten),
Rhodesian Yehicles: 1IFV11; MBT15{in 1981);
RCVI1, RCV2, RCV4(ME.2/3).

Motes: Do not use HGN1, HGN2, or RGNIL.
Types other than **G"" are rare.

ROMANIA (SOCIALIST REPUBLIC OF
ROMANIA): Romania is o member of the War-
saw Pact.

Romanian Weapons: FTR1, FTR2, FTR3;
GMGH(PE PEM FPEMS PES), GMGH; LOWIL;
LMG12, LMGIS(ZB26/30-5B30), LMG20,
LMG21; MMGL(SG,5GM); MPL19, MPL20,
MPL22; MRT1, MRTI13; MSL4, PST3(TT33),
PST4(PM); RFLI(AK47 AKM), RFLE(Moisin
Nagant Sniper Rifle), RFL19(5VD),
RFL21{5KS); SMG4(PPShd 1),
SMGT(VZ23,VZ24 VZ25,VZ26), SMG10{M4),
Romanian Vehicles: APC1, APC2Z, APCE,
APCT; IFVA(BTRGOPB-TARTL); LTK4;
MET15(-M77, a 1977 conversion where the en-
gine goes from **53'" to **4"" and the move factor
increases to ‘*16"", and add ‘L’ equipment to
MT7 in 1982 = 7971 points), MBT16(few),
MBT17(in 1979, and add *L"’ equipment in 1982

102 points); RCV3; TDR,

Motes: Do not use HGN1, HGN2, HRG, or any
RGM.

SAUDI ARABIA (KINGDOM OF SAUDI
ARABIA): Despite sending a brigade of troops
during the 1973 Arab-Israeli War and various in-
cidents around the Perzsian Gulf, the Saudis have
largely avoided serious ground fighting during the
period.

Saudi Weapons: GLR2{few), GLR3;
GMG3IMAG), GMG4(M60); LMG15(L4 Bren);
LPL3(carly 30s); MPL7, MPLE(early 80s),
MPL11; MET3, METG(M19), MET11(3",M1),

MRT12{M29); PET2(HP35,M1951);
RELIO(MIGATLY, RFLI1, RFL12;
SMG3{MAC10-%9mm)), SMG8({M12),

SMG 10(Mpi69).

Saudi Vehicles: AAV1; APC4(M113A2); IFV2,
IFV12; LTEl{weapon 25), LTK2, LTKS5;
MBTI(AMXI0S), MBTO(M47), MBT11{M60A3
with ne P egquipment in 1981-1983 = 96
points), MCV3, MCVT, RCVI1, RCV1,
RCV4(Mk.2/3), RCVT; TDRG(weapon 42);
TRE3(weapon 38).

SOUTH AFRICA (REPUBLIC OF SOUTH
AFRICA): South African forces have been con-
tinuously engaged, especially since 1973, against
the Angolans, Cuhans, and SWAPO guerillas
(armed primarily with Soviet weapons—based in
Angola and raiding into Southwest Africal
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Mamibia, although they have also fought battles
with UMITA guerillas in Angola) and ANC gueril-
las (also Soviet armed—based in Mozambigue and
raiding directly into South Africa). See Notes on
Guerillas at the end of this rule section for guerilla
armaments.

Sputh African Weapons: FTR1; GLR2(few);
GMG3(MAG); LCW3; LMGI5(L4 Bren);
LPL&(few-obtained c. 1980);
MMG1(MI1919A4-MG4AA); MPL4, MPLS,
MPLT, MPL21; MRET6, MET11; PST2(HP35),
PST3(Super Star); RFL3(large quantities cap-
wred), RFL4{AR-R4 in 1981), RFLS(FAL-R1);

SMG10(Sten).
South African Vehicles: APC4(MII13A1);
IFV11; LTKl{weapon 16), LTK2; MBT2(-

“Olifant’'-weapon 29 replaced weapon 23 in late
705 = 91 points), MBTHM47—few); RCVI1(-
EIM and EIVM ““Eland’™), RCVZ{-El and IV
“Eland’"), RCV4(Mk.2/3); TRKZ(weapon 31).
Notes: Do not use HGM1, HGM2, or RGMI.
Types other than **G:"" are rare.

S0UTH KOREA (REPUBLIC OF KOREA):
South Korean forees took part in the Vietnam War.
South Korean Weapons: FTRI; GLR2,
GLR3(M203); GMG4(MED); LCW3; LMGIO;
LMGI1(MI14E2), LMGI1E; LPL3;
MMG1(M1919A4): MPLT, MPLB(c. 1980),
MPLI1: MRTE(M2], MRT11(M1),
MRT12(M20); PST1: RFLA(MI1%034A4),
RFL10O(MI6,M16A1), RFL13, RFLI14,
RFLI&(M1 Garand), RFLI19(MI1D M21});
SMG1(rare), SMG2.

South Korean Vehicles: APC4; LTE2;
MBTI(M47), METI0{M48A3 M48AS5 with no
“LP" equipment, but with ““DE™" equipment in
late 705 = 90 points), MBT11{M60AL, MB0A3
without “‘LP"" equipment in carly 80s = 93
points); MCV3; TREK2{weapon 31),
TRE3(weapon 42),

MNotes: Do not use HGN1, HGN2Z, RGN1, or
RGNS,

SOUTH VIETNAM (REPUBLIC OF VIET-
MNAM): The Vietnam War against North Vietnam
and Viet Cong guerillas lasted until 1975, when
South Vietnam was forcefully unified with North
Vietnam to form the United Democratic Repub-
lic of Vietnam (see Vietnam entry). Relatively
little use has been made of the South Vietnamese
weapons and vehicles since 1975,

South Vietnamese Weapons: FTR1; GLRI;
GMG4(MG60); LCW3; LMG10,
LMGI1(MI4E2); LPL3; MMGI(MI191944);
MPL7, MPLI11; METG6, MRT11{M1,M1544),
MRT12(M29): PSTI1, PEST2(MAS1950, HP35);

RFL&(XM177), RFLA(M 1903 A4),
RFLIO(M16,M16A1), RFL13, RFLI14,
RFL13(M]1 Garand M 1949/56),
RFL19(MID ,M21); SMGl(rare), SMG2,
SMGOMATAG).

South Vietnamese Vehicles: APC4(MI1I3AL),
APCS; IFVI12; LTKl{weapon 16), LTK2;
MBT9(M47), MBT10(M48A3 in 1971); MCV3,
MCV7; TRE2(weapon 31).

MNotes: Do not use HGN1, HGN2, RGN, or
RGNS,

SOVIET UNION (UNION OF SOVIET
SOCIALIST REPUBLICS): The Soviet Union
is a member of the Warsaw Pact. In addition to
a number of border “‘incidents™ with China,
Soviet ground forces have been heavily engaged
against the Mujahideen guerillas in Afghanistan
since 1979,

Soviet Weapons: FTR1, FTR2Z, FTR3; GLEL*;
GMG4*(PE,PEKM,PEMS, PES), GMGAH*;
LCWI1*, LCW2%BI10). LMGI12*, LMG20%,
LMG21%, LMG22*; LPLS*; MMG1*(SG,5GM);
MPL19*, MPL20®; MRT1*, MRT13*(M1937);
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MSL4*: PST3I®(TT33), PST4*(PM);
RFLI{AK47, AKM), RFL2*, RFL8*(Moisin Na-
gant Sniper Rifle), RFL19%(SVD), RFL21%(SKS);

SMG4*(PPSh4l), SMGS*(PP543),
SMG11"(APS).

Soviet Vehicles: APC1*, APC2*; FTV3*,
IFva*, IFV5*, IFV6*, LTK4*; MBTI15%,

MBTI16%, MBT17*, MBT18%; MCVI®; RCV3*,
TDR4*,

Notes: Do not use HGN1, HGNZ, HRG, or any
RGN.

SPAIN (KINGDOM OF SPAIN—SPANISH
STATE): Spain is nor a formal NATO member,
but is associated with that erganization.
Spanish Weapons: FTRI, FTRZ;
GMGS(MG42/59); LCW3; LMGIS(ZB26/30-
FAOQS9); LPL3{-C%0); MMGI(MIY19A4);
MPL4, MPL7(-"Instalaza’ -this version has a
penetration of **24""); MRTT*(ECIA),
MRTE*(EICA), MRTIZ*(EICA); MSLI1(lae
T0s), PST3*(Super 5tar); RFL7{Kar28k),
RFL11*(-CETMES58); SMGE*(Z£62.270),
SMGHM1944-DUXS53), SMGL0*(Z45).
Spunish Vehicles: APC4(MII13A1); LTK2;
MBTI{AMX30,AMX30B in carly 80s),
MBT9(M47T,M4TE in late 705},
MBTI0[M48A3 M48AS with “'L"" but no “*P""
equipment = 92 points in 1980),
MEBT11(M60AL), MCV3; RCVI, RCV2;
TDR6&(weapon 42 in 1983); TRE2(weapon 31),
TRE3(weapon 42 in 1983).

Motes: Do not use RGN,

SWEDEN (KINGDOM OF SWEDEN): Sweden
15 officially “*neutral®.

Swedish Weapons: GLRI(HESY-few used);
GMGI(MAG-Model 58); LMGI3(HK21A);
LPL4*; MMGL(M1919a4); MPLS, MPLG;
MRTEMO-60-63), MET12(MO-81-61); MSL2*;
PST2(L35-P40,P1-M39); RFL7(Kar9sk-M38),
RFLE*(M41), RFL11{-AK4), RFL18%(AG41),
SMGH, SMGHMI1944-M37 or M3ISF,.M/45™
**Carl Gustav'").

Swedish Vehicles: APCE*; MBT2{-Serv101 ar
Strv102, weapon 29 replaced weapon 23 and 5"
equipment added in mid 70s = 94 points and “L"
equipment added in 1982 = 97 paints), MBT14%;
TRE3(weapon 42—early 80s).

MNotes: Do not use HGN7 or RGN

SWITZERLAND (SWISS CONFEDERA-
TION): Switzerland is officially “*neutral®’.
Swiss Weapons: GMG5*(SIG50, 51, and 710);
LCW3; LPL3Y; MPLE, MPL10*, MPL12*;
MRTT(HB), MRTS(MO-60-63),
MRTI12(MO-81-61— Minenwerfer 72); MSL2;
PST2(51G210,581G220); RFL7*(G31),
RFL3*(M1935/55), RFL11, RFL20*; SMG6.
Swiss Vehicles: APCA(MIL13AL-SFZ63); IFVT,
IFVE*; LTKIl{weapon 16 or 25-PZ51):
MBT2{ +weapon 20 replaced weapon 23 and 5"
eguipment added in late T0s = %4 points-
PZ55,PZ57, P60y, MBT3, MBTT7(1984),
MBT13*; TRE2(weapon 31).

SYRIA (SYRIAN ARAB REPUBLIC): Syria
has been at war with Israel in 1967, 1973, and
1982, and have been heavily involved in Leba-
non's civil war.

Syrian Weapons: FTR1, FTR2, FTR3;
GMGH(PK, PEM,PEMS,PKS), GMG6&; LCW1,
LCW2(B10); LMG20, LMG2I1, LMG23;
MMGL(SG SCGM); MPLA(lare T0s), MPLI4,
MPL19, MPL20; MRTI, MRT13; MSL4;
PST3(TT33,VZ52), PSTA(PM);
RFLI{AK4T, AKM), RFLS(FAL), RFLEB(Moisin
Wagant Sniper Hifle), RFLI®(3VD), RFLZI1;
SMG4(PP5h41), SMGT(VZ23,VZ25),
SMGI0{M4), SMG1I{APS).

Syrian Vehicles: APC1, APCZ2; IFVS(BMP1),

IFV&(BTR6OPE,BTRE0PK); LTE4;
MBT15(+add ‘L' equipment in 1983 = 79/71
pointsy, MBT16(+ad “1;.“ equipment = B2/91
points in 1963), MBT17(added in late 705 + add
“D6L" = 102 points in 1983); MCV2; RCV3;
TDR4.

NMotes: Do not use HGN1, HRG, RGN1, RGN3,
RGN, or RGNS, ;

TAIWAN (REFUBLIC OF CHIMA): Taiwa
and mainland China have largely restricted their
disputes to verbal exchanges since the early 60z.
Tuiwan Weapons: FTR1; GLR2, GLR3(M203);
GMGA(ME0); LCW3; LMG10,
LMG1I(M14E2), LMGI5(L4 Bren), LMGIE;
LPL3; MMGI(M191944); MPL7, MPLE(late
BOs), MPL11; MRETH(MZ MI19),
MRTI11(3"%,M1), MRTIZ(M29); P3TI,
PST2(HP35); RFLT(M1903, *'Generalissimo’'*),
EFL3M1903A4), RFL10(M16), RFL13, RFL.14,
RFL18(M] Garand), BEFL19(M1D); SMG2.
Taiwan Vehicles: APC4(M113A1); IFVI12ino
weapon  42); LTEK2; MBTO(M4T),
MET10(M48A3); MCV3; TRE2(weapon 31).
Motes: Do not use HGN1, HGN2Z, RGN, or
RGNS,

TURKEY (REPUBLIC OF TURKEY): Turkey
is @ NATO member.

Turkish Weapons: FTR1; GMGS(MG3); LCW3;
LMG10, LMG15(L4 Brenm), LMGI18: LPL3;
MMGI(M1919A4); MPL4, MPL7, MPLIIL,;
MRT2, MRT&(M2), MET11(M1); MSL1; PSTI,
PST2(HP35), PST4*(MKE); RFL7(Kar98k),
RFL11, RFL13, RFL18(SAFN,M1 Garand),
RFL19(M1D); SMGI(rare), SMG2Z,
EMG10(Sren).

Turkish Vehicles: APC4; IFVI12; LTKZ;
MBT6(Leopard1A3 in 19771978), MBT(M4T),
MBTI10(M4EA3 M4BAS in 1981); MCV3;
TDR6{weapon 42 in early 80s); TREZ{weapon
31), TRE3(weapon 42 in carly 80s).

Motes: Do not use HGN1, HGN2, or RGN1.

VIETNAM (NORTH VIETNAM UNTIL
1975 DEMOCRATIC REPUBLIC OF
VIETNAM—UNITED DEMOCRATIC
REPUBLIC OF VIETNAM): Constarmly at war.
The Viemam War, which saw North Vietnam and
Viet Cong guerillas (sume weapons as North Viet-
nam} fighting American, Australian, South
Korean, and South Vietnumese troops lasted un-
til 1975 and was followed by fighting in Cambo-
dia. Cambodia has no separate entry, but has
guerilla forces armed with essentially the same
weapons as the Vietnamese, Various Cambodian
forces fight the Vietnamese and each other. A
major border **incident’’ with China in February
and March of 1979 was largely brought on by
Chinese displeasure with Victnamese actions in
Cambuodia.

Vietnamese Weapons: FTR1, FIR2, FTR3;
GMG4(PK xPKM,Type 67), GMGS;
LCW2({B10); LMG12, LMG20, LMG21(-TUL1);
MMGI(8G,5GM); MPLI14, MPL19(-B40),
MPL20, MPL22; MRT1, MET&(M2-Type3 | and
Type 63), MET13(M1937); MSLA(in late 70s);
PST3(TT33), PST4(PM); RFL1(AK4T AKM),
RFL7{Moisin Magant M1891/30), RFL&{Maoisin
MNagant Sniper Rifle), RFL21(5KS);
SMG4(PPShdl), SMGS, SMGHMATAS-Type
50y, SMG1IAPS).

YVictnamese Vehicles: APC1, APCS,;
IFV6(RTRGOPK); LTK4, LTK&; MBTIS,
MBT21(few); TRE2(weapon 32—in 1972).
Motes: Do not use HGN 1, HGN2, HRG, RGNI,
RGN3, RGN, or RGNS, Use only “*G" for
RGNZ.

WEST GERMANY (FEDERAL REPURBLIC

OF GERMANY): West Germany is a NATO
member.
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West German Weapons: FTR1; GLR3(HEG69);
GMGS*(MG1,MG2 MG3); LCW3;
LMG11(FAL-G1); LPL3; MPL4*, MPLS,
MPL6(carly 80s), MPL15*; MET8(MO-60-63),
MRTI1Z2{MO-8B1-61): MSL1*;
PST2(HP25-P84,P1°,51G2 10 by border guards);
RFL11*; SMG7(Uzi-MP2),
SMGHMI1944-DUX used by border guards),
SMGLO(MA).

West German Vehicles: APCA(MI113A2);
IFV10*; LTK2; MBTH*, MBT7*, MBT9(Ma7
with “*'DE" eguipment), MET10(MA8A3 M4EAS
in 1980—hath have ‘DR equipment); RCV3";
TDRG{weapon 39); TRE2(weapon 31).

Motes: Do not use HGNT or RGN1.

YUGOSLAVIA (SOCIALIST FEDERAL
REPUBLIC OF YUGOSLAVIA): Yugoslavia,
although a European communist nation, 1% not a
member of the Warsaw Pact and has steered for
good relations on all sides, ohtaining weapons
from both cast and west.

Yugoslav Weapons: FTR1, FTRZ, FTR3;
GMGS(MG42/59-M53 **Saruc’"); LOW2*{MB&0),
LOWY: LMGIS(ZB26/30-30J), LMGLE*,
MMGI(8G,8GM); MPL16*, MRT2({-MHZ),
MRT9*, MRTI1{3",M1),
MRTIZ(MO-81-61—M6E),
MRTI3(M1937-BR1); MSL4; PST2(Pl),
PET3I(TT3I3-M54,M57,M65,M704d),
PET4*(M6T); RFL7(Kar98k-M4E),
RFLIS*(M64 A MTO), RFL16%({MB4),
RFL19%(**Zastava''—introduced in 1971),
RFL21(SK5-M39 M59/66); SMGl(rare),
SMG4(PPSh41-M49 M56%),
SMG10{M4-M38/42).

Yugoslav  Yehicles: APCl, APCZ;
IFV(BTRGOPK); LTE4; MBTS(M47 + add
“L" equipment in early 80s = 76 points),
MBT15(+ add “"L"" equipment in early 30s -
79/71 points); MCV2; RCV3; TRK2(weapon 22
or 31), TRE3(weapon 42—in 1981).

Motes: Do not use HGM 1, HGNZ, HRG, RGNI1,
RGN4, or RGNS, Use only *'G" for RGNZ.

NOTES ON GUERILLAS: Guerilla squads
usually lack a really formalized organization,
although the nine-man squad (divided into three
three-man tcams) is the most common. Rifle
grenades are rare, and hand grenades are almost
always “'G°" types. Most Soviet or Chinese-
equipped guerillas will carry HGN3, while most
western-equipped guerillas may carry HGN3 or
HGNS5. HGNE, the **Maolotov Cockrail ', is also
a favorite guerilla wespon. Most Soviet/Eastern
Bloe/Cuban/Libyan armed guerillas use the fol-
lowing weapons: GMG4PK,PEM), GMGS,
LCWI1, LCW2(BLO), LMG12, LMG20, LMG21,
LMG23; MMGI(SG,SGM); MPL19, MPLIO,
MPL12: MRT1, MRT13; PST3(TT33),
PST4(PM); RFL1, RFL3{especially popular in
Africa), RFLT7{various), RFL8, RFL21;
SMG4(PP5h41), SMGT(VZ23-26),
SMG2(FP543), SMG11. Vehicles generally con-
sist of trucks which may carry vehicle weapon 22,
Body armor, NBC suits, and night sights are rarely
found in guerilla units. In addition to the weapons
listed above for the various guerilla groups, any
other pistals or submachineguns could realistically
be substituted for those given, plus any weapons
used by their opponents , which could be added
through capture.



THE OPTIONAL
RULES

INTRODUCTION TO THE
OPTIONAL RULES

The rules of the Advanced Game should be
mastered before trying any of the Optional
Rules. The Optional Rules are just that—
Optional—they can be added to the game
alone or in any combination to suit the
player’s tastes. Each Optional Rule adds
greater scope and detail, as well as additional
complexity to the play of the game. Some
Crptional rules are required for the use of cer-
tain scenarios that use those units, and are
not necessary if those units are not used.
These rules in most cases simply add to the
Basic and Advanced Game Rules, which still
apply unles otherwise stated, New Phases are

- added to the sequence of play when certain
Optional Rules are used. The full sequence
of play for a game using all of these Optional
Rules is printed on the Game Card—simply
ignore the Phases that do not apply to the
rules used in a particular game.

15. MOVEMENT OPTIONS

15.1 JUMPING: A soldier in an Up posture
or in a Stand or Crouch posture in a higher
hex may “‘jump’’ down into the same or an
adjacent hex faced by the soldier for an ex-
penditure of one movement factor. Jumps
must always be down, never up.

15.1.1 JUMP INJURIES: A soldier used
to jump may be injured while doing so. The
controlling player rolls the die, and if the
maodified die number rolled is ** 16" ar more,
the soldier is eliminated. If the modified die
number rolled is **10"" or more, but less than
16", the jumping soldier 15 Stunned. A
maodifier of **+2"" applies to the die num-
ber rolled for each height jumped (calculared
from the soldier’s feet). This is summarized
in the JTUMPING ATTEMPT CHART on the
Game Card.

15.1.2 JUMP IMPACT INJURIES: If a
soldier is jumped intw a hex containing other
soldiers, there 15 a chance that the **jump im-
pact’” will injure a soldier who may be
jumped on. If the hex contains opposing sol-
diers, the jumping soldier must have at least
one remaining movement factor for melee,
if this proves necessary. Jump impact inju-
ries are determined afrer jump injuries are
determined. Then, roll the die once for each
soldier 1n the hex to determine if they are hit,
crossgridding the number rolled with the
column describing the soldiers jumped on
(friend or foe) on the JUMP IMPACT
TABLE on the Game Cards, the results be-

ing as follows:
M.E.: Mo effect. The =oldier is un-
changed.
STUN: The soldier is Stunned.

ELIM.: The soldier is hit and elim-
inated.

15.1.3 JUMP MELEE: After resolving the

jumping, if both sides still have soldiers in

the hex, a normal melee is resolved.

15.2 EQUIPMENT POINT MOYVE-
MENT REDUCTIONS: For every ten
points (see Option 26) of personal and/or
extra equipment carried by a soldier, there
is an additional reduction of one in the sol-
dier's maximum number of movement fac-
tars, For example, a soldier carrying 1-9
points of equipment has ne reduction in
mavement factors, a soldier carrying 10-19
poinis is reduced one movement factor, two
movement factors carryving 20-29 poinis of
equipment, etc. As in 11.2.3, no swimming
with movement reductions.

16. COMBAT OPTIONS

16.1 GRENADE RETURN THROW:
One soldier in a fuse hand grenade’s impact
hex may be used, if desired, in an attempt
to “*scoop it up”” and throw it out of the hex.
The die is rolled for this attempt, and if **2*
or less is rolled the attemnpt is successful. If
successful, the hand grenade may be fired
normally at any target hex for normal reso-
lution. If unsuccessful, the soldier used for
the attempt has a ** —2"" modifier applied for
the blast hit number when the hand grenade
explodes. A hand grenade can be “‘remurned”
only once. Impact hand grenades may not be
thrown back.

16.2 ASSORTED OPTIONAL FIRING
MODIFIERS:

16.2.1 PER IMPULSE OF ADJUSTED
FIRE—ADJUSTING LARGE CREW
WEAPON, MORTAR OR MAIN GUN
FIRE: For each time in succession that a
large crew weapon (LOCW), mortar (MRT),
or vehicle maingun (MGN) is fired at the
same target hex, after the first shot, the die
roll number is modified by ** —2"". This must
be done during successive Impulse Phases for
a side to apply, and does apply for “*A" or
“H"" weapons even if fired at different tar-
get units within the same target hex.
16.2.2 FIRE AT PRONE FROM
ABOVE: When firing “*L"" weapons at a
Prone soldier at least **6°" heights below the
firing height, the die number is modified by
only **+1°" instead of the normal “*+27
modifier for a Prone target.

16.2.3 CONFINED SPACE EXPLO-
SIONS: An explosion in a small confined
arca is more effective than one that occurs
in the open. For any blast hit oumber that
originates  inside (not blasts following
penctrations) a confined space such as a
vehicle, building with roof, bunker, pillbox,
tower, cave, or tunnel the die number rolled
is modified by ** =2,

16.3 WEAPON RELIABILITY—IN-
CREASED FIRE: Weapons can *‘jam’ and
shells can prove to be *“duds’ or fail to ex-
plede or penetrate properly.

16.3.1 RELIABILITY: A “‘reliability
number’’ is listed for all weapons except
flamethrowers on the WEAPON and VEHI-
CLE WEAPON CHARTS. Where split,
these correspond o the types of ammunition
split in the Type columns. When firing, a fir-
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ing roll matching the first number or higher
indicates the possibility of a jam or dud. If
this is rolled (check only the first die rolled
for weapons with a rate of fire of more than
1", roll the die again, If the second num-
ber or more is then rolled, the weapon does
fail to operate properly and causes no hits
or damage, although the movement factors
for firing and the shell itself are stll ex-
pended. For example, a M20 (MPL7) is fired
wsing a G shell, Ifa "0 (10"} is rolled,
there ix the possibility of a dud. Roll again—
ifa "7 or above is rolled, the shell is a dud
and is wasted. NOTE: This rule is very im-
portant when firing ‘"H'" weapons, as these
have a very high failure rate. If players wish,
they may ignore this rule except for firing
“H' weapons.

16.3.2 INCREASED FIRE: The rate of
fire of all “L*" weapons may be increased
up to double the given rates: (a) A rate of
fire of **1"’ is increased to **27"; (b} A rate
of fire of 2" is increased to “*4'"; (¢}
Automatic rates of fire double the number
of bursts (1.e. ““2x3 becomes ““4x3"). If
this is done, the die number rolled is modi-
fied by **+2"" for all shots when firing, and
for rolling for both reliability numbers. In-
creased fire may not be used for written com-
bat orders (see Option 16.5, below),

16.4 SUPPRESSION BY NOMN-
AUTOMATIC WEAPONS: The soldiers in
a target hex may be Suppressed the same as
if automatic fire had been directed at the hex
if the combined number of shots from non-
automatic L'’ weapons at the target hex
during a single Impulse Phase is **3"" ar
more.

16.5 WRITTEN COMBAT ORDERS:
These orders must be secretly plotted on
paper and revealed to the opponent 1o go into
effect. A standard system of notations
(covered below) 1s used for these orders by
all players, so that notations will mean the
same things to everyone when revealed. All
of these orders are plotted during one side's
Impulse Phasc, but apply during the other
side's Impulse Phases. If a number of the
other side’s Impulse Phases come in a row,
the written order, with full rate of fire, may
be applied during each of these Impulse
Phases. If the next Impulse Phase is the
player’s own, the written order is wasted. A
writlen order remains in effect until the next
sequence unit for the plotted side 15 drawn,
at which time the written order must be
renewed (by again using an Impulse) or
crossed off, Surviving opposing target units
may complete their Actions after the wrt-
ten order fire is resolved, although Smins and
the movement factor reduction caused by
Suppression lake elfect immediately. Sol-
diers marked with a status wnit may not be
used for written combat orders, and soldiers
with a written combat order have them can-
celled if the soldier 13 marked with a status
umit.

16.5.1 OPPORTUNITY FIRE: Write
“‘unit number-Opportunity-hex number''.
This is an order for the given unit to use ““op-



portunity fire'" against any opposing units
that cross the line of sight from the unit to
(inclusive) the given hex, up to the limits of
the unit's rate of fire. The line of sight must
be in the weapon's line of sight, or, for non-
turret vehicle weapons, in a possible play.
For example, a notation “‘I1-Opporti-
niry=IC10"" orders soldier *'31"" o use op-
portnity fire against anything thar enrers hex
1C10 or that crosses the line of sight from
the firing hex to hex [CI0. This order ap-
plies for any weapon carried by a soldier. For
example, in the sample above, soldier *'31"'
could be used to fire the major personal
weapen or a grenade, ete, Opportunity fire
may be immediately ‘‘triggered’ when an
opposing unit enters a new hex or crosses a
hexside (move the target unit into the hex be-
vond the hexside before reselving fire) in the
designated line of sight. One, some, or all
of the units in the hex may be fired at, up
1o the limits of the firing unit’s rate of fire
for one weapon, at the firing player's option.
It can continue to be triggered by different
units in different hexes until up to the entire
rate of fire has been used. The plotted play-
er may decide to withhold fire al any time
(hoping for better shots later). When an op-
posing unit crosses the line of sight, the plot-
ted player reveals the notation and resolves
the fire. Firing is resolved normally in the
last hex reached by the target unit or units,
with firing modifiers applied based on the
rarget’s current posture, location, and speed

the player moving must reveal the rest of
the intended move to determine speed).
16.5.2 TRACKING FIRE: Write “"unit
number-Tracking-target unit number””. This
is an order for the given unit to use *‘track-
ing fire’” against a specific target unit. This
rule works similar to opportunity fire, except
that only one target unit is nominated. The
plomed target unit must be in a hex into which
the firing unit could have fired, even if there
would have been no chance for a hit. Track-
ing fire is riggered if the target unit expends
movement factors and remains a legal
rarget—if the target unit moves into a blocked
hex, out of range or firing are, or does not
expend movement factors, no tracking fire
can occur. Tracking fire may be announced
at any point in the target unit’s move (obvi-
ously, when the plomed player feels that the
best shot is available), at which time the
notation is revealed and the fire is resolved
normally.

16.5.3 SWEEPING FIRE: Write '‘unit
number-Sweep." This is an order for a given
unit (which must be an ‘L' weapon that has
an automatic rate of fire that can be used) o
use ‘‘sweeping fire'" against any opposing
units that expend movement factors in a hex
in the unit’s firing arc, Sweeping fire is trig-
gered by opposing units expending move-
ment factors in possible target hexes. One
murst, up to the limits of the rate of fire, may
be directed at each target hex where the
sweeping fire has been triggered. Any auto-
maric fire weapon may be fired into these
different hexes when sweeping fire is used.
Each firing is resolved nurmalF , excepl that
any “‘hits”" count only as a Suppression in

the target hex. The notation must be revealed
when used.

16.6 PINNED AND INACTIVE STA-
TUS: If this option is used, for any already
Suppressed soldier which is again Sup-
pressed, the status unit is adjusted to show
that the soldier is “*Pinned"’. For any already
Stunned soldier which is again Stunned, the
status unit 18 adjusted o show that the soldier
is *‘Inactive’. Also, at the end of an Impulse
Phase, a player's Inactive units arc adjusted
to Stunned, Stunned units are adjusted to
Pinned, and Pinned units are adjusted to Sup-
pressed, adding extra steps. Pinned units are
also immediately marked as Prone, if not al-
ready in that posture. Pinned soldiers have
their available number of movement factors
reduced by twa, and for firing, the die num-
ber rolled is modified by **+2"". Inactive
soldiers are treated the same as Stunned
soldiers.

16.7 OPTIONAL WEAPON AND
EQUIPMENT RULES:

16.7.1 OPTIONAL FLAMETHROWER
RULES (FTR): Flamethrowers (both thosa
carried by soldiers and those on vehicles) are
“F"" weapons whose long stream of burn-
ing fuel affects not only their impact hex, but
also all hexes along the line of sight from the
flamethrower to the impact hex. These line
of sight hexes are considered o be a
flamethrower's blast zone hexes. The
penetration number for flamethrowers also
applies in all blast zone hexes where a hit is
possible, as well as in the impact hex. A
"' +5"" modifier applies to the blast hit num-
ber die roll in all of these blast zone hexes.
As with the impact hex, alf parts of a blast
zone hex are hit (unless totally blocked), but
no smoke is produced in blast zone hexes
unless a Fire is started (see Option 21). A
typical blast zone diagram for a flamethrower

is shown below:
NE~QF SIGHT

Vehicle flamethrowers may be fired any
number of times during a game. A Molotov
Cocktail hand grenade (HGNA) still affects
only the impact hex.

16.7.2 OPTIONAL NIGHTSIGHT
RULES (NST, PNS):

16.7.2.1 NST: These nightsights operate as
given in the Advanced Game Rules (see
12.4.7), but automatically improve visibil-
ity to Condition “*1"" only in strictly Night
conditions. In Raining, Snowing, or Fog
conditions combined with Night conditions,
vigibility is increased by only one Condition
(ie., from Condition **3"" to Condition **2°",
or from Condition “*2"" to Condition **1"").
16.7.2.2 PNS: These nightsights operate as
given in the Advanced Game Rules (see
12.4.7), and, when used with a smoke hex
or hexes in the line of sight, the firing modi-
fier is reduced by one from **+2/+3" to
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e ]f+=2" per smoke hex, Also, when fir-
ing at a target unit that has used a NST dur-
ing the current Turn, a ** —2'" firing modifier
applies as a NST can be detected by a PNS.
16.7.2.3 COMBINED INSTRUMENTS:
No weapon may have more than one night-
sight of the same type installed, although it
may have both a nightsight and a scope, one
nightsight of each type, or one nightsight of
each type and a scope (all of these are actu-
ally combined instruments). All modifiers
and effects apply when firing a combined in-
strument, but only one type of nightsight may
be used at one (ime—the player must an-
nounce if a NST or PNS is being used for
a given firing Action.

16.8 EXTRA MAJOR PERSONAL
WEAPONS: Soldier units with a major per-
sonal weapon that 1s a LMG, FTR, GLR (ex-
cept those attached to rifles), MRT, MMG,
or MPL may be automatically considered to
also carry a pistol, which can be fired instead
of the other weapon. If Option 26 is used,
instead of a pistol, soldier units with a MPL
of B0mm or less may also carry a rifle or sub-
machinegun as “‘extra equipment’. The
extra weapon is purchased as extra egquip-
ment at its usual point value at the start of
the game, or may be acquired during the
game.

16.9 STANDING BEHIND ““2** HEIGHT
COVER: Any soldier Standing behind “*2*"
height cover (in & hex with a **2"" height
fence, deep foxhole, ete., or 2" height
defilade cover—see Option 23.4) gets an ad-
ditional **+1"" modifier when fired at or
against blast hit numbers. This rule gives a
Standing soldier the same (*"+2"") total
modifier behind *‘2"" height cover as a
Crouching soldier behind **1°" height cover
{**#1"* for cover, **+1"" for Crouching).

17. MULTI-PLAYER RULES

This game lends itself well to play by more
than one player per side. The presence of
more than one player on one or both sides
allows some additional realism to be built
into the game. A number of scenarios feature
or can be expanded to more than one squad
per side, and these scenarios are all suitable
for multi-player games. This section containg
some suggested rules for use with more than
one player per side.

17.1 ASSIGNING UNITS: Decide which
plavers on a side will control which squad
or squads. Plavers may control only the units
they command. No other player may perform
Actions or handle die ralls for that player’s
units, Each player should select one soldier
(the highest ranking one available—usually
a squad leader) as a "*personal unit”’. A per-
sonal unit represents the plaver’s personal
command presence on the mapboard, A per-
sonal unit may not be replaced il climinawed
during a game. :

17.2 PLAYER VOICE COMMUNICA-
TIONS: Players may communicaie per-
sonally only if their personal units are within
a five hex range of each other with an un-
blocked line of sight between. No voice com-



munications are possible with **buttoned””
vehicles, unless open-topped or with 0" top
armor basis or by radio or phone. The
plavers on a side should meet to discuss a
common strategy before the game begins,
After the game starts, no talking about the
game is allowed unless they can *‘commu-
nicate’" under these rules. Communicating
expends no movement factors {also see Op-
tions 18.2.4, 18.3.1, 20.2, and 20.3).
17.3 SEQUENCING PLAYERS: For
multi-player games, rotate the order in which
the players perform their Impulses from Im-
pulse Phase to Impulse Phase. For example,
in a game with three players on a side, player
A" would perform all Impulses for his unit,
then player “"B", and finally player "'C"".
During the next Impulse Phase for thar side,
the order would be “'B'', “C"', “A"", and
O, AN, VB for the Impulse Phase after
that, etc..

18. THE UMPIRED GAME—
SIGHTING RULES:

This Option reguires the services of an extra
person who will play for neither side, but will
serve as “‘Umpire’” and run the game. The
Multi-Player Options (17) work well used in
combination with these rules. This section
presents a few suggestions for the Umpire
in running such a game; many other ideas
will present themselves as Umpires gain ex-
perience. It should be pointed out to those
who have never played this way that being
an Umpire can be surprisingly enjoyahle.

18.1 GAME SETUP: The Umpire sets up
the maphoard, determines the scenario, etc.
If a secret point selection of forces (see
Option 26) is used, the opposing players are
not even aware of the size or quality of the
other side’s forces. Separate the players so
that they are out of sight of each other. Each
player needs a copy of the game, and the
Umpire needs another copy. All copies
should be setup identically. This Option
works beautifully if all participants have a
copy at their homes, and the game is played
by telephone. The Umpire's copy of the
game will display all information and all
units for both sides. The player's copies will
display only their own units, plus any infor-
mation about other units that is supplied by
the Umpire. If desired, the Umpire may kecp
the locations of some or all of any defensive
units secret from the amtacking side until they
are “‘seen’’, but definitely keep the locations
of “‘unseen’’ soldiers and weapon units
secret.

18.2 UMPIRED SIGHTING: The game is
played normally,although all information
must go through the Umpire. A/l units of
both sides are complerely hidden, and are
reported to the appropriate player or players
when sighted. Only the Umpire knows ex-
actly where all units of both sides are located,
and what types of units they are. Use the
sighting rules given below to determine what
is sighted and should be reported to the
players.

18.2 UMPIRED SIGHTING: The game is
played normally,although all information
must go through the Umpire. Al units of
both sides are completely hidden, and are
reported to the appropriate player or players
when sighted. Only the Umpire knows ex-
actly where all units of both sides are located,
and what types of units they are. Use the
sighting rules given below to determine what
is sighted and should be reported to the
players.

18.2.1 SIGHTING ATTEMPTS: To
‘‘see’’ something on the mapboard, another
unit must be used to “‘sight’’ it. A unit must
be “‘seen’” before it can be shot. *'Sighting
attempts’’ may be made to *‘see’” other unils.
Sighting attempts are Actions that expend
one movement factor, and are handled simi-
larly to the firing procedure for *'L°
weapons, only the units are *“seen”, not hit
by fire, The hexes being sighted must be in
the firing arc and in an unblocked line of
sight from the unit used for the sighting at-
tempt. One sighting attempt by one soldier
may include ail hexes in the firing arc that
reguire no “*+ " sighting modifiers due to
terrain, or up o three other hexes in the fir-
ing arc that do require ** 4+ °* terrain sighting
modifiers plus all non ** +"" hexes in the line
of sight to the chosen three hexes. The limi-
tations on sighting inside buildings still apply
{see 12.1.6). One soldier may be used to
make as many sighting attempts as movement
factors permit. The same (in case an earlier
attemnpt missed) or different hexes may be the
target hexes during each sighting attempt, as
announced by the controlling player.
18.2.2 SIGHTING PROCEDURE: The
Umpire handles the die rolls necessary o
resolve sighting attempts. Roll the die once
for each sighting attempt in a target hex that
contains anything, and consult the SIGHT-
ING CHART on the Game Cards. Crossgrid
the range in hexes with the appropriate line
on the chart, depending on the Observation
Conditions (given in the scenarios—this is an
indication of visibility based on weather and
time of day) and the type of unit used for the
sighting attempt (either a “‘buttoned’’ vehi-
cle (see Option 19.4.2) or “‘normal”™ = any-
thing else) to find the “*sighting number™".
Roll the die; if the sighting number or less,
with modifiers, is rolled, the units in the tar-
get hex are “‘seen’’. The units that can be
“‘seen’’ include soldiers, vehicle, weapon
units, and any ‘‘secret’” defensive units. All
modifiers on the FIRING, BLAST, and
SIGHTING MODIFIERS CHART with an
8" apply 1o these sighting attempts. The
Umpire reports the results to the player. Of
course, the Umpire does not have to reveal
if the reason that nothing was “‘secen’’ was
because there was nothing there or if a die
roll indicated a miss.

18.2.3 DEGREES OF OBSERVATION:
At the bottom of the SIGHTING CHART is
the Exact Information line. When a sighting
attempt is made, if the modified die roll num-
ber is the number found on this line or less
and the sighting attempt is successful, the
Umpire gives exact information to the player
with the sighting unit— the nationality, types
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of major personal weapons and/or weapon
units, numbers, postures, directions, facing,
visible equipment (BNC, BPD, CBX, LPL,
NBC, NST, PNS, RDO, SCP, and/or SHG),
efc. of all units in that hex (leaders cannot
be differentiated from other soldiers). If the
modified die roll number is more than the
exact sighting number, but the attempt was
still successful, the Umpire merely indicates
that **something’’ is there (the player should
note the hex number for later reference). If
desired, allow players to “*see’” mine loca-
tions and/or trip wire hexes if half (round
fractions up) of the exact information num-
ber or less 15 rolled.

18.2.4 SHARING AND DURATION OF
SIGHTINGS: Once a soldier does “*sec'’
something, this information can be automat-
ically **shared’” with all other squad mem-
bers within voice, phone, or radio
communication range of the soldier used for
the sighting attempt. All of these soldiers
now also “‘see’’ the hex, and can in turn
“*share’’ the information with other squad
members within their voice, phone, or radio
communication range, cte. Information may
not be shared to or from a buttoned vehicle
{unless open-topped or with **0"" top armor)
unless phone or radio communications are
possible. Soldiers that later move close
enough may then also have the sighting in-
formation shared, Sighting information may
be shared with members of other squads only
by leaders. Thus, it can be seen that sight-
ing information can usually be rapidly shared
with a large number of soldiers. These unils,
as long as they maintain an unblocked line
of sight and firing arc to this hex will be ahle
to “‘see’’ any new units that enter that hex
(if the degree of observation gives informa-
tion that exact), and will be able to “'see’’
where units from that hex move (unless the
move is to a totally blocked hex). The Um-
pire may wish to keep notes to keep this
straight. Sharing sighting information
expends no movement factors,

18.2.5 BLIND FIRING: L' weapons
may be fired at hexes where nothing has been
“*seen’’, but have no chance of scoring hits.
Any hits scored (if there are any soldiers
there) count only as Suppressed. ““A" or
“H™" (unless used as “*(G"") weapons may not
hE ﬁi’ﬁd i.!'l 'LhiS Wﬂ.}", ﬂ-“d EII:H’ “F”, ILGH,
or ““W" weapons may be fired at such hexes
with no penaltics, although, of course, if
nothing is there, nothing can be hit.
18.2.6 SIGHTING MODIFIERS: In addi-
tion to normal modifiers, some die roll modi-
fiers apply only to sighting attempts.
18.2.6.1 USING BINOCULARS: A
“=2"" modifier applies to a sighting die roll
number if the soldicr making the sighting
atternpt has binoculars,

18.2.6.2 ANY HEX FIRED DURING
PREVIOUS IMPULSE PHASE: A **=3"
modifier applies to a sighting die roll num-
ber if the hex being sighted fired during the
previous opposing Impulse Phase and the fir-
ing unit is still in that hex.

18.2.6.3 TARGET UNIT IS A VEHI-
CLE: A **—2" modifier applies to a sight-
ing die roll number if the hex being sighted



contains a vehicle. This applies only to sight-
ing the vehicle, not to sighting other units
in the hex.

18.2.6.4 MOVEMENT MODIFIERS: All
=" modifiers on the MOVEMENT
MODIFIERS CHART become ** =" mocdi-
fiers for sighting attempts.

18.3 GENERAL UMPIRE SUGGES-
TIONS: The Umpire has a lot to do, and
must be skilled with the rules, tactful, and
able to use imagination in many situations,
After some experience in the role, Umpires
should be able to augment the suggestions
here with diabolical ideas of their own (only
they will not be in this rulebook for the
players to look up)! Keeping the players
guessing is part of the enjoyment of being
the Umpire. The Umpire should handle afl
drawing of sequence units and die rolls, and
report the results back to the players.
18.3.1 PLAYER COMMUNICATIONS:
All player communications should go
through the Umpire, who will forward them
the appropriate player or players.
“Garbled™ or “‘jammed’’ radio messages
can be simulated by the Umpire writing each
message on a slip of paper, then rolling the
die. If & **1"" or **2"" is rolled,the message
= ““garbled"’, and the Umpire should fold
it twice, then tear it in half, reading only what
sl appears on one half to the player to
whom the message was sent.
18.3.2 DIE ROLLS: The Umpire should
secretly handle all dice rolls, and should not
reveal exact results to the players unless exact
information is in effect in the target hexes.
All players should be kept somewhat in the
dark as to the enemy losses and, in multi-
player games, the losses in other friendly
sguads.

19. VEHICLE OPTIONS

Wehicles require crews of soldiers to oper-
ate them. Necessary information is found on
the VEHICLE CHARTS, VEHICLE
WEAPON CHARTS and Game Cards.
Players will find that vehicle units can be ex-
memely powerful—a typical tank can lay
Zown more firepower than an entire infan-
ry sguad. However, they are also very vul-
nerable. The ranges used in this game are
much closer than what are considered to be
optimum fighting ranges for most vehicles,
and even the most heavily armored are in
constant danger from infantry counter-
measures.

19.1 INTERPRETING THE VEHICLE
AND VEHICLE WEAPON CHARTS:
These charts display most of the individual
information needed to use vehicles in a game.
Obviously, these charts are not exhaustive,
but do cover the more common vehicles.
19.1.1 TYPE UNIT: This is the type of unit
counter to use to represent the vehicle on the
mapboard.
LGV: Large vehicles. Large wehicle
units are used to represent all large vehi-
cles (over about 15 feet in length), regard-
less of the pictures on individual units
(these are only decorative).

SMV: Small vehicles. Same as large
vehicle units, only these represent vehi-
cles small enough to fit in one hex.

19.1.2 FUNCTION: This describes the
vehicle's major intended use. Each vehicle
is also numbered for identification. This let-
tering and numbering system is used to set
up scenarios, rather than listing the full
names, These are dentified as follows:
AAV: Anti-Aircraft Vehicle. Carries an
anti-aircraft weapon that is also useful
against ground targets.
APC: Armored Personnel Carrier. Used
primarily to transport troops to and from
the battlefield.
FTV: Flamethrower Vehicle. A vehicle
armed with a large flamethrower.
IFV: Infantry Fighting Vehicle. Similar
to an APC, but uwsually more heavily
armed and armored. Firing ports are
provided to allow passengers to fight from
inside the vehicle.
LTK: Light Tank. A small, lightly
armored tank.
MRBT: Main Battle Tank. A powerful,
heavily armed and armored tank.
MCV: Mortar Carrier. An APC or IFV
modified to carry a montar in the vehicle's
rear compartment. The mortar can be
fired through an open top or a large open
roof hatch.
RCY: Reconnaissance Vehicle. A fast,
lightly armed vehicle intended more for
scouting than for fighting.
TDR: Tank Destroyer. A vehicle
primarily intended to destroy other vehi-
cles, particularly tanks.
TRK: Truck. Basic wheeled transpor-
tation.

19.1.3 WEAPON NAME: A name desig-
nation for the vehicle.

19.1.4 MOVEMENT: The columns in this
section provide information for moving the
unit.

19.1.4.1 TRACTION: This tells the type of
locomotion used by the vehicle. The traction
listed here determines the column used on the
VEHICLE MOVEMENT FACTOR EX-
PENDITURE CHART for performing Ac-
tions with the vehicle. These are as follows:

W:  Wheeled vehicle with single
axle drive,

MW: Wheeled vehicle with multi-axle
drive.

T: Fully tracked vehicle.

19.1.4.2 MOVE FACTOR: For vehicles
this gives the maximum number of move-
ment factors available to that vehicle during
an Impulse Phase. If there are two numbers,
the vehicle is amphibious. The left number
is its movement factor on land, and the right
number 1% its “‘amphibious movement fac-
tor'" used in water hexes.

19.1.4.3 CLIMB/FORD: The left number
is the maximum number of heights of a hill
or depression hexside through which a unit
may be moved. If the height of a hexside ex-
ceeds the given number, the unit may not
cross the hexside. For example, APC2 has
a climb number of 2", [fa hexside is *'3"
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ar more heighrs, this vehicle may not cross
that hexside. The right number gives the
meximum depth in inches of water that the
vehicle may ford. Deeper water may not he
entered. If **A’" appears, the vehicle is am-
phibious, and may be moved through water
of any depth.

19.1.4.4 TURRET TURN: This is the
maximum number of hexsides that the vehi-
cle’s turret can be turned during any single
Impulse Phase. Vehicles without a number
have no turret, and the entire vehicle must
be turned to reface the gun. When setting up,
place a turret unit on top of a vehicle unit—
this can be turned to show the turret facing
during the game. On large vehicles, place the
turrel unit in the front hex if there is a for-
ward turret and in the rear hex if there is a
center or réar turret.

19.1.4.5 WEIGHT: This is the umnit's
weight, rounded off to the nearest ton.

19.1.5 TARGET SIZE MODIFIER: This
is a die roll modifier to use when firing “*A""
or ““H' (used as armor piercing) weapons
at vehicles.

19.1.6 VEHICLE HEIGHT: This is the
height of the vehicle. Many vehicles show
two heights—usually this shows both the
height of the vehicle's wrret top (the largest
number) and the height of the top of its hull.
For example, "3/2"" indicatex that the rap
of the turrer is **3"" heights high and the rop
of the hull is "'2"" heights high. If the letter
“T"" appears, it shows that the vehicle has
a turret, but it is of the same height as the
hull (actually, it"s slightly higher, but not
enough to matter). Other vehicles with only
one height listed have no turret,

19.1.7 ARMOR BASIS: This gives the ef-
fective resistance to penetration from vari-
ous angles. “*0"" indicates no armor. The
armor basis numbers work the same as ter-
rain value numbers (sec 12.3) when hit. The
ARMOR BASIS DIAGEAMS on the Game
Cards show the directions to which each
armor basis number applies. Armor basis
directions are identified as follows:
F: Front armor on a vehicle.
FS: Front-side armor on a vehicle.
RS: Rear-side armor on a vehicle.
R: Rear armor on a vehicle.
T: Top armor on a vehicle. This is used
for fire from any angle if the firing unit
15 on top of the vehicle, is in another hex
but at least “*6"" heights higher than the
maximum target unit height, is an “H"
rifle grenade (these have a higher trajec-
tory than most) or an *“H"' hand grenade,
orisa *F", G, or ©*W" weapon that
is determined to land on top of the vehi-
cle (see Option 19.3.1.1). “*Open-lop™
vehicles (those not completely covered
with a roof) have a letter given for their
top armor basis—this letter indicates the
size of the opening (see Option 19.3.1.2)
to determine if shells go through the open-
ing or hit the top armor, Top armor (when
a shell does not pass through an opening
it hits the top armor) for vehieles with a
letter 15 always 2",



B: Bottom armor. Used against mines.
TREK: Track (or wheel) armor. Used
against mines and for all other hits on this
part of a vehicle.

19.1.8 SPECIAL EQUIPMENT: This in-

dicates what special equipment the vehicle

carries, as identified below:
D: SMOKE PROJECTOR: These are
actually small multi-harrelled mortars that
fire smoke shells to the vehicle's or (if
present) turret’s front firing arc. They are
fired like firing smoke shells from
mortars, although the vehicle is nor re-
stricted from other movement factor ex-
penditures when these are fired. The hit
number is **3"", and the target hex must
be exactly 6 hexes from the firing hex.
The rate of fire may be up to the number
following the “*D"", each of which may
be fired at a different hex. The number
following the **I3"" is also the maximum
number of times it can be fired during a
game. Mo reloading is allowed after that
number have been fired. Make notes as
these are fired.
E: SMOKE GENERATOR: These dis-
charge smoke from the vehicle’s rear hex
{the smoke is caused by the engine). Any
hex or hexes entered by the vehicle's rear
hex become and should be marked as
smoke hexes. An unlimited number of
smoke hexes can be created in this man-
ner, but two movement factors must be
expended for each smoke hex created (see
Option 19.2.3.1).
I: INFRAREID: This indicates that the
vehicle has infrared sights. These have the
same effects as NST (see 12.4.7 and
Option 16.7.2.1).
L: LASER SIGHTS: A wvehicle so
equipped has a *' —2"" modifier when fir-
ing “‘A"" or “H'" from its main gun.
N: NBC PROTECTTON: The vehicle 15
equipped to protect its crew and interior
passengers from nuclear, biological,
and/or chemical contaminations (sec
Option 27).
P: PASSIVE NIGHTSIGHTS: These
have the same effects as PNS (see 12.4.7
and Option 16.7.2.2).
S5: GUUN STABILIZER: A stabilizer
keeps a barrel at a constant elevation, and
makes firing the main gun while moving
more accurate. For stabilizer-equipped
vehicles that have expended movment fac-
tors, the line on the MOVEMENT
MODIFIERS CHART above the one nor-
mally used is wsed to determing the move-
ment modifier. For example, if 3-4
movement factars were expended, use the
2 movement factors expended line,
OTHER: Not listed, but found on all
vehicles are a radio (see Option 20.2) and
a telephone (see Option 200.3). All vehi-
cles carrying missile weapons (weapons
36, 38, 40, 42 and 43) also have one con-
trol box included for each gunner/loader
crewman that operates missiles on the
vehicle.

19.1.9 PASSENGERS: Vchicles may carry

other soldiers as passengers in addition to
their crews.

19.1.9.1 PASSENGER CAPACITY: The
listed number is the maximum number of
soldiers, in addition to crewmen, that can be
transported by the vehicle. for some vehicles,
these transported soldiers ride on the hull
and/or turret. I the passenger number is in
bold (darker) print, this indicates that the
soldiers ride inside the vehicle, Passengers
riding inside a vehicle are protected by the
vehicle’s armor (if any). All passengers are
placed to show their location in the appropri-
ate "*Passenger Boxes™' of their Vehicle lay-
out on the Holding Box Cards. 1/3 of the
total number of possible passengers riding
on top of a vehicle may be in any one loca-
tion (i.e. 1/3 on the bow hull, 1/3 on the tur-
ret, and 1/3 on the rear hull) if the vehicle
has a turret, or 1/2 each on the bow and rear
hull if the vehicle has no turret. Round up
all fractions for passenger numbers that do
not divide evenly, although the maximum
averall number on the entire vehicle may not
be exceeded. YVehicles that have a top armor
hasis that is any value but **0°" or a letter,
and carry passengers inside may also carry
additional passengers on top of the vehicle
equal to half (round up odd numbers) of the
number that can be carried inside. If some
passengers are inside at the same time as
others are on the rear hull, make notes as to
which are which.

19.1.9.2 PASSENGER COVER: Pas-
sengers riding on a vehicle with two heights
may, if riding on the hull, use the turret
height as **1"" height of cover against fire
coming from the direction opposite them,
For example, soldiers riding on the rear of
a vehicle have a "'1"" height cover against
fire or blast coming over the front hexside
af their hex, Soldiers riding on the bow of
a vehicle have *'1°" height cover againsi fire
ar blast coming over the rear hexside of their
hex,

19.1.9.3 PASSENGERS OPERATING
VEHICLE WEAPONS: Open or shield
weapon positions (C, E, F, G, H, or L) may
be operated by passengers on top of the
vehicle if their height matches the weapon’s
height.

19.1.10 CREW POSITIONS AND
FUNCTIONS: Soldiers representing vehi-
cle crewmen are placed in “'Crew Boxes™
on their Yehicle Layouts of the Holding Box
Card. The crew numbers given in the
VEHICLE CHARTS identify the Crew
Boxes that are to be occuppied and used in
the Vehicle Layout. For example, the M551
“Sheridan’' (LTK3) crew positions are *27",
@t 1Y, and V12", and the soldiers used

as crewen are placed as shown:
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iy the numbered crew positions specifi-
cally given for an individual vehicle are used
for the vehicle—all others are ignored and
may not be used. Use the **Reduced™™ Vehi-
cle Layouts for vehicle crews of 1-3 crew-
men, and use the “*Full"* Vehicle Layouts for
any size crews, especially larger crews.
Make a written note during setup of which
Wehiele Layout letter represents which
vehicle number. Note that most vehicle guns
firing anything but *‘L"" are essentially crew
weapons with a lwo-man crew (gunner and
lpader)=—if one of these is lost or otherwise
occuppied, an extra Impulse Phase of load-
ing is required, as with other crew weapons.
When separate loading is required for a
weapon due to the unavailability of either the
weapon’s gunner or loader, the remaining
gunner or loader may be used to perform the
separate loading, and, on a later Impulse, the
firing of the weapon. Crewmen listed as
“GNL" (gunner/loader) can both load and
fire during the same Impulse Phase—no
separate loading is required unless the
weapon's rate of fire requires it. Abbrevia-
tions in the Crew Boxes indicate what can
be done by a soldier in that position. Alter-
nate positions are available in some vehicles.
For example, in MBT!4, crewmen | and 3
are both able to act as gunner/loader for the
main gun in position B. The controlling
plaver mayv decide which to use when the
main gun is fired. A limited number of func-
tions (separated hy **/*") may be preformed
in each Crew Box, and only ene of these dur-
ing any one Impulse Phase, as explained
below:
CREW BOX 1: DRVR-5GN/B GNL:
This crewman is the vehicle’s driver
(DRVR), operates the smoke generator (if
any—S8GN}, and also loads/fires any bow
or fixed forward weapons (B GNL). There
must be a driver crewman in order for the
vehicle to be turned in place or enter a
new hex. The weapons may only be fired
during an Impulse in which the crewman
15 not needed as a driver (i.e. no turns in
place or new hexes entered). This crew-
man may operate the smoke generator (if
present) while acting as driver, but not
while used to fire the weapons.

CREW BOX 2: DRVR-SGN: Same as
Crew Box 1, only this crew position does
not Operate any Wweapons.

CREW BOX 3: B GNL/LM GNL: This
crewman (depending on the weapons
present) either loads/fires any bow or
fixed forward weapons (B GNL) or
loads/fires any rear mounted weapons
(LM GNL).

CREW BOX 4: CDR/SPJ: If the vehi-
cle has a leader (CDR = commander),
this should be that soldier's position. IT
there is a smoke projector (SPI), this
crewman may fire it.

CREW BOX 5: F GNL/N GNR/RD(O:
This crewman (depending on the weapons
present) cither loads/fires any left side
mounted weapon (F GMNL), fires any
mortar (N GNR), or is an extra crewman
(usually the radio man = RDO).



CREW BOX 6: G GNL/N LDR/
RDRVR-SGN: This crewman (depend-
ing on the weapons present) either
loads/fires any right side mounted weapon
(G GMNL), loads any mortar (N LDR), or
ig the rear driver (RDRVE), if neither
gun is present on the vehicle. Any vehi-
cle with a rear driver may ignore the
“double if backing™ movement factor ex-
penditure {see Option 19.2.7.1) when
moving in reverse. A rear driver may
operate the smoke generator (il present)
while moving in reverse.
NOTE: Crewmen 1-6 are all located in a
vehicle's hull (on large vehicles, 1-4 are in
the front hull, and 5-6 are in the rear hull).
Crewmen 7-15 are all located in a vehicle's
rurrer.
CREW BOX 7: ACDEJK GNL/SPJ:
This crewman (depending on the weapdns
present) loads/fires any turret (A or K),
forward mount (C, D, ar E), or coaxial
(1) weapons. If there is a smoke projec-
tor (SPJ), this crewman may fire it. This
crewman may operate a weapon or the
smoke projector, but not both during the
same Impulse Phase.
CREW BOX 8: AK GNR/HL] GNL/
SPJ: This crewman is used to fire the
main tarret weapon (A or K) and, also,
15 the crewman who loads/fires the coax-
ial and turret top weapon (HIT) or smoke
projector (SPI), if any are present on the
vehicle. Firing the main weapon may be
done every Impulse Phase, if the
weapon’s rate of fire allows and if a
loader (Crew Boxes 10 or 11) is also
available, as a gunner and a loader
together make up a complete crew for a
normal rate of fire.
CREW BOX 9: AK GNR/J GNL/SP]J:
Same as Crew Box 8, only this crewman
does not operate the H or I weapons,
CEEW BOX 10 AND 11: AK LDR/HI
GNL/SP] AND AK LDR/SP]: These
crewmaen are loaders (LDR) that are used
with a gunner {Crew Boxes 8 or 9) on
crew served weapons, and may also be
used to operate other weapons, as given,
if these are present,
CREW BOX 12, 13, AND 14: CDR:
These crewmen are all commanders
(CDR)—if the vehicle has a leader, this
should be that zoldier’s position. They
differ only in what weapons they may be
used to operate. Nole thal crewman 14 is
an alternate crewman who may Serve as
a gunner (GNR) if crewman 9 is unavail-
able or as a gunner/loader (GNL) if crew-
men 7 is unavailable.
CREW BOX 15 OR CREW BOX I
AND II: On the Full Vehicle Layouts,
Crew Box 15 varies from vehicle to
veehiele, and the functions are explained
in the VEHICLE CHART nates. (On the
Reduced Vehicle Layouts, ong of the
Crew Boxes is always crewman 1 or 2,
whichever the vehicle requires, and Crew
Boxes *T" and 1" are used to represent
whatever crew positions are necessary to
complete a particular vehicle's crew.
Crew Box [ should be the lowest number
of these, and Crew Box II should be the

highest. For example, on a RCV2 (Crew-
men 2, @, 11), Crew Box I should
represent Crew Box 9, and Crew Box IT
should represent Crew Box 11,

19.1.11 VEHICLE WEAPONS: The Ve-
hicle weapons are listed as numbers which
match corresponding numbers on the VEHI-
CLE WEAPON CHARTS. For example,
weapen 9 iy the ""M242 Bushmaosier
{25mm)"". The information for all vehicle
weapons is found here, working exactly like
the WEAPON CHARTS except that unneed-
ed columns are deleted, and there are
columns for different types of ammunition
(on¢ column for “*F**, **G"", or “W"", one
for **A"" and **L"", and one for “*H""). The
“BL"" column is for blast hit numbers, and
the “PY"" column is for penetration num-
bers. All vehicle weapons are considered to
have unlimited supplies of ammunition of all
types available. The first weapon listed on
the VEHICLE CHARTS for a vehicle is the
““main gun’ {MGN) to which subsequent in-
formation on the chart refers. In some cases,
where Weapons are Very numerous, a nota-
tion such as 3= 39*" is used to show that
there are five identical weapons grouped
together. Any weapon listed with a ***"" in-
dicates thal the weapon can be fired by a
Crouching crewman (ie. from inside the ve-
hicle) but must be loaded by a Standing crew-
man (i, one with a open hateh, exposed
outside the vehicle).

19.1.12 VEHICLE WEAPON POSI-
TIONS AND RULES: The letters denoting
weapon positions correspond to the numbers
in the Vehicle Weapons colomn which
denote the weapon names. For example, if
the weapaons listed arg *'9, 1" and the posi-
tions listed are "'A, TV, weapon ""8°" s in
position A" and weapan **1'" iz in posi-
tion "J . For multiple identical weapons, a
notation such as “‘5xA" is used to show
these mountings. These positions are iden-
tified as follows:

A:; FORWARD TURRET: A turret
located near the front or bow of the vehi-
cle. In the front hex of a large vehicle.
B: BOW/FIXED FORWARD: A
weapon mounted on the front or bow of
the vehicle hull. In the front of a large
vehicle.

C, D, OR E: FORWARD: A weapon
mounted in an open mount (C), in a
cupola or remote mount (D), or in a
mount protected by a shield (E), located
near the bow of the vehicle. In the front
hex of a large vehicle.

I OR G: SIDES WITH SHIELD: A
weapon protected by a shield located
towards the center or rear on the left (F)
or right ((3) sides of the vehicle. In the
rear hex of a large vehicle.

H OR I: TURRET TOP: A weapon
mounted in an open mount (H) or in a
cupola or remote mount (T) on top of a
turret. On a large vehicle, located in the
rear hex if the vehicle has a K turret and
in the fromt hex if the vehicle has an A
tarret.
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J: COAXIAL: Mounted beside the main
gun. Must be fired at the same target as
the main gun (if fired) but can be fired
at the same time as the main weapon by
the same crewman (expending two extra
movement [actors). It can also be fired
separately without the main gun being
fired. In the same hex as the main gun on
a large vehicle,
K: CENTER/REAR TURRET: A tur-
ret located near the center or o the rear
of the vehicle. In the rear hex of a larger
vehicle.
L OR M: REAR: A weapon mounted in
an open mount (L) or in a cupola or re-
mote mount (M) located near and facing
the rear of the vehicle. In the rear hex of
-4 large vehicle,
N: MORTAR: A mortar {weapons 20
and 21) mounted to fire through a vehi-
cle’s open top or hatch. In the rear hex
of a large vehicle.
FIRING PORTS: IFV wvehicles have
parenthesis following the weapon position
letters. These denote the presence of **fir-
ing ports’” in the sides and/or rear of these
vehicles, Firing ports are loopholes in
vehicles, They may be used withowt af-
fecting a vehicle’s NBC special equip-
ment, An X" in the first position
denotes firing ports on both sides, and a
**X'" in the second position denotes fir-
ing ports to the rear. For example, "'(X,
=)" indicates a vehicle with side firing
ports but no rear firing ports. (X, X)"
indicares a vehicle with barh. See Option
19.3.9 for the use of firing ports.
NOTE: SHIELDS AND CUPLOAS: A
Shield has an armor basis of 2", A Shield
provides cover only in the direction of its last
play and provides **+1"" cover to fire from
that direction in addition to the ** + 1" cover
provided by standing in a hatch for a total
of **+2"" cover. A Cupola (or remote mount)
weapon offers complete protection in all
directions and above, equaling the vehicle's
top armor basis. THE VEHICLE WEAPON
POSITION CHARTS on the Game Card
shows the information for vehicle weapons
and firing ports, depending on their posi-
tions, as follows:

PLAY: This is the possible firing arcs
inte which the weapons may be fired, in
reference to the VEHICLE WEAPON
PLAYS Diagram. For example, a
Bow/Fixed Forward (B) weapon may be
fired anly into firing arc **1"", or ahead
of the vehicle. Weapons with two or more
possible arcs thal are not mounted in a r-
ret may be considered to be facing in any
desired firing arc by the controlling player
when fired. ELEY/DEPR: These are the
weapon's elevation and depression (see
Option 19.1.13, below), unless given
differently for a main gun.

HEIGHT: This in the height of the
weapon, unless given differently for a
main gun. For example, a Bow/Fixed
Forward (B) position {s “'Mgn. Hi. =1,
or one height less than the height (Ht)
af the main gun (Mgn.). Whatever ihe
height af the main gun, the B weapon is



one height less. A turret top open (H)
position is V. Hr. +17°, or one heighr
morg than the maximum heighr of the
vehicle (V. Hi.).

LGV LOC: Location on a large vehicle.
Which hex the weapon is in on a large
vehicle unit, either **Front’" or **Rear™,
On large vehicles, range is counted from
whichever hex contains the weapon ac-
cording to this chart.

POST: Posture. The posture required by
A CrEWMAN to operate a Weapon position.
NOTES: Some “L'° type weapons are
noted as firing like tripod machineguns
or bipod machineguns. See 12.6.1 and
12.6.2,

19.1.13 ELEVATION/DEPRESSION:
This column gives the maximum elevation
and depression (elevation to the left, depres-
sion to the right) of the main gun. Other
vehicle weapons work according to the same
rules. Depending on a gun's elevation or
depression it may be unahle to hit a hex ar
a different height from the gun's height.
Using the LINE OF SIGHT CHART, cross-
grid the line containing the elevation num-
ber if the target is Afgher than the gun’s
height or the line containing the depression
number if the target is lower than the gun's
height with the column showing the height
difference between the gun and the target.
The highest number found is the minimum
range al which I'iring 1% pussihl!:_ For ex-

ample, a gun with an elevation number of

18" iy to be fired at a farget hex that is
“11'" heights higher than the gun. Cross-
gridding the "I8" line with the 11"
column, the result **4-5"" is found. The tar-
ger hex must be ar leasr five hexes from the
firing gun in order o be hil. A depression
af 0" indicates that the gun may nor be fired
af lower targets.

19.1.14 MGN HEIGHT/LENGTH: This
column gives the height of the main gun off
the ground, needed for checking lines of sight
and elevation and depression, to the left. To
the right, if an **X"* appears, the main gun
has a very long barrel. The gun may not be
faced or turned through a direction where the
adjacent hex contains terrain higher than the
main gun height (the weapon would hit the
terrain). If a **—'" appears the gun is short
and surrounding terrain does not effect its
facing.

19.1.15 ENGINE: This gives the number
or less that must be rolled to start an engine
fire (see Option 21.2.1).

19.1.16 EXITING AND ENTERING
VEHICLES: Passengers that ride on top of
a vehicle must climb up or down whatever
the vehicle's height is to get onto the vehi-
cle (enter) or off of it (exit). Where pas-
sengers amd/or crew ride inside a vehicle, the
height to be climbed to exit and/or enter to
or [rom the fop of the vehicle is defined to
be “*1"" height, regardless of the vehicle
height, if hatches (H) are used. If other
methods of exit or entry are listed, the sol-

diers can go from ground level to inside the
vehicle or vice-versa with no extra movement
factor expenditure. Listed for exiting and en-
tering vehicles are:

Az All round. May exit or enter to or

from any direction with no extra move-

ment factor expenditure.

H: Hatches. May exit or enter only from

the top of the vehicle—must climb up or

down one height to exit or enter.

R: Rear. May exit or enter only directly

to or from the rear of the vehicle with no

extra movement factor expenditure.

5: Sides. May exit or enter only direetly

to or from both sides of the vehicle with

no extra movement factor expenditure.
NOTE: that turret crewmen (Crew Boxes
7-15) must move to or from the turret top
to exit or enter, the hex in large vehicles de-
pending on the turret location, while hull
crewman {Crew Boxes 1-68) move to or from
the hull top to exit or enter, the hex in large
vehicles being front for crewmen 1-4 and
rear for crewmen 5-6. Passengers always exit
trom the rear hex in large vehicles. Soldiers
may exit or enter any vehicle whose move-
ment factor expenditure during the Impulse
Phase does nor exceed the soldiers’s own
maximum movement factor—do not count
Combat Action movment factors expended
by the vehicle towards this total.

19.1.17 INTRODUCED: The year of in-
troducton, if after 19635,

19.1.18 POINTS: The vehicle’s point
value, nor including crewmen, who are
separate. Included in this point value are un-
limited amounts of ammunition for the
vehicle's weapons, a radio and phone, and
control boxes for any missiles carried by the
vehicle, IF there are two point values sepa-
rated by a slash, they correspond to the
vehicles separated in the Weapon Name
column, where the point values are different.

19.1.19 NOTES: Notes are used for clarifi-
cation, information, and special information
ahout specific vehicles. The letters appear in
the charts, with the corresponding notes be-
low each chart. Most of these notes are ex-
plained elsewhere, or are self-explanatory,
but others must be explained here:
19.1.19.1 ALTERNATES: Many vehicles
are available with alternate armaments from
those listed, crew numbers may change,
different special equipment may be available,
and designation for these alternate vehicles
may be different from that of the **standard™’.
These are listed along with any changes in
point values and dates of availability for these
changes.

19,1.19.2 COAXIAL MAY ENGAGE
SEPARATE HEX: If a note indicates that
the coaxial machinegun may engage a
separate hex from the main gun, the
machinegun may be fired at target units in
a different hex (but in the same firing arc)
from the main gun's target hex.

19.2 VEHICLE ACTIONS—INTER-
PRETING THE VEHICLE MOVEMENT
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FACTOR EXPENDITURE CHART: Like
soldiers, during each Impulse Phase each in-
valved vehicle may have movement factors
expended in performing any desired Actions,
which may be performed in any desired order
or comhination. Vehicles have variahle max-
imum numbers of movement factors availa-
ble, as given on the VEHICLE CHARTS.
An amphibious vehicle moving through
water hexes still uses its normal movement
factor, but may expend no more movement
factors entering water hexes than allowed by
its amphibious movement factor. Movement
factors not used to enter water hexes may be
used for any other Actions. Costs for vehi-
cle Actions are listed in the appropriate
columns (depending on the vehicle's traction)
in the VEHICLE MOVEMENT FACTOR
EXPENDITURE CHART. The possible Ac-
tions are discussed below:

19.2.1 ENTER NEW HEXES: A vehicle
unit is moved into a new hex from an adja-
cent hex. Soldiers may be moved through,
but not other vehicles, Speed is indicated by
the use or not of a & unit—s incre-
ments 5", “M", Entéd“F” armd only
with vehicles. The movement factor expend-
iture for entering a new hex depends on the
terrain in that hex and the vehicle's traction.
WVehicles may be backed at a doubled move-
ment factor expenditure (normal expenditure
if there is a rear driver). No vehicles may
enter ditch, block, bunker, or pillbox hexes.
19.2.1.1 ENTER A SMOKE HEX: When
a smoke hex is entered, there is an additional
two movemnent factor expenditure over the
normal expenditure for the terrain in the hex.
19.2.1.2 TERRAIN DESTRUCTION—
BRIDGE CROSSING: Vehicles are too
large to occupy a hex that already contains
a wall, fence, hedge, tower, stump, well,
tree, roadblock, or wire. Therefore, these
features must be “toppled”” (lrees or lowers),
“‘crushed’” (hedge, wire, or double wire), or
“smashed’” (walls, fences, roadblocks,
stumps, or wells) when a vehicle enters these
hexes. Some vehicles are prohibited (**P*")
from entering certain hexes, as noted on the
VEHICLE MOVEMENT FACTOR EX-
FENDITURE CHART, and are unable to
perform some of these Actions. In addition,
not all bridges are strong enough to support
all vehicles.

19.2.1.2,1 TERRAIN DESTRUCTION
PROCEDURE: Consult the VEHICLE
TERRAIN DESTRUCTION TABLES on
the Game Cards. The terrain in the hex is
automatically destroyed, but the wvehicle
might also be damaged. To see if the vehi-
cle is damaged, crossgrid the largest terrain
value in the hex with the vehicle’s weight in
tons to find the “*damage number®”, and roll
the die. If the die number rolled equals or
is less than the damage number, the vehicle's
tracks are destroyed (see Option 19.3.8 for
effects). Also, any wvehicle weapon or
weapons that face the hex (position *“B"" and
“J'" weapons if the **B"" weapon is the main
gun and the vehicle is going forward, or all
“A™, "K', and **J"" weapons if the turret
is not facing directly away from the hex
entered) or are in open or shield mounts and



are the same or lower height as the terrain
are also destroyed. If the die roll exceeds the
damage number, the wvehicle suffers no
damage.
19.2.1.2.2 BRIDGE CAPACITY AND
DESTRUCTION: The weight of a vehicle
crossing a bridge may cause the bridge to
collapse. To see if a bridge collapses, con-
zult the BRIDGE CROSSING TAELES on
the Game Card each time a new bridge hex
is entered. For large vehicles, do this only
«hen the first hex of the vehicle unit enters
the bridge hex. Crossgrid the bridge capacity
given in the scenario) with the vehicle's
weight in tons to find the *‘damage number**,
and roll the die, If the damage number or less
iz rolled, the bridge is destroyed and col-
lapses under the vehicle. If damage has
reduced the bridge’s terrain value, modify
the die roll by **—1"" for each number of
reduction. The vehicle in the collapsed bridge
~ex automatically has its tracks and any ** X"
#ngth weapons destroyed and *“falls™ to the
aeight of the hex below. Large vehicles may
nave one part of the unit down in the col-
{zpsed hex and the other part of the unit still
o in another hex.
19.2.1.2.3 MARKING HEXES: Hexes are
marked the same as if the terrain had been
izstroved by Oring (see 12.3.4.2).
19.2.1.2.4 SOLDIERS IN DESTROYED
OR COLLAPSED HEXES: Opposing sol-
diers in & “‘crushed’’ hex must be *‘run
Zown” (see Option 19.5). if possible. Other-
s1s¢, they are unhurt, The same applies in
the “‘smashed’ or “‘toppled™ hex, except
that a soldier climbed Up the smashed or top-
oled terrain is automatically climinated (see
12.3.4.2 or, if Wound Options are used, see
Option 23.1.3). Al soldiers in a **smashed™’
hex, including those riding on top of (but not
nside) the vehicle, may be hit by flying
dehris—roll the die once per soldier, with a
roll of **2"" or less causing a hit from the
debris. Modify the die number rolled by
*—=1" per height of the terrain smashed or
roppled. Survivers must be mun down, if pos-
zible. All soldiers in a bridge hex when it col-
lapses (including those under the bridge or
in or on the vehicle) must be checked for in-
ury as if they “‘jumped” the number of
neights which the vehicle falls (see Option
15.1.1). Note that for large vehicles, soldi-
zrs in a half of the vehicle unit that does not
fall ““jump’ ““0"" heights. An additional
45" modifier applies when rolling for
these “*jumps’”.

19.2.2 CROSS HEIGHT HEXSIDES:
The vehicle is crossed over a hill or depres-
zion hexside while going up or down, The
movement factors expended depend on the
seight of the hexside and the traction of the
vehicle. The climb number on the VEHICLE
CHARTS tells the maximum number of
seights in a hexside over which the vehicle
may be crossed. If the hexside 1s higher than
the climb number, the vehicle may not cross
the hexside or partially climb it. A vehicle
may be partially climbed up or down a hex-
side to use it as cover—movement factor ex-
penditure is the same as if the hexside were
otally crossed (see Option 23.5 for cover

effects). Mark the vehicle with a Up posture
unit and a height unit, the same as with a
climbed soldier, o show ils position on the
hexside. This height is now added to the
heights for a small vehicle or to the entering
hex hull and turret heights (if the turret is in
the entering hex) of a large vehicle. Note that
large vehicles may be located in hexes of
different heights.

19.2.3 FIRE WEAPONS OR SMOKE
DEVICES:

19.2.3.1 FIRING GUNS AND USING
SMOKE: A wvehicle may have all of its
weapons (except missile weapons) and or
smoke projectors fired and/for use its smoke
generator during one Impulse, as the crew-
men allow, Fach weapon or smoke device
expends movement factors when fired. The
movement factors expended o fre other
weapons does nor apply when figuring the
firing unit movement factors expended on the
MOVEMENT MODIFIERS CHART. The
same Impulse used for a vehicle may also be
used for any soldiers riding in or on the ve-
hicle, but still only one soldier may be fired
in a stack (exception: see Option 19.3.9).
19.2.3.2 FIRING MISSILES: Firing one
or more missile vehicle weapon (vehicle
weapons 36, 38, 39, 40, 42, and 43) requires
expending all movement factors. Mo turning
and/or entering new hexes are possible by
a vehicle during an Impulse when one or
more missiles arg fired. One missile per
operating gunner/loader (cach of which has
a contral box) may be fired per vehicle fe'l'
Impulse, If a separation 15 allowed, a soldier
may take (or start with) a contral box off of
a vehicle and control a missile from another
hex.

19.2.4 TURN VEHICLE 1 HEXSIDE IN
A HEX: A vehicle’s facing is changed one
hexside. Large vehicles (LGV) occupy two
hexes, and a one hexside turn is performed
by turning the wvehicle's front hex while
pivoting its rear hex into a new hex, as shown
below: THE REAR SWINGS INTO A NEW
HEX AS THE VEHICLE TURNS 60
DEGREES.

Rear hexes may be pivoted into hexes that
the vehicle could normally be moved into or
into hexes that the vehicle can ““crush™, but
may not he pivoted into hexes prohibited to
the vehicle, hexes that must be “‘toppled™
or “smashed™, or hexes across a height hex-
side that the vehicle conld not normally cross
(egither the hexside the rear of the vehicle is
maoved through and/or the hexside common
to the two halves of the vehicle unit). For
large vehicles, add the movement factors ex-
pended to cross a height hexside and/or to
enter the new rear hex to the turning ex-
penditure.

19.2.5 TURN TURRET: The turret's fac-
ing is changed, at a movement factor expend-
iwre of one per hexside turmed. The
maxinmum number of furret turns allowed per
Impulse is found on the VEHICLE
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CHARTS. Reface the turret unit o show the
change.

19.2.6 PLOT LOADING, WRITTEN
COMBAT ORDERS, SIGHTING AT-
TEMPT, REMOTE OBSERVATION,
SURRENDER CALL: These work the
same a3 for soldiers, only vehicle movement
factors are expended for each. However, a
specific crewman must be designated to per-
form any of these Actions, and onee so desig-
nated may not be used for other functions of
their position. For example, if crew 1 is used
for one ar more sighting arten:pes, the same
soldier may not alse funciion as driver or
aperate the bow weapon.

19.2.7 ACTION NOTES: Below the
VEHICLE MOVEMENT FACTOR EX-
PENDITURE CHART are zhort explana-
tions of the lettered notes that appear in the
chart. These are further explained below:
19.2.7.1 DOUBLE IF BACKING (a):
The movement factor expenditure is twice
normal if backing. This does not apply to
vehicles with a rear driver,
19.2.7.2 SNOW, SAND, OR MUD (b,
¢, d, OR e): If the weather conditions are
snow or mud, or if the hex is soft, the
extra movement factors must be expended
for Actions where the letters appear.
19.2.7.3 DOUBLE FOR DOUBLE
WIRE (f): The movement factor expend-
iture is twice that given if a double wire
hex is entered.
19.2.7.4 PROHIBITED (g OR h): Cer-
tain hexes may not he entered by open-
topped or wheeled vehicles.
19.2.7.5 EXPENDITURE FOR 8
TERRAIN VALUES (i}: If the terrain
vilue of the largest value terrain in the hex
is **8"" or less, the given movement fac-
tor expenditure is used. If the terrain
value exceeds **8"', the movement factor
expenditure to enter the hex increases by
1" for each value over *"8"".
19.2.7.6 LGY TURNS (j): Large vehi-
cles that are turned also must have move-
ment factors expended for the rear hex of
the vehicle to enter a new hex (see Option
19.2.4).
19.2.7.7 STATUS UNIT (k): The Ac-
tion may nol be performed by a soldier
marked with a status unit.
19.2.7.8 NOT CROSS CAVE HEX-
SIDE (m): A height hexside may not be
crossed by a vehicle umit if either hex
which the hexside forms a part of is a cave
hex.

19.3 FIRING AT AND FROM VEHI-
CLES: Vehicles have different locations that
can be destroyed by hits, depending on the
type of weapon fired and where the hit
OCCUrs.

19.3.1 HIT LOCATIONS WITHIN A
VEHICLE HEX: As in 12,7, consideration
must be made of exactly whers in an impact
hex a **G"’" (or “*H"" used as a **G"") projec-
tile hits when it lands in & vehicle's hex.
Combinations are possible, For example, a
G hir in an open-topped vehicle 's hex re-



guires a roll to determine if the vehicle is hit,
which if it is, must be followed by a roll to
see whether the top armor or the open top
i hir. These considerations are summarized
on the HIT LOCATION TABLES, and de-
tailed below:

19.3.1.1 VEHICLE/HEX: In a hex con-
taining a vehicle, it is necessary to determine
if a **G"" hit is on the vehicle or in the hex.
The chances vary if a large or small vehicle
is in the hex. “'F"" and **W"" hils automati-
cally are considered 1o hit both the vehicle
and the hex, at all points.

19.3.1.1.1 SIDE OF HEX HIT: If the hex
is hit, another roll is required to determine
the side of the hex hit. This hit could still
penctrate if the penetration number equals or
exceeds the vehicle’s armor basis number on
the side of the hex hit.

LARGE VEHICLES SMALL VEHICLES
{3 SIDES) {4 STDES)
s SIDE 1 SIDE 2
uﬁg
! '-.l
£I0E | SIDE § SIDE 4 SIOE 1

19.3.1.1.2 VEHICLE HIT: If the vehicle
has two heights, another roll may be neces-
sary (if it makes any difference) to determine
if hull (or part of hull) or turret is hit. For
a small vehicle, this gives ““three sides—
the front hull, the turret, and the rear hull.
The firing player designates which is
represented by which side, then rolls the die.
For a large vehicle, the procedure is simi-
lar, but the hit is already in either the front
or rear hex, so this gives only “‘one side
{no roll required) or ““two sides™ —the hull
(front or rear depending on the hex hit) and
the turret (if in that hex). The firing player
designates which is represented by which
side, then rolls the die.

19.3.1.2 OPEN HATCH OR OPEN TOP:
If an open-topped vehicle or one with one or
more open hatches {see Option 19.4.2) takes
a*G" hitoran **A™, “H", or “*L"" hit that
counts against the top armor basis, it may be
necessary to determine if the hit is through
the opening or hits the top armor {may make
no difference if armor basis can be penetrated
anyhow).

19.3.1.2.1 OPEN TOP: Open topped ve-
hicles always have their open top in the rear
hull (also where the passengers are carried
inside the vehicle), so the rear hull on these
must be hit for a chance of passing through
the opening. If the proper vehicle location
is hit, the die is rolled again, the chances
varying with the open top letter (A or B) on
the VEHICLE CHARTS.

19.3.1.2.2 OPEN HATCH: Crew mem-
bers 7-15 have hatches located in the turret,
All other crew members have their hatches
located in the hull—front hull for crewmen
1-4 and rear hull for crewmen 5-6 on large
vehicles. If a vehicle location with one or
more open hatches is hit, the die is rolled
again, with a roll of *'1°" required to pass
through the hatch.

19.3.1.3 MODIFIERS: For passing
through the opening a die roll modifier of

**—3" applies if the range is one hex, **—=2""
if the range is two hexes, and **—1"" if the
range is three hexes, applying where shown
on the HIT LOCATION TABLES. As in
12.7.5, these modifiers may be changed to
** 4+, if desired by the firing player. Also,
if the firing unit is in the same hex (as when
dropping & hand grenade or firing “*L°"
weapons through an open hatch), the desired
target location is automatically hir.

19.3.2 INSIDE VEHICLE BLASTS: If a
weaEpon's penetration number equals or
exceeds the vehicle's armor basis number
{except for track hits—a penetrating track hit
does not penetrate the vehicle)from the direc-
tion of the hit or if the shell goes through an
open top or hatch, the hlast ocours inside the
vehicle. The blast hit number is rolled once
each for each vehicle weapon or the smoke
projectors (one roll for all of them), and once
each for the engine , stabilizer, radio, and
gun sights (this includes laser, infrared, and
passive nightsight special equipment—one
roll for all of them). A penetrated vehicle
automatically loses its NBC protection.
Soldiers not hit are Stunned, but other loca-
tions not hit are unharmed. For example, an
“A" weapon with a penetration number of
“6""and a blast hit number of *'4"" hits and
penetrates the front armor of a BMPI {armor
basis af "°3"°). Since the blast hit number is
Y4 a roll of “'4"" or less will hir, The dfe
is rolled ance for each of its two crewmen,
ance each for every passenger, once for each
weapon (weapons 15, 36, and [) ence for the
engine, once for the radfo, and once for its
infrared equipment. Soldiers on the vehicle
or in the hex are not checked unless the
armor basis in their direction is
“0""—otherwise a blast is confined inside the
vehicle,

19.3.3 ON VEHICLE BLASTS: If a
vehicle is hit by a “*F*’, “*G"*, **H"* (used
as **G""), or ““W"" weapon, but the penetra-
tion number is not enough to penctrate the
vehicle's top armor basis, the blast occurs
on top of the vehicle (height depends on
where hit—hull or turret). The blast hit num-
ber is rolled once for each possible hit. Roll
the die once for each soldier on (but not com-
pletely inside the vehicle—this could include
Standing crew or passengers) the vehicle,
crewmen with open hatches, or soldiers in
the hex, the radio, and gunsights (this in-
cludes laser, infrared, and passive equip-
ment—one roll for all). For “F"" and “*W"*
hits only, check the engine using the “'F**
or W' weapon's penetration number as its
blast hit number for this one check. Soldi-
ers not hit are Stunned, but other locations
not hit are unharmed. Blast zone hexes
arcund the impact hex are resolved normally .

19.3.4 IN VEHICLE HEX BLASTS: Ifa
MFH’ “G‘”, L E {Uﬁbd as ..Gunj, ar YW
weapon hits in a vehicle hex, but its penetra-
tion number is not cnough to penetrate the
vehicle's armor basis where hit (see ARMOR
BASIS DIAGRAMS on the Game Cards),
the blast occurs in the side of the hex hit. This
is resolved the same as with an On Vehicle
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Blast except note that soldiers on the far side
of the vehicle may be blocked, and the radio
and gunsights are not checked. A blast hit
is rolled for the track if the penetration num-
ber equals or exceeds the track armor basis
number. MNote that for “‘F'" or “‘W"
weapons, which hit both the vehicle and the
hex, each individual soldier or vehicle loca-
tion is rolled for only once, but with the most
favorable modifiers. NOTE: 19.3.2, 19.3.3,
and 19.3.4 are summarized in the BLAST
EFFECTS ON VEHICLES CHART on the
Game Card,

lg‘a‘s “ﬂ”! uuﬂ MD HLH WEAP'
ONS—FIRE AT SPECIFIC LOCATION:
L weapons have no blast hit number, but
can still destroy different vehicle locations
if these are hit and the “'L"" weapon's
penetration number equals or exceeds the ar-
mor basis number.

19.3.5.1 FIRE AT SOLDIERS (*“L'):
Soldiers inside a vehicle, even with ‘0"
armor basis, or inside a vehicle that the
weapon's penctration number equals or ex-
cecds may be fired at normally by L'
weapons, although the targets are considered
to be concealed, 5o a ** + 1" modifier to the
number rolled applies. This concealment
does not apply when firing through an open
top or open hatch, or at a Standing crewman
or passenger inside the vehicle (these have
a cover modifier, but no concealment),
19.3.5.2 FIRE AT TRACKS (“‘AHL"):
Tracks can be damaged or destroyved if hit
and the penetration number equals or exceeds
the track armor basis number, To fire spe-
cifically at a vehicle’s tracks, this must be
announced before the die is rolled and a
modifier of **+3"" applies to the number
rolled. “*A"", **H"" (used as armor picreing)
or “L' weapons may be fired at tracks.
19.3.5.3 FIRE AT ENGINE (*L."*): En-
gines can be destroved if hit. “‘L"" weapons
may be fired specifically at a vehicle’s en-
gine if the penetration equals or exceeds the
armor basis number in the firing direction,
The target must be announced before the die
i5 rolled and a modifier of ** +3°" applies to
the number rolled.

19.3.6 SIDE SHOT AT MOVING VEHI-
CLE: Fast moving vehicles moving across
a line of fire are notoriously difficult targets
at short ranges. If the target is marked as
moving seven or more hexes (speed incre-
ments “°5", “M", or *“F'""), and the fire
enters its hex from a “F8"" or *'R8"" direc-
tion, use one ling lower on the MOVEMENT
MODIFIERS CHART when firing “‘A",
“H™ or “L"" weapons.

19.3.7 RECORDING VEHICLE HITS:
Eliminated soldiers are removed from play.
Other hits should be recorded on paper.

19.3.8 EFFECTS OF YEHICLE HITS:
CREW: Eliminated crewmen leave their
Crew Box on a vehicle empty. These
crewmen may be replaced only by other
soldiers with the correct skills if Option
22.1.11 is used.

WEAPONS OR SMOKE PROJEC-



TORS: Hit vehicle weapons or smoke
projectors may no longer be fired.
ENGINES: A hit engine means that the
vehicle may no longer be turned in place
or moved into new hexes or up height
hexsides. A smoke generator may not be
used with a hit engine. The maximum
number of movement factors allowed for
the vehicle is reduced to *'4"". A de-
stroyed engine may catch fire (see Option
21.2.1).
RAIDIO: A hit radio means no redio
communications.
GUN STABILIZERS: A hit stabilizer
eliminates its effect (see Option 19.1.8).
GUNSIGHTS: This includes special
cguipment “*I"" (infrared nightsight), *L"
(laser), and “‘P*" (passive nightsight). A
gunsight hit ends their effects and also
adds a *““*+2"" modifier for firing the
maingun,
NBC: The NBC protection of the vehi-
cle is lost (see Option 27).
TRACKS: For “W' and “MW"" vehi-
cles, a penetrating track hit reduces the
vehicle movement factors by one-half
round fractions down) for turning in
place or entering new hexes, although
there is no reducrtion for use in perform-
ing other Actions. A second penetrating
rrack hit on *“W*" or **“WM"* vehicles de-
stroys the track, One penetrating track hit
on ““T"" wvehicles destroys the track.
Vehicles with destroyed tracks may no
longer be turned in place or moved into
new hexes or up height hexsides, but
otherwise have their full number of move-
ment factors available for other Actions.
“0OTE: If engine and/or tracks are des-
~oved, immediately remove any speed unit
=th the vehicle. Tt has *‘stopped’. If tracks
o= damaged, reducing speed to less than that
[ the current speed unit, change the speed
it o show the current maximum allowahle
smzed umil,

19.3,9 SOLDIERS FIRING OUT OF
VEHICLES: Soldiers riding on vehicles and
“ring major personal weapons or equipment
zs opposed to firing the vehicle's weapons
om crew positions) are still restricted to fir-
g only one weapon per hex (see 6.3.1).
soldiers riding inside a vehicle without fir-
ng ports must be Standing to fire, unless fir-
ing at a soldier on top of the vehicle through
the opening (if any) or through open hatches.
In vehicles that do have firing ports, one
“rouching soldier may fire in each direction
_:ing only one Impulse. This is an exceprion
o the rule allowing firing by only one soldier
=zr hex. Only “‘L"" weapons may be fired
“rough firing poris. Treat firing ports as
sopholes for all purposes.

19.4 SHIFTING CREW POSITIONS—
CREW POSTURES—OPENING AND
CLOSING HATCHES: Although crewmen
—ove along with their vehicle, they may also
-+ performing some independent Actions.,
19.4.1 SHIFTINGG CREWMEN: A soldier
= one Crew Box may be “‘shifted™ to
snother of the vehicle’s Créw Boxes. Sim-

ply move the soldier into the new Crew Box.
Thiz shift expends no vehicle movement
factors, but does prevent the crewman from
performing any other Actions in either Crew
Box during that Impulse. Posture may be
changed as part of a shift.
19.4.2 VEHICLE CREW POSTURES:
Instead of using posture units, the postures
of vehicle crewmen are shown by their fac-
ing on the Vehicle Layouts as shown on the
POSTURE DIAGRAM on the Holding Box
Cards. Crew postures determine if their
hatches are open or closed. A vehicle with
all hatches closed is “*buttoned™ or “‘but-
toned up®’, which affects observation (see
Option 18.2). Changing posture is performed
the same as shifting crew positions, and both
may be done together at the same time,
PRONE: Crewmen will not normally be
FProne, bul may be forced into this posture
if Stunned. Prone crewmen may not be
used to perform any vehicle Actions.
CROUCH: In a vchicle, this represents
“sitting”" and is the usual posture. Heads
are lower than the vehicle sides and/or the
crewman's hatch is auromarically closed.
Crouching crewmen may be used to per-
form all vehicle Actions except firing C,
E, F, G, H, or L weapon positions.
STAND: In avehicle, this represents the
head and body appearing over the sides
af the vehicle and/or having that crew-
man's hatch open (either the vehicle is
open topped or there is a **hatch™ that can
be opened). Crewmen must be Standing
to load and fire C, E, F, G, H, or L.
weapon positions. Standing crewmen may
nor be used to load or fire other weapon
positions or smoke projectors, although
they may be used to perform all other
vehicle Actions, A Standing crewman has
“1" height of cover (if the armor basis
cannot be penetrated, otherwise, only
concealment) for the usual **+1"" die roll
modifier. A Standing crewman is 1"
height higher than the hull or turret (de-
pending on position), and can be used for
“‘mormal’ sighting (see Option 18.2.2).
NOTE: Opening and closing hatches ex-
pends no movement factors— it 18 an auto-
matic result of a crewman's posture. If a
crewman is hit, or Stunned and forced Prone,
the hatch remains as it was when the crew-
man was present, and may not be changed
until recovery or another soldier is shifted
to the Crew Box (place a posture unil in the
Crew Box to show hatch as Closed = closed,
Crouch = open when not revealed by crew-
man’s posture).
19.4.3 BREAKING OPEN HATCHES:
This is performed and resolved like an at-
tempt to break open a door or window (see
11.1.10). A breaking attempt may be made
by an opposing soldier located on top of the
vehicle, and a roll of ““4"" or less succeeds.
Onee broken open, a hatch remaing open for
the remainder of the game (note, if
NECEssSary).

19.5 VEHICLE RUN DNOWN SOLDER:
A vehicle that is moved inte a hex contain-
ing opposing soldiers may be used to attempt
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to **run them down’’. To do so0, a moving
vehicle must enter at least enough new hexes
to be in at least speed increment **5"" dur-
ing the Impulse (some or all of these hexes
may be entered after the run down attempt.
To avoid the vehicle, the die is rolled once
for each opposing soldier in a hex or hexes
entered by the vehicle—if **5" or less is
rolled (or the soldier’s reflex number or
less— see Option 22.1.6) the wvehicle
““masses’”. If not, the soldier 15 eliminated.
The player controlling a “*missed’” soldier
decides which side of the wvehicle is the
soldier's location after the “‘miss"" (mark
with a direction unit).

20. REMOTE OBSERVATION AND
COMMUNICATION

20.1 REMOTE OBSERVATION—
INDIRECT FIRE CAPABILITY: The
notes on the WEAPON CHARTS indicate
which weapons have an “‘indirect fire
capability " —only these may be used with
“‘remote observation' —i.e., with mortars.
20.1.1 OBSERVERS: For remole observa-
tion, a soldier who is not part of the mortar
crew is used to “‘observe™ for the mortar's
firing. The mortar may be placed =0 as o
have a blocked line of sight to the target hex.
The soldier used as an “‘observer’’ must be
within a five hex, unblocked line of sight
range of the mortar for voice communica-
tions, or both soldier and mortar crew must
have and be able to use radios or (with a
mortar carrier vehicle) phones.

20.1.2 REMOTE OBSERVATION
ORDERS: Eemote observation is a written
order—the notation indicates the observer’s
number, the order, and the target hex (i.e.
“43-Observe-1AR'"). Initially, an observa-
tion order must be written during an Impulse
Phase. The observation order must then be
repeated and the mortar fired at the plotted
target hex during the next Impulse Phase for
their side, using separate Impulses for the
maortar and observer, if the observer has not
been eliminated or marked with a status unit
and the observation order cannot be main-
tained (soldiers marked with a status unit may
not be used Lo perform remote observation).
The modifiers that apply to this fire are
figured from the remote observer's location,
not the mortar’s location. Shifting fire to a
new hex using a remofe observer causes
another Impulse Phase delay to write another
initial observation order, but, if the same hex
is fired at repeatedly (see Option 16.7) for
adjusted fire, the remote observer’s plotted
location can be used for this firing with no
delays, as long as the observer is not elimi-
nated or marked with a status unit.

20,2 RADIO COMMUNICATION: A
pair of radios can be used for remote obser-
vation, sharing sighting information, or for
sending messages from playver to player in
multi-player games (sce Options 17.2,
18.2.4, and 18.3.1). A pair of radios require
a clear line of sight between them in order
to be used. On vehicles, the radio may be
operated by any crewman. Radios have an
unlimited range and radio communication ex-



pends no movement factors.

20,3 PHONE COMMUNICATIONS: A
vehicle with a phone (these are carried out-
side the vehicle) may be in voice communi-
cation with any soldiers riding on the vehicle
and/or sharing a vehicle hex, even if the
vehicle is totally *“*buttoned’’. Phone com-
munications expend no movement factors.

21. FIRES

Buildings, terrain, and vehicles may catch
*‘Fire”’, and, once “*burning”’ may spread
to other hexes,

21.1 TERRAIN FIRES: As long as the
scenanio indicates that Fires are **MNormal™’
(see scenario Special Rules), fires may be
started and burn in hexes containing trees,
stumps, scrub, hedges, wooden, bamboo or
brush walls, fences, or bridges, roadblocks,
rubble, and/or towers. If the scenano indi-
cates "‘Dry™" conditions, clear hexes may
also have Fires, If ““Wet"" conditions are in-
dicated, no terrain will burn due to G {or
“"H™" used as **("") weapon blasts, only due
to “F'" or ““W" blasts.

21.1.1 STARTING TERRAIN FIRES: If
a hex is the impact hex for a **G"" {or “H"'
used as **G'") weapon or the impact hex or
blast zone hex for a “'F"" or **“W"" weapon,
there is a chance that a Fire will starl in the
hex. Roll the die again for each hex where
a Fire may start. If a **1"" or less is rolled
for a “‘G"" weapon (except in **Wet"" con-
ditions), or a *‘4"* or less fora “*F" or “*“W"*
weapon, a Fire starts in the hex. If this Op-
tion iz used, “*F"" and “*“W"" weapons do not
damage or destroy terrain by reducing its ter-
rain value, they may only hit andf/or Stun
soldiers and/or start Fires in hexes.
21.1.2 MARKING TERRAIN FIRES:
Mark Fire hexes with flame units to show
that the hex is burning and creating smoke
from the Fire, Once started, a Fire burns for
the rest of the rest of the game.

21.1.3 SPREADING TERRAIN FIRES:
At the start of each Turn, during the Fire
Phase, any player may roll the die once per
Fire hex to see if the fire in a hex will spread.
If **7*" or more is rolled, the fire does not
spread. If **1-6°" is rolled, the number rolled
indicates the direction (referring 1w the direc-
tional hex) that the fire will spread into an
adjacent hex ifthat hex contains terrain that
can burn. Mark any new fire hexes with fire
units when a Fire spreads.

21.1.4 SPREADING FIRE HEIGHTS:
When a fire first starts in a hex, consider it
to be present up to three heights up and three
hexes down from where it started. After that
it will automatically be considered to spread
another three heights up and down during
every subsequent Fire Phase. Thus, a Fire
would spread up a tree or building at a rate
of three heights every Turn—obviously, if
the terrain does not contain the heights, there
will be no vertical spread of a fire within a
hex.

21.2 VEHICLE FIRES: Vehicles may
burn regardless of the scenario weather.
21.2.1 STARTING VEHICLE FIRES: If

any vehicle gun capable of using **A™, “°G",
andfor “H'' ammunition or the engine is hit,
roll the die again to see if a Fire starts in the
vehicle (once per hit). To start a fire a roll
of **3" or less for a gun hit or the engine
number (see Engine column on VEHICLE
CHARTS) or less for an engine hit indicates
a Fire is started inside (effects only soldiers
inside the vehicle) that vehicle (both hexes
if & large vehiele). Vehicles do not automat-
ically eatch on fire if hit by a “F'" or W™
weapon or if located in a Fire hex.
21.2.2 MARKING VEHICLE FIRES:
Vehicle Fires should be noted on paper.
21.2,3 SPREADING VEHICLE FIRES:
During the Fire Phase after a vehicle Fire
starts, the Fire will automatically spread
from inside the vehicle to the exterior of the
vehicle. During the next fire Phase after that,
the Fire will automatically spread to the hex
or hexes containing the vehicle, if the hexes
contain terrain that can burn. At this time,
the hex can be normally marked as burning
terrain. Normal spread of a Terrain Fire fol-
lows on later Fire Phases.

21.3 FIRE EFFECTS: Any Fire hex is also
a smoke hex, with the normal smoke hex
rules (smoke is **5"" heights, **+3"' firing
modifier). Note that a Fire started by a *“W*"
weapon causes *+3"" smoke. Any soldiers
or vehicles in a Fire hex are handled as if
in the impact hex of an “*F'" weapon with
a blast hit number of 6" and a penetration
of "1, except that, if missed, they are nor
Stunned. This is checked every time a unit
starts or stays in, enters, or passes through
a burning hex during every Impulse Phase
of their side.

NOTE: Fire rules are summarized on the
FIRE CHART on the Game Card.

22. INDIVIDUAL PERSONAL
CHARACTERISTICS

The rules covered so far have concentrated
on the quality of the equipment. The person-
nel using the equipment could be as or more
important than the quality of the equipment.
A key element in military command at the
level covered in the game is knowing the
soldiers and their abilities, and placing them
in positions o make the best use of their in-
dividual capabilities.

22.1 DETERMINING PERSONAL
CHARACTERISTICS—RULES FOR
USE: Personal characteristics are determined
hefore a game starts by rolling the die and
referring to the CHARACTERISTICS
TABLE on the Game Card. These charac-
teristics are recorded on a copy of the
CHARACTER SHEET (sce the back of one of
the Holding Box Cards—players have permis-
sion to copy the CHARACTER SHEET for
their own uge). In addition to recording personal
characteristics, the CHARACTER SHEET can
b used as an organization list by wriling equip-
ment and ammunition notations in the last
column. The die is rolled once for each of the
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different personal characteristics for each
soldier used, and crossgridded on the appropri-
ate column of the CHARACTERISTICS
TABLE on the Game Card. Enter the results
in the columns of the CHARACTER SHEET
copies. One copy is usually sufficient for one
sguad, although larger squads may require two
copies each, Regardless of modifiers, no modi-
fied die roll can be considered to be less than
*1" or more than “*10."" Using a pencil,
CHARACTER SHEET copies should be filled
out as follows:

22.1.1 NAME AND NUMBER: If desired,
give each of the soldiers a name. Ideas for
names of the appropriate nationalities can be

* pbtained from movies or books, or by thumb-

ing through a phone book. List these names,
ane per line, for every squad member.

22,1.2 SPEED: Roll the die once per
soldier, filling in the resulting numbers in the
Speed Column. The resulting number is the
maximum movement factors available for
that soldier. Note that it is possible to have
“slow"" soldiers with only three movement
factors, and also *‘fast’” soldiers with five
movement factors—leaders do not automat-
ically ger five movement factors when this
Option is used. Any soldier with five move-
ment factors may enter no more than four
new hexes per Impulse.

22.1.3 STRENGTH: Eoll the die once per
soldier, filling in the resulting letters in the
Strength Column.

22.1.3.1 WEAK SOLDIERS (W): If the
result is **“W"', the soldier 15 **weak’, For
“weak' soldiers, a die roll modifier of
*+1/=1"" applies for antacking/defending in
melee, **+1"" for atempts to break down
doors, windows, or hatches, and hand
grenades are fired one hex less than normal
for all postures.

22.1.3.2 NORMAL SOLDIERS (N): For
a “*‘N°' result, the soldier is ‘*normal”
strength, and no new modificrs apply.
22.1.3.3 STRONG SOLDIERS (S): For a
result of **S™", the soldier is “*strong’’. For
“strong”” soldiers, a dic roll modifier of
“=1/+1"" applies for attacking/defending in
melee, **—1"" for attempts to break down
doors, windows, or hatches, and hand
grenades may be fired one hex more than
normal in all postures.

22.1.3.4 VERY STRONG SOLDIERS
(V): If the result is **V"", the soldier is **very
strong'’. All *‘strong’ modifiers apply,
except that a hand grenade can be fired two
hexes more than normal in all postures. For
both **strong’’ and *‘very strong”’ soldiers,
use the hit number for the grenade’s normal
maximum range when the range exceeds this.
For melee, if more than one soldier of a side
is in a melee, the modifier 1o be used is based
on the strongest soldier in the hex for that
side.

22.1.4 CONSTITUTION: Roll the die
once per soldier, filling in the resulting



Zoman MNumerals in the Constitution
“olumn, The die number rolled is modified
=v '+ 1" if the soldier’s strength is **8"" or

V", The consititution can change wound
:nd impact effects as shown on the WOUND
T ABLES—use when the soldier i hit, as ex-
~zined in Option 23.1, but check the ap-
--opriate column headed by the soldier’s
Foman Numeral instead of always using
“olumn M.

21.1.5 EYESIGHT: Roll the die once per
«o|dier, filling in the resulting numbers in the
Evesight Column, The number resulting is
: die roll modifier (**0°" means no modifier)
ssed when that soldier makes sighting at-
=mpts (see Option 18.2.2).

22.1.6 REFLEXES: Roll the die once per
-sldier, filling in the resulting numbers in the
= =flex Column. The resulting number is the
«~ldier's *‘reflex number"". If this Option is
~«=d, the reflex number is used instead of
27" {see Option 19.5) in attempts to avoid
smicle run downs. Alsc, a reflex number of
= least 6" is required to climb trees, and
: reflex number of at least **8"" is required
climb building walls or height **3'" or
—ore fences. A soldier with a reflex num-
-+ of at least **8"" may return throw a fuse
:nd grenade (see Option 16.1) ifa **3"" or
: is rolled.

22.1.7 DRIVING: Rall the die once per
~ldier, filling in the resulting letters in the
Driving Column. The die number rolled is
—~dified by “*—2"" for a soldier from a de-
«loped nation, or by **+1"" for a soldier
-»m an undeveloped nation (most countries
-1 located in North America or Europe). If
—e result is ““T"", the soldier may be used
«« the driver for any vehicle. If the result is
WMWY, the soldier may be used as the
‘=ver for any vehicle except “'T"
‘tracked”") vehicles. If the result is "W,
: soldier may be used as the driver for
W (*‘wheeled’") wehicles only. If the
=zult is **Mo'", the soldier may not be used
++ a driver. For squads that include attached
zhicles, if not enough soldiers are rolled to
<rive the attached vehicles, any soldiers may
sve their letters changed to provide one
Zriver with minimum skill required (o drive
sach wvehicle. Driving skill includes the
zoility to operate smoke penerators.

22.1.8 SWIMMING: Eoll the die once per
zoldier, filling in the resulting answers in the
Zwimming Column. the die number rolled
: modified by **=2"" if the soldiers are part
-< a Marine and/or Commando or other spe-
-1l forces squad. If the result is **Yes'', the
-oldier may be used to perform swimming
s crions, if “*No', the soldier may not be
_w=d to perform swimming Actions.

22.1.9 EXPERIENCE: Roll the die once
-1 soldier, filling in the resulting numbers

the Experience column. These “‘ex-
~erience numbers'” influence the Motivation
:nd Skill rolls, but have no other function
1 the game.

22.1.10 MOTIVATION: Roll the die once
per soldier, filling in the resulting numbers
in the Motivation Column, The die number
rolled s modified by ““—1"" if the soldier’s
experience number is **1"" or **2"", and by
**+ 1" if the soldier’s experience number is
gt 49T or 107, This ““motivation nam-
ber’” is usad to determine if a soldier will do
what the player wants, When a player wishes
to use an Impulse with a soldier, an an-
nouncement to this effect must be made, then
a die roll made. If the dic number rolled is
the motivation number or less of the soldier
in the hex with the largest motivation num-
ber, all soldiers in that hex may be used nor-
mally for that Impulse. If the die roll exceeds
the motivation number, none of the soldiers
in that hex may be used to perform Actions
during that Impulse Phase, and the Impulse
is wasted. The motivation number is also
used for recovering from wounds (see Option
23.1.5).

22.1.11 SKILL: These columns show a
soldier's skill and familiarity with various
weapons. The eight columns are ¢ach used
for a different weapon type or equipment
type, and each requires a separate die roll.
The number of columns a soldier may use
depends on the soldier’s experience
number—see modifier e. in the CHARAC-
TERISTICS TABLE. For example, a soldier
with an experience number of *'3"" could use
Jive columns.

22.1.11.1 WEAPON AND EQUIPMENT
LISTINGS: Each column has a horizontal
line dividing it into two sections. In the top
section write the weapon or equipment iden-
tification that the column represents for the
soldier—these may be any types, including
enemy weapons althongh most should be for
wespons used by the soldier’s country, and
may be different for each soldier. These
should be written before the die is rolled. The
weapons or equipment listed are the only
ones that soldier may be used to operate. For
vehicie and weapon unit crewmen, be sure
that the soldier has the skills to operate these
weapons by being sure to list them.
22.1.11.1.1 NATIONAL WEAPONS
AND EQUIFMENT: A listed weapon nor-
mally covers an entire type of weapon or
equipment used by one nation. For example,
listing “RFL"" for an American soldier would
include all American rifle types (RFL6S,
RFLS8, RFLIQ, RFLI3, RFL14, and RFLIY)
iisted in the Narional Equipment List for the

United States. Listing “ERFL' (the “E""
stands for *‘enemy’”) would include all
enemy (whoever the enemy happens o be)
rifle types. Skill with a missile also indicates
skill with its control box. Anyone may use
hody armor, any hand grenades, phones,
NBC suits, or anything that may come with
a weapon that has been listed (bipods, rifle
grenade launchers, nightsights, scopes,
and/or bayonets)—no extra columns are
needed. Use the standard abbreviations for
weapons and equipment.

22.1.11.1.2 VEHICLE WEAPONS AND
EQUIPMENT: List “"MGN'" (for *‘main
gun'') to indicate that a soldier may be used
to operate any vehicle weapons and smoke
projectors.

22.1.11.1.3 TECHNICAL: List ““TCH"
(for *‘technical’”) to indicate that a soldier
may be uscd to operate mines, demolition
charges, and radios.

22.1.11.2 FINDING SKILL NUMBERS:
For most columns, roll the die once per
soldier per column, filling in the resulting
numbers as they are rolled. For each roll, the
die number is modified by **—1"" if the
soldier's experience number is 1, 2, or 3, by
* 41" if the soldier’s experience is ‘9" or
above, b:.r 41" 1f the weapon type 15 one
used by the soldier’s own country, and/or by
““=1"" if the weapon is an enemy weapon
type. For ““TCH"" no die roll is necessary,
simply list a ““0"". The results are firing
modifiers when a type of weapon is fired by

a soldier.

22.1.12 WEAPON AND NUMBER: Now
look over the personal characteristics of your
soldiers. Decide what weapon you wish each
to carry (the available weapons depend on
what the squad carries) and fill in that
weapon name and number in the Weapon and
Mumber column. Then select an appropriate
unit counter of that weapon type, and add the
identification number in the Name and Num-
ber column.

22.1.13 LEADERS: Now decide which
soldiers will be the leaders. Fill in **C"" (for
officers), ““S"" (for squad leaders), and “ A"
(for assistant squad leaders) in the appropri-
ate lines in the Rank Column. /mmediarely
raise these leader’s motivation numbers by
1" for their prometions, and write the new
motivation numbers in their Motivation
Columns. & sample line for **Private Jones"'
is shown filled-in below:

CHARACTER SHEET {OP.22)
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B121.2 TOUR OF DUTY; If players wish
to continue using the same ‘‘surviving''
soldiers from game to game, they can sim-
ply ]:!!E:y any agreed-upon number of
SCENATIos N SUccession (o represent a “‘lour
of duty”’, and plug-in their named soldiers
for some or all of the required units in each
scenario, Soldiers may have their major per-
sonal weapons and equipment changed be-
tween scenarios.,

22.2.1 GAINING EXPERIENCE: Flayers
may wish to allow their soldiers to “‘im-
prove” with time, as a tour of duty pro-
gresses. After each game that a soldier
survives, place a mark in the Battles Column
on the Character Sheet next to the soldier’s
name. For every fwe “‘battles'” (i.e.,
scenarios where used), a soldier’s experience
number can be raised by **1'" (the maximum
allowed is **10"")—erase the old experience
number and write in the new one. If this raise
allows a new Skill Column to be used, a new
weapon may be written in and rolled for.
Every time the experience number is in-
creased, the motivation number can be rolled
again (including, if any, the modifier caused
by the new experience number), If the new
motivation number is higher than the old one,
the new one may be substituted for the old
onc—otherwise keep the old motivation

number.

22.2.2 PERMANENT LOSSES—RE-
PLACEMENTS—PROMOTIONS: If the
Wounds and Cover Options are not being
used, roll the die once for each soldier elimi-
nated in a game—a roll of ““4"" or less me-
ans that the soldier can recover and be used
in future games, and a roll of **5"" or above
means that the soldier will not return and may
not be used again. If the Wounds and Cover
Options (see 23) apply, all soldiers that were
killed, taken prisoner, or wounded (not
weapon or minor wounds) at least twice in
a game are gone for good—all others can
recover and be used in future games. New
named soldiers must be rolled for in the nor-
mal way to provide “*replacements’” for the
permanent losses. Any permanent leader
losses must be replaced by *‘promoting”
another soldier to fill the slot—this promo-
tion causes the usual ** +17" increase in the
soldier’s motivation number,

22,3 AWARDS AND CITATIONS: Every
army employs some sort of reward sysiem
to encourage the soldiers, even if it's only
a handshake or a slap on the back. In any
Umpired game, players may nominate any
of their soldiers that they felt performed out-
standingly for an “*award"’. The Umpire de-
cides if the **award’” is warranted. If so, an
“awarded'” soldier may have a **17" increase
in motivation number,

23. WOUNDS AND COVER

Option 23.1 may be used alone or with
Options 23.2-23.5.

23.1 WOUNDS: Whenever a saldier is hit,
instead of being automatically eliminated, the
WOUND TABLES on the Game Card is

used. Roll the die again for each hit on the
soldier. Crossgrid the number rolled with the
Wound Location Column to see where the
soldier is hit. Follow this line across to the
I Column (or one of columns I—V, depend-
ing on the soldier's constitution if Option
22.1.4 is used) to find the effects of the
wound or wounds,

23.1.1 WOUND EFFECTS: Record a
soldier’s wounds in its Wounds column of
a Character Shect, or in its line on an organi-
zatlion list.

“K': The soldier is *“‘killed’’ and
eliminated. A soldier can also be *‘killed’
by any combination of two head, chest,
body, and/or groin wounds, or if wounded
(except weapon or minor wound) while
swimming.

“X’: The soldier is ‘‘incapacitated'’ by
wounds and is eliminated for the remainder
of the game, although not *‘killed’”. A soldier
can also be *‘incapacitated” by any combi-
nation of two arm and/or leg hils. An in-
capacitated soldier is awtomatically made
Prone.

“DFMS™: Depending on the number listed
with the letters, this will be an unfavoerable
modifier to the die number rolled for firing
(**F'") or melee {"*M""). This number is
always positive for firing or attacking in
melee and negative for defending in melee.
The number may also indicate a reduction
in the soldier’s speed (**5""—ie., a reduction
in the soldier’s maximum number of move-
ment factors). For example, 18" shows thar
a soldier's maximum movement factor is
reduced by "'1"". A D" indicates that the
soldier is “*knocked down' (made Prone)
when hit—mark the soldier Prone as the **D*°
does not have to be written down. For ex-
ample, a soldier takes a leg ("'L"") wound
with “2DS"" effects. The soldier is marked
as Prone (for the "D} and the notation
YL28" s made in the soldier's wound
column to record the leg wound and the
speed reduction of two movement factors,
*—"": No effects (except for the wound
itself).

MELEE WOUNDS: Soldiers wounded in
a meles are also automatically Stunned.
23.1.2 IMPACT: “K'", “X'", or “D"
soldiers are always knocked down and be-
come Prone when hit. Smnned soldiers also
become Prone. Other wounds will knock
down a soldier only if the impact number (see
on the WEAPON CHARTS) of the fired
L' weapon is 8" or a number that equals
or exceeds the number on the Impact Line
at the bottom of the WOUND TABLES
(**3" in the III column). If the impact num-
ber is **8"" or exceeds the number on the Im-
pact Line, the soldier is also Stunned.
23.1.3 FALLING: Any soldier in an Up
posture will “*fall”* if knocked down. This
fall may inflict additional wounds—use the
Jump procedure (see Option 15.1.1) for a
fall, but a **+5"" modifier to the die num-
ber rolled applies. This may also be used for
soldiers Up a tree, wall, or fence when the
terrain is “‘roppled””, *‘smashed’’, or just
destroyed instead of an automatic climina-
tion (see 12.3.4.2 and Option 19.2.1.2.4).
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23.1.4 WEAPON HITS: A “*weapon’” hit
may eliminate weapons or equipment or may
only cause a minor wound, depending on the
circumstances.

23.1.4.1 WEAPON UNIT HIT: If a hit
soldier 13 A crewman in a hex with a LCW
or MSL weapon unit, that weapon unit is de-
stroyed and removed from play.
23.1.4.2 WEAPON OR MINOR
WOUND: Roll again if a weapon **wound"
is rolled, and the soldier is not a crew mem-
ber. If "'1-6°" is rolled, the soldier suffers
a ““minor wound'’, which has no effect (un-
less the soldier is swimming—see Option
23.1.1) other than the soldier may have to
be marked Prone. If 7" or more is rolled,
the hit is a weapon hit, handled as follows:

- 23.1.4.2.1 HIT MAJOR PERSONAL

WEAPONS: If the hit soldier has a major
personal weapon, that weapon is destroyed
and may no longer be used (cross off the
soldier’s weapon notation). A hit flame-
thrower will immediately **explode”” if hit—
treat the hex as an impact hex for the
weapon.

23.1.4.2.2 HIT EQUIPMENT OR AM-
MUNITION: If the hit soldier’s major per-
somal weapon is already gone (including any
extra major weapons that may be carried—
see Option 16.8), count a weapon wound as
a “‘miss"’ unless the soldier carries one or
more of the following items: AMO, BNC,
CBX, DMC, HGN, HRG, LFL, RDO,
EGN, or SHG. If one or more of these is
present, one of them may be hit. If more than
one is present, the players should use a com-
petitive die roll to determine which player
chooses the item to be hit. A hit grenade (any
type), DMC, or any AMO round will im-
mediately explode if hit—treat the hex as an
impact hex for the weapon.

23.1.5 MOTIVATION TO RECOVER:
This applics only if Option 22.0 is used. Any
spldier knocked down as a result of a non-
incapacitating wound requires an fndividral
die roll to be used to perform Actions. This
die roll requires an Impulse or an activation
in the hex, and can be made once per Im-
puise Phase until it succeeds. The die roll
must equal or be less than the soldier's moti-
vation number.

23.2 COVER EFFECTS: If this Option is
used all cover, loophole, and body armor
modifiers used when firing *‘B*°, “C"’, or
“L" weapons are no longer used, Instead,
if the soldier is in cover, once the wound
location is known, the COVER EFFECTS
CHART on the Game Card is consulted.
Find the height or type of cover in the left
column of the Chart, then crossgrid with the
column showing the soldier’s posture when
hit. The letters found show the wound loca-
tions protected by the cover—if this matches
a wound location, that hit counts as a “*miss"
(i.e., the cover was hil instead of the soldicr).
“Mone™ indicates that the soldier cannot be
hit.

23.3 CARRYING WOUNDED: Wounded
soldiers may be acquired (picked up) or dis-
carded (set down) just like weapons and



equipment. While moving with {*“carrying’")
2 wounded soldier, the carrying soldier’s
maximum movement factor is reduced by

2, if alone, or by **1"°, if two soldiers are
carrying one wounded soldier. No discards
are necessary to carry a wounded soldier. If
Cption 15,2 is being used, treat a wounded
soldier the same as 20 points of equipment
split to 10 points each if two soldiers are
arrying).

23.4 DEFILADE COVER: For all previ-
=15 rules, a unit must actually be in the hex
with the cover to gain its protection. Using
this option, the LINE OF SIGHT CHART
on the Game Card is used to determine if
plocking terrain may offer some cover to the
target unit. Check the line of sight for each
height of a target unit to see if the line of sight
iy some heights is blocked. If one height is
completely blocked the target unit has **1""
~eight of cover, if two heights are completely
=locked the target unit has “2"" heights of
cover, ete. For example, if the line of sight
o a Standing soldier {5 blocked ar "'1"
meight, but not blocked at *'2"" heighis, the

dier has the caver effects of 1" height

cee the COVER EFFECTS CHART if Oprion
23.2 ix used, or the uswal cover modifiers if

Rty

13.5 VEHICLE COVER: If defilade cover

=2z Option 23.4) is used, or if a vehicle par-
zally climbs a height hexside or is behind a
fenie, etc., a vehicle may have some cover.
IF**1"" or more heights are covered, the track
-annot be hit. A °* +1"" modifier applies per
=zight of cover when firing at a covered
sshicle.

2i.6 WOUNDED AS CASUALTIES—
SCENARIO VICTORY POINTS: If this
~ption is used, all wounded soldiers are still
sounted as casualties for victory points in the
scenarios, except for soldiers with only a
weapon hit and/or minor wound. Also,
sounded soldiers (except for only weapon
aits andfor minor wound) may never be
sounted as *'surviving®' for victory points in
e SCENarios.

24, MORALE

“orale is that intangible quality that affects
» military organization’s ability to perform
in1 the stress of combat, Losses are demoraliz-
ing, and can reduce combat effectiveness.

24.1 REDUCTION OF SEQUENCE
UNITS: This rule reduces a squad's ef-
ficiency as it takes casualties. The SE-
QUENCE UNIT REDUCTION CHART
:zction of the MORALE CHARTS on the
Zame Card is used during the Morale Phase
if each Turn. For each squad, crossgrid the
sumber of soldiers that were part of the
=quad at game's start with the number of se-
quence units allowed the squad at the game's
start. The numbers found show if any reduc-
sion in the number of sequence units is re-
quired. The left number shows the number
of soldiers lost, and the right number shows

the corresponding loss of sequence unils
available. For example, if the numbers “°2/1""
appear, this indicares thar for every nvo sol-
diers lost by the squad since the game be-
gan, there should be a reduction in the
number of sequence units for that squad. For
241", if five soldiers were lost, there would
be a reduction of two sequence units, and if
six soldiers were lost there would be a redue-
tion of three seguence units from the origi-
nal number of sequence units for that squad.
Remove excess sequence units and/or desig-
nate certain letters not W apply to certain
squads.

24.2 PANIC: Losses may ‘‘panic’” troops,
making them totally ineffective.

24.2.1 AUTOMATIC PANIC: When all
sequence units have been removed for a
squad, it will automatically panic.

24.2.2 PANIC CHECKS: A sguad may
also panic before automatic panic is reached.
During the Morale Phase of every Turn, affer
removing excess sequence units (see Option
24.1), check the PANIC CHART section of
the MORALE CHARTS on the Game Card.
For cach squad, crossgrid the sequence unit
reduction with the number of sequence unils
for the squad at the start of the game. The
number found is the *‘panic number". This
does not have to be done for squads that have
no reductions. Roll the die for each reduced
squad—if the panic number or less is rolled,
the squad will not panic, and can be used nor-
mally during the coming Turn. If the roll ex-
ceeds the panic number, the sguad is
“panicked’’. A **—1"" modifier to the die
roll applies for squads designated as
“*defenders’’ in a scenario, and a “+1"
modifier applies for squads that have lost all
their leaders. On the Morale Phases of Turns
after a squad panics (except for automatic
panics), the roll can be made again, afier
checking for sequence unit reductions due 1o
new casualties and soldiers that have exited
the mapboard due to panic movement. If the
panic number or less is rolled during this
later panic check, the squad is not longer
panicked—otherwise it continues panic
movement during the coming Turn.
24.2.3 PANIC MOVEMENT: All soldiers
in a panicked squad, regardless of the num-
ber of remaining sequence units, are moved
during the first four Impulse Phases for their
side (if less than four sequence units are in
use for their side, add some, designating
these letters as applying only to Impulses for
the panicked squad). This movement must
be the shortest possible routes for each unit
{the roule requiring the fewest new hexes to
be entered), and at best possible speeds (use
all movement factors) towards their map-
board side (or their nearest mapboard side,
if they had two entry or setup sides). Units
that exit the mapboard may not re-enter.
Weapons and/or equipment that cause a
movement factor reduction of **2"" or more
must be discarded as soon as possible, even
if this discarding permits no movement into
new hexes. When a whole squad panics,
soldiers inside or on vehicles will move in
their vehicles. MNote that Stunned and Inac-
tive stams still prevents movement for
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panicked soldiers.

24.2.4 VEHICLE PANIC—BAIL OUTS:
When a vehicle is penerrated by an “*A'" or
**H"* weapon, damaged by a **G" or “L"
weapon, or stapped by a track or engine hit,
the soldiers in the vehicle may panic and
“*bail out’’, regardless of the damage or lack
of damage. When this oceurs, the player con-
trolling the vehicle must immediately make
a panic check (automatically passed if their
squad has no sequence unit reductions at the
time) for the soldiers in the vehicle only. If
failed, the soldiers make panic moves (using
one of their squad’s Impulses every Impulse
Phase), leaving the vehicle as soon as possi-
ble, and procesding on foot, This is automat-
wally done if a wehicle making panic
movement is stopped—the soldiers will bail
out and continue on foot.

25. PRISONERS

Prizoners are important because they can he
interrogated for important military informa-
tion after the battle is over. Only unhit
soldiers or those whose wounds do not in-
capacitate them may be counted as being
taken prisoner.

25.1 STUNNEDVINACTIVE/UNARMED
PRISONERS: In a melee sitvation where all
soldiers on one side are Stunned, Inactive,
and/or unarmed, the other player may an-
nounce that, instead of resolving a melee,
these Stunned, Inactive, and/or unarmed
soldiers are ‘‘taken prisoner’’. These
prisoners automatically discard all weapons
and equipment—this expends no movement
factors in this case.

25.2 SURRENDERED SOLDIERS: This
option requires the use of Option 22 to pro-
vide motivation numbers. A ‘‘surrender
call” (see LEG or VEHICLE MOVEMENT
FACTOR EXPEMDITURE CHARTS on
the Game Card for movement factor cosls
may be made to an opposing soldier or
soldiers in a single hex that is within two
hexes range of the soldier or soldiers used
to make the surrender call. When this iz
done, the other player, using the highest
motivation number of all the soldiers in the
hex called on to surrender will rell the die.
If the die number equals or is less than the
mativation number, the soldiers will not sur-
render. If the die number exceads the moti-
vation number, all soldiers in the hex will
surrender. The die number rolled is modi-
fied by **—1"" for each individual soldier
called on to surrender, by ** 41" for each
individual soldier that expended movement
factors to make the surrender call, and by
45" if the call is made to soldiers all of
whom are Stunned, Inactive, and/or un-
armed. Soldiers that surrender automatically
discard all weapons and eguipment and
Stand—this expends no movement factors in
this case.

25.2.1 SURRENDERED BECOME
PRISONERS: Surrendered soldiers will be-
come prisoners only when at least one op-
posing soldier enters their hex—until then
they remain “‘surrendered’ in their hex.



25.2.2 REGAINING CONTROL OF
SURRENDERED SOLDIERS: If not made
prisoners, and left at any time during one of
their own Impulse Phases with no opposing
soldiers within two hexes of their hex, con-
trol of the surrendered soldiers is regained
by their player— they are no longer surren-
dered, and can be handled normally (usually,
the first thing done is to acquire weapons and
equipment so that they can resume fighting).
25.3 MOVING PRISONERS: Prisoncrs
must have a “*guard”” of at least one oppos-
ing soldier in their hex to be moved. They
can be moved with this guard, and are totally
controlled by the guard’s player, moving on
the guard’s Impulses.

254 LIBERATING PRISONERS: Pris-
oners who lose their guard (a Stunned, In-
active, and/or wounded but not incapacitated
guard— even a disarmed guard—is still treat-
ed as a guard) revert to being **surrendered ™
if an opposing soldier is within two hexes of
them, but may not be made to perform any
Actions until a new guard enters the hex and
makes them prisoners again. If no guard is
present, and no opposing soldiers are within
two hexes, treat the same as surrendered
soldiers regained by their player (see Option
25.2.2).

25.5 PRISONER CASUALTIES: Pris-
oners and surrendered soldiers can be fired
at or meleed by opposing soldiers or their
own guards. They may also be hit by
“friendly’ fire, but their own side may not
direct 'L weapons, fire directly at them or
through them, or use their hex as a target hex
for other types of weapons. “*L."" fire may
be selectively directed at their guards.
25.6 PRISONER VICTORY POINTS: At
the end of the game, all surviving prisoners
or surrendered soldiers count for double the
victory points if they had been made
casualtics.

26. THE POINT SELECTION OF
FORCES

The Points columns of the VEHICLE AND
WEAPON CHARTS provide point values
for all units, equipment, and ammunition. If
desired, these points can be used to “‘pur-
chase" opposing forces as an alternative W
using the forces given in the scenarios. The
opposing forces given in the scenarios have
their point values listed to permit these sub-
slitutions,

26.1 PURCHASING CRATERS, EX-
TRA EQUIPMENT, AMMUNITION,
AND DEFENSIVE UNITS (“EXTRA
POINTS*): Simply replace the craters, extra
equipment, ammunition, and/or defensive
units (known collectively as “‘extra points™™)
given in & scenario with any other items of
these same types that match the point values
of those replaced. When only the extra points
are replaced, the remaining forces are left as
given. For example, i a scenario listed
{7 HGNIE (I painr each), 2 < LPL3 {2 points
each), 3xGLR2ZAMO (I point each), and
1 = DFX (6 poinest = 30 points, these could
be replaced by purchasing any combination

of extra point items equaling 30 points. A
tower may be “‘sandbagged’” for 2 points ex-
tra. If the scenario has an attacker, the at-
tacking player may purchase crater units as
part of the extra poinls for a “*preliminary
bombardment'’. Single crater units cost 1
point and double crater units cost 2 points
each.

26,2 PURCHASING SOLDIERS, VEHI-
CLES, WEAPON UNITS, AND PER-
SONAL EQUIPMENT (“BASE
POINTS™): These scenario forces may be
replaced by other forces whose final point
value docs not exceed the point value of the
given forces. These purchases (collectively
known as “‘base points'") are more compli-
cated than purchasing the extra point forees,
and require the use of the following equa-
tion to delermine a squad’s base point value:

the effects of any loss of protection (see Op-
tion 27.3).

27.1 EFFECTS OF NBC SUIT PROTEC-
TION: Due to the inconveniences of the suit,
there are restrictions on a wearing soldier's
capabilities. Soldiers wearing NBC suits are
maodified as follows: 27.1.1: A “*=+1"" modi-
fier applies when firing or sighting.

27.1.2: The soldier's movement factor and
the maximum number of new hexes that may
be entered per Impulse are reduced by one.

27.2 EFFECTS OF NBC VEHICLE
PROTECTION: There are no effects for
soldiers inside a vehicle as long as the vehi-
cle remains ‘‘buttoned’” andfor is not
penetrated. Soldiers inside a vehicle may also
wear NBC suits, but then the modifiers in
27.1 apply. Soldiers may fire out of vehicle

(VIP + LWT) / 10 = Base Point Value

where

V = Sum of all point values of all soldicrs, vehicles, weapon units, and personal equip-

ment in the squad.

I =The number of Impulses in an Impulse Phase for the squad.
P = The number of Impulse Phases per Turn for the squad.
. = Sum of all leader points, which are as follows:

A: 6 poinls cach.
C: 14 points cach.
5: 10 points each,

T = The number of Turns in the game. Round all fractions down,

For at.ampfe,. the base points of this sample squad in a five Turn game are as follows:
American Rifle Squad: 3/2; 18, 1A; 2xGLR2, 1xLMG4, 7xRFL10; 2 %BPD

GLR2 = 5 points = 2 = 10 points.
LMG4 =12 points ¥ 1 =12 points.
RFLI0 = 5 points x 7 =135 points.
BPD = 1 point = 2 = 2 points.

v =59 points.
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[(593(2)(3) + 16] [51/ 10 = 185 = squad's base points.

26,3 PURCHASING ALL FORCES
(“TOTAL POINTS"): A combination of
the extra and base points equals a scenario's
““total points"", and can be used to completely
replace all forces given in a scenario with
other forces of the same total points. As long
as the number of total points for a side are
the same, the number of extra and base points
may vary from those given in the scenario.
Note that control boxes and missiles are pur-
chased separately, and that control boxes are
extra equipment (*‘extra points' ") while mis-
siles are weapon units (*‘base points").

27. NUCLEAR, BIOLOGICAL, AND
CHEMICAL PROTECTION

On the game's level, any unprotected soldiers
hit by any of these weapons would already
be eliminated and there would be no game.
Therefore, any scenario simulating such con-
taminated environments must assume that the
soldiers have survived the initial attack and
start with all soldiers in “*buttoned’” vehicles
with NBC equipment and/or “*wearing'" (this
extra equipment is wrilten next (o a soldier's
identification ) NBC suits. Players using this
option should determine the exact environ-
ment (nuclear, chemiecal, or biological) in
which the game is played, as this determines
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firing ports and still retain the vehicle’s NBC
protection.

27.3 EFFECTS OF LOSING NBC PRO-
TECTION: The effects of nuclear radiation
and most biclogical agents are not rapid
enough to eliminate soldiers in the game's
time frame, although their eventual fate is
sealed, but most chemical weapons will
rapidly eliminate any exposed soldiers.
Vehicle NBC protection is lost if any hatches
are opened or if the vehicle (except tracks)
is penetrated. An NBC suit's protection is
lost if Option 23.1 is used and the soldier is
wounded (except for weapon hits—minor
wounds will cause a loss of protection). The
effects of losing protection are as follows:
27.3.1: In aradioactive and/or biclogical en-
vironment, the soldier losing protection
suffers no special effects during the game,
hut cannat be counted as a surviving soldier
for scenario victory points and does count as
a casualty at pame's end,

27.3.2: In a chemical environment, the
soldier losing protection is immediately
eliminated.




THE SCENARIOS

The sceparios in this section provide
representative types of ground actions. Each
scenario is, in effect, a separate game, and
provides the specific information needed to
be set up and played. Except where noted,
these scenarios are not intended to represent
specific actions, but are designed to capture
the “‘flavor’" of different types of battles in
different places, at different times, and to
provide a wide variety of gaming situations.

SCENARIO FORMAT

The information in each scenario is presented
in the following format:

A. MAPBOARD TERRAIN: This is infor-
mation for setting up the maphoard. The
mapboard panels to be used and how they are
i be placed together are given in a diagram.
The terrain, its type, height, and values are
also given. Srandard heights and values for
terrain are given in the STANDARD TER-
FAIN VALUES CHART on the Game
Card, and these values are always the ones
used except where otherwise indicated. Use
the given terrain (which, when there are
several sets of opposing forces, will also give
marching terrain information) for the given
forces. If other opposing forces varianis are
determined using 14 or Option 26, the
players must decide any terrain appropriate
for their battle location. In many scenarios
various types of terrain will represent types
of terrain other than as identified in the Basic
Game. For example, if instructed to *“treat
scrub hexes as clear terrain”', all of the scrub
hexes on the mapboard panels are considered
1o be clear hexes for that scenarie. Note that
in such cases a scrub hex that alse included
other terrain, like a tree, would still be con-
sidered to contain that other terrain. Unless
indicated differently, interpret all terrain as
identified in the Basic Game STANDARD
TERRAIN IDENTIFICATION CHART. In
some scenarios there is a choice of how to
place the mapboard panels and/or a choice
of which mapboard side to enter for a game.
This is done to increase scenario flexibility,
and the players should decide how to do it
for their game before setting up anything
zlse. A defender may decide what doors and
windows of his buildings are open or closed
before the game starts. Any buildings in an
attacker’s setup area automatically have all
doors and windows open.

B. SPECIAL RULES: The maximum num-
ber of Turns that the game will last and the
mapboard sides where units may exit are
given here. Any special rules that apply o
the scenario are also given, as well as infor-
mation neaded if certain Optional Rules are
used. Option 19 i5 required if matchups using
vehicles are selected. Other Optional Rules
may be used, if desired. Radios and binocu-
lars may be listed and require Optional Rules
o use, but, if these Options are not used,
they can be deleted from the scenario with
only a small effect on play balance. Some

special rules are given or must be determined
in every scenario, as given below:

1. WEATHER: This determines the condi-
tion of the ground. If Normal, there are no
special effects. If Mud or Snow, there are
increased movement costs, as shown on the
charts on the Game Card. Dirt roads are con-
sidered to be mud hexes in Mud weather.
2, VISIBILITY: This determines the visi-
bility. Observation Conditions may be 1, 2,
or 3, but Observation Conditions 2 or 3 may
also be Might, Fog, Raining, or Snowing,
which can effect the performance of night-
sights (see Option 16.7.2).

3. FIRES: This is used with Option 21 1o
determine the chances of a Fire. Usually,
Dry conditions should prevail in desert or
drought areas, Normal conditions most of the
time, and Wet conditions when the weather
15 Mud or Snow and/or the visibility includes
Raining or Snowing.

NOTE: Like the mapboard terrain, these
vary with the opposing forces, and rules ap-
propriate for a location and season must be
decided by the players if their own variants
are used.

C. OPPOSING FORCES: This gives the
units and equipment for both sides needed
to play the scenario, when or where they may
bc sctup or enter the maphoard, their
organization into squads, the leaders, etc.
Many scenarios provide alternate forees and
information, and the players may select the
ones desired for a specific game. In addition,
squad group numbers are listed in some
scenarios for players employing rule 14 to
setup their own scenario variants and also
point totals for players who wish to employ
Option 26 in selecting alternate forces (listed
in the order: Tolal Points—Base Points—
Extra Points). Soldiers may be placed on or
enter the mapboard in any desired postures,
with any desired soldiers nominated as
leaders, any desired soldiers placed as
crewmen, and any weapons loaded or
unloaded with any desired and allowable type
of ammunition. Once forces are sclected,
organization lists should be prepared.

An organization is displayed in the following
format: squad identification; mobility;
leaders; soldiers and their personal weapons,
weapon units, and vehicles that are part of
the squad; personal equipment; extra eguip-
ment; and defense units. For example,
“American Rifle Squad (1974 on): 3/2; 18,
14; 2= GLR3+RFLIO, 9xRFLIO; 2 BPD,
I'<SCP; IIBDA, I'xBNC, 20<HGN3 and/
or 5, 2x=LPL3, I=RDO, 8xGLREIAMO,
I=<PMNZ,"" The squad identification
specifies the nationality and type of the squad
plus, where changes have been made, the
approximate years that the particular squad
arganization has been or is used, A "+ or
=" may be included to show that the squad
is over or under strength. The mobility gives
the number of sequence units allowed per
Turn and the number of Impulses per
Impulse Phase. For example, *°3/2"" means
three sequence units and rwo Impulses per
fmpudse Phase, Next, the leaders allowed for
the squad are shown: C=ollicer or senior
MNCO; S=squad leader; A=assistant squad
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leader. Then come the soldiers in the squad
and their personal weapons. For examiple, the
sample squad above containg rwa soldiers
with “"GLRI+RFLII'" (in this case, M203
grenade launchers attached o MI16AI rifles)
which are represented by two GLR " soldier
urtits, and nine soldiers with “"RFLID(in
this case, MI8AI riffes), which are
represented by nine “'RFL" soldier units.
The onal cquipment of the sample squad
consists of two bipods (BPD) and one
scope(SCP), which the player may decide to
attach to any of the soldier's weapons, as
EFL10 may have these attached. The extra
equipment consists of eleven body armor
(BDA, in this case enough for one per
soldier), one binoculars (BMNC), twenty fused
offensive andfor defensive hand grenades
(HGN3, HGN5—any desired mix of the two
types), two M72 LAW light portable
launchers (LPL3), one radio (RDO), and
eight ammunition rounds for the grenade
launchers (8 = GLRIAMO). The HGNs and
GLR3AMOs could be of any types allowed
for these (**G"", *M"", or ““W"’ for the hand
grenades, and *“C**, “'G"", “"H", “M", or
U for the grenade launcher ammunition).
The player may distribute this extra
equipment and ammunition among the
soldiers as desired. A claymore mine
(PMMN2) defense unit is also available that is
sccretly placed before the game bepins.
When more than one squad is given, and the
equipment is listed separately, it may be
distributed among the sguads as the player
desires. Below is a list of the abbreviations
used in the scenarios:

AAV:Ant-Aircraft Vehicle.
ABS: Abatis,

AMO: Ammunition (1).
APCiArmored Personnel Carrier.
BDA:Body Armor.
BER:Bunker.

BLEK:Elock.

BNC:Binoculars.

BPD:Bipad.

CBX:Control Box.
DCH:Ditch.

DFX:Deep Foxhale,
DMC;Demolition Charge.
DWR:Double Barbed Wire,
FTR.:Flamethrower.
GLR:Grenade Launcher (2).
HGN:Hand Grenadea.
HRG:Hand/Rifle Grenade.
IFV:Infantry Fighting Vehicle,
LCW:Large Crew Weapon.
LMG:Light Machinegun.
LPL:Light Portable Launcher.
LTK:Light Tank.

MBT:Main Bartle Tank.
MCV:Martar-Carrying Vehicle.
MMG:Medium Machinegun.
MPL:Medium Portable Launcher.
MRT:Mortar.

MSL:Missile.

NBC:Protective Suit.
NST:Infrared Nightsight.
PBX:Pillbox.

PMMN: Anti-Personnel Mine,
PNS:Passive Nightsight.
PST:Pistol.



RCV:Reconnaissance Vehicle,
RDO:Radio.

RFL:Rifle.

RGN:Rifle Grenade.

SCP:Scope.

SFX:Shallow Foxhole,

SHG:Shotgun.

SMG:Submachinegun.

TDR:Tank Destrover.

TRK:Truck.

TRN:Trench.

TWR:Tower.

VMN:Anti-Vehicle Mine.

WIR:Wire (barbed).

NOTES:

(1) List ammunition on organization lists
with the weapon identification, then the type
of ammunition. For example, “"MRTOG™ is
G ammunition for a “"MRTE".

(2) GLR3 is usually attached to a rifle and,
if attached, is written ““GLR3+RFL
number. ™

Below is 1 sample of how the squad used in
the preceding examples could be written out
as an organiration list:
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D. VICTORY CONDITIONS: The side
which accumulates the most victory points
is the winner, and this section tells how to
gain victory points in the scenario. In addi-
tion to what is given, all of the following vie-
tory points apply in afl of the scenarios:
1. Each side gets one victory point for each
casualty caused to the other side (two vie-
tory points per prisoner—see Option 25.6).
2. If vehicles are used, each side gets a num-
ber of victory points equal to 10% (round all
fractions up) of the vehicle's point value if
it is ““destroyed”’. A wvehicle 15 considered
to be *‘destroyed’” if its engine and main gun
are both hit, if it is burning, or if all soldiers
on the vehicle's side are eliminated.

3. To “‘control” an objective (building,
cave, etc.), at the end of a game, a side must
be the only side with surviving soldiers there
or must have been the last side to enler or
pass through the objective, and still have
some surviving soldiers. In scenarios where
the defender starts on the portion of the map-
board containing the ohjectives, the defender
“controls’’ these objectives al the start of the
game (if no defenders occupy these ohjec-
tives, consider that defending soldiers were
the last to pass through them). If both sides
have surviving soldiers inside or on the same
objective at the end of a game, neither side
gets any victory points for controlling that
objective. An objective (or at least the hexes
that contained it) remains an objective, even
if set on Fire or blown from the face of the
earth.

SCENARIO ONE:
“MEETING ENGAGEMENTS"’

This scenario provides the basis for gener-
ating a virtually unlimited number of differ-
ent games. It uses a variation on the Basic
Giame Scenario (which represents the meet-
ing of very agressive patrols or a head-on
clash belween attacking forces).

A. MAPBOARD TERRAIN: Assemble
the mapboard panels as shown, although the
panels may be placed in any order and fac-
ing in any directions. The game can be
played using the buildings on mapboard
panel 3 or ignoring them (in which case the
building hexes should be treated as clear
terrain).
SIDE A

— e o

SIDE B
1. BORDER INCIDENT: Use all standard
terrain values and heights. Buildings are of
log construction.
2, 3 JUNGLE PATROL and CIVIL
WAR: All dark green and light green hexes,
as well as the tree hexes are considered to
be tree hexes. Brown hexes are mud hexes
in Mud weather, but otherwise clear hexes.
Ignore all fences and hedges. Buildings are
of bamboo construction.
4, DESERT DUEL: Tree hexes are consi-
dered to be scrub hexes, dark green hexes
without trees are considered to be clear
hexes, and brown hexes without trees are
considered to be rough hexes, as well as the
standard rough hexes. Hills are height **4°"
and depressions are height ** =3"". Buildings
are of mud construction.

B. SPECIAL RULES: Game length is 5
Turns. Units may exit only off the side near
which their side setup.

WEATHER: Usc Normal weather for all the
given matchups, although Mud can be used
for matchups 2 and 3, if agreeable to all
players.

VISIBILITY: Any desired visibility may be
used for the given matchups, although Snow-
ing should not be used with matchups 2 or
3, nor Raining, Snowing, or Fog with match-
up 4.

FIRES (OP): Any desired and/or appropri-
ate to the weather and visibility may be used
for matchup 1. Wet is appropriate for match-
ups 2 and 3, and Dry is appropriate for
matchup 4.

C. OPPOSING FORCES: Selecr one of
the following matchups or choose opposing
squads from the same squad group (see 14),
If point selection of forces (Option 26) is
used, boih sides should have equal total
puinis. Then use a competitive die roll to de-
termine setup. The winner of the dic roll
selects either the side (A or B) on which to
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semp and sees up first, or may decide to semp
second, in which case the other plaver selects
a side and zets up first. Both sides may semp
no more than four hexes from their side of
the mapboard, and all units must start on the
maphoard.

1. BORDER INCIDENT; Sino-Soviet
Border, 1969:

Chinese Motorized Infantry Squad (+):
3/2; 1C, 1§8; 1xLMG20, 1xMFLI19,
1xMRETS, 1 *PST3, 9=xRFL1; 12 xHGN3,
3 xMPLI1SAMO, 3 <MRT6AMO (225-201-
24 points).

Soviet Motorized Rifle Squad: 4/2; 1C, 15,
1A; 2=xLMG21, 1xMPL20, 5=RFL1,
I=SMGI11; 12xHGN3, 3 xMPL20AMO
(225-207-18 poinis).

2. JUNGLE PATROL; Vietnam, 1970:
North Vietnamese Infantry Squad (4):
5/2; 18, 1A; 1xLMG20, 1=xMPLI19,
TxRFL1, 1xRFL2l; 1xBPD, |xSCP;
2xBDA, 1 xBNC, 30xHGN3, 1 xRDO,
IxRGNZ, 4xMPLI9AMO (300-248-52
points).

American Light Infantry Squad: 4/2; 15,
l1A; 2xGLR2, 1xLMG4, 7xRFL10;
2xBFD; 10xBDA, 1xBNC, 22 xHGN3
and/or 5, 1 =xRDO, 1%5HG,
8x GLR2ZAMO (300-244-56 puints).

3. CIVIL WAR; Nigeria, 1969;

Biafran Infantry Squad (4): 3/2; 15;
1 xLMG15, 2xRFLS, 6 xRFL7, 1 xRFLE;
15xHGNS (*'G" only), 1xRGN2
(160-143-17 points).

Nigerian Infantry Squad (=): 3/2; 15;
1 xLMG3, 6xXRFLIl, 1xSMGI10;
16 x HGN3 and/or 5, 2 < RGN2 (160-140-20
points).

4. DESERT DUEL; Syria, 1973:

Israeli Paratrooper Squad (+): 4/3; 15,
2A; 1xLMGIL1, 1=xMPFL7, 2xPST2,
2xRFLS, 4x5MG7, 1 =xMBT2; | x5CP;
11xHGN3, 1xRGN2, 1xRGN4,
2 xMPLTAMO (760-737-23 points).
Syrian Motorized Rifle Squad (+): 3/2;
15, 3A; 1 xLMG20, 1 = MPL20, 4 X P5T4,
9xRFLI, 4 x5MG11, 2xMBT16 (TG2A);
1xBPD; 1xBDA, 1xBNC, 15xHGN3,
1xRDO, 4=MPL20AMO (760-731-29
points).

D. VICTORY CONDITIONS:

1. Each side gets two vietory points for each
surviving soldier (including those in or on
vehicles) on the opposite side (past the map-
board panel folds) of the mapboard at game’s
end. This does not apply if 2., below, is
used.

2, If the buildings are used, each side gets
two victory points for each building con-
trolled at game’s end.

SCENARIO TWO:
“THE SOLITAIRE SCENARIO"

This scenario allows games when no oppo-
nents are available, It represents a sweep



tarough an area held by an unseen enemy.
The player is the attacker. and the ‘‘de-
fender’” is controlled by various rules and
die rolls.

4. MAPBOARD TERRAIN: Assemble
the mapboard panels in one of the following
sonfigurations:

P i - P

oar

i

A A
[nese selups provide the best balanced
zames, Anacker may enter from either side,
z: shown by the arrows.

D D
Y Y
- -
or
o] [ )]
.l':"". A
A A

[nese setups are ““weighted' o favor one
iz or the other, depending on the challenge
Zesired and game experience. Entry from
A7 side favors the attacker and entry from
[ side favors the defender.
Place wire units (which in this case do not
-spresent wire units, but merely mark hexes)
hexes 116, 1M4, 1T4, 176, 1K1, 2W10,
215, 2NM6, 2T6, and 2Y5. These are the
zzme's reference hexes.

DISPUTED BORDER: All tree hexes
:-2 considered to be the terrain indicated by
Z2ir hex colors, Hills are height “*6"" and
Zcpressions are height ““ —4", All fences and
~edges are considered to be stone walls,
I. ALONG THE IRON CURTAIN: Use
=] standard terrain values and heights. Roads
ire paved.

i, IN DEEPEST AFRICA: Treat light
srzen hexes as scrub hexes, in addition to the
lark green hexes.

B. SPECIAL RULES: Game length is 3
Turns. Attackers may exit off the mapboard
ade from which they enter and defenders
—ay exit off the opposite maphoard side.
1. GENERAL: Thoroughly mix the defend-
=2 units 30 they can be randomly drawn
«hen needed. At the start of the game all at-
=2:king units make a normal move onto the
—apboard in a "*bonus’’ Impulse Phase. No

“mbat Actions are allowed during this Im-
-ulse Phase. Then, randomly select two
-:fending units and place them on the map-
-card using the Defender Placement System
sovered in 2. (starting with b.), below.
Szquence units are drawn normally after this
aitial setup.

WEATHER: Normal. VISIBILITY: Con-
dition 1. FIRES (OP): Normal.

2. DEFENDER PLACEMENT SYS-
TEM: When a defender’s sequence unit is
drawn, the first thing done is to roll the die
and use the following tables to determine the
number of new soldier units that may be
placed on the mapboard and where and how
they are to be placed. The die is rolled
separately for each soldier and step of the
placement procedure, crossgridding the die
rolls with the appropriate columns. These
placements to not expend Impulses— they
represent soldiers who were previously
unseen and the whole procedure is used to
randomly place defending soldiers on the
mapboard. This is done for every defender’s
sequence until all defending soldiers have
been placed on the mapboard.

(1) THE PLACEMENT HEX: Roll the die
to determine the direction from the placement
hex in reference to the directional hex on
mapboard panel 1. This roll, combined with
the distance roll, determines the hex (called
the “*placement hex’") where the soldier will
be placed. For example, using reference hex
K1, a soldier to be placed 3 hexes distance
in direction ""4"" goes o placement hex 1K4,
If the placement hex is found to be off the
maphoard, the soldier is not placed, hut is
remixed with the other unplaced defending
units for possible placement during a later
defender Impulse Phase.

2y A BETTER PLACEMENT HEX:
Omnee the exact placement hex is determined,
the soldier is then moved to an adjacent hex
if it is **better”’ than the placement hex. A
hex 1s ““better’” than the placement hex if it
nifers hetter protection (ie., the maximum

SOLITAIRE PLACEMENT TABLE

DIE Soldiers Available REFERENCE — DISTANCE  DIRECTION  POSTURE
NO. 3 4 5 § HEX

1 1 0 0 0 15 0 1 Prone

2 el | e | s 14 1 = g b Prane
3 1 0 0 0 1T4 1 2 Prane
e S IY6 iy el TraPrmE

5 I OO T 1K1 7Ty 3 ~ Prone
[ o] e [ 1 IW10 . =] Crauich
7 T e B 215 3 5 Crouch
i S (e T PR e b e - Croich
R T TR TR aT6 4 [ © Stand
)G T B sy g 2Y5 o b T e Stand |

a. NO. SOLDIERS AVAILABLE: Select
the column showing the number of sequence
units per Turn available for the defending
squad, then roll the die to determine the num-
ber of soldiers that can be placed. For ex-
ample, if the squad has three sequence unirs
per Turn and a '3 is rolled, one soldier
may be placed. Afler this is resolved, ran-
domly draw the required number of defend-
ing soldiers. If desired, add **+1"" to the die
roll for each previous consecutive defender
Impulse Phase that has passed with no new
soldiers placed on the mapboard.

b. REFERENCE HEX: Roll the die to
determine the reference hex to use. For ex-
ample, ifa 5" is rolled, reference hex 1K1
5 used. Roll separately for each soldier to
be placed unless one of the personal weapons
requires a crew (this does not apply if both
personal weapons requires a crew)—in this
case, if twao soldiers are to be placed they
should be placed and kept together, ending
in the same hex, facing, and posture. If the
reference hex rolled is already controlled by
the attacker (flip over wire units to shaw that
the attacker controls them), the drawn soldier
unit is not placed, but is remixed with the
other unplaced defending units for possible
placement during a later defender Impulse
Phase.

c. DISTANCE: Roll the die to determine
the number of hexes from the reference hex
where the soldier will be placed. For
example, if a 6" is rolled, the soldier is
placed three hexes from the placement hex,
d. DIRECTION: This step can be skipped

if the Distance is *'0".
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total number of potential ** 4+ ' modifiers for
cover and/or concealment if fired at by “L"*
weapons is larger than in the placement hex)
and/or is higher than the placement hex with
at least equal protection. If no adjacent hex
is “‘better”’, the soldier remains in the place-
ment hex. If a number of adjacent hexes are
“*hetter’”, the ‘“‘best”” one must be chosen,
using the following order of choices in com-
parison to the placement hex:

FIRST CHOICE: A hex that is both higher
and offers better protection.

SECOND CHOICE: A hex that is higher and
offers equal protection.

THIRD CHOICE: A hex that is of equal
height and offers better protection,

For equal hexes, choose one that does not
already contain another friendly soldier in
preference o one that does.

e. POSTURE: Roll the die to determine the
soldier's posture, and mark with the
appropriate posture unit. If placed in a hex
containing an attacking soldier or soldiers,
the newly placed defender is always Stand-
ing, and no die roll is needed.

f. SOLDIER FACING/SIDE OF HEX
(NOT ON THE TABLE): Face the soldier
in the “*hest’ direction (see PRIORITY SIX
in 3, below). If the hex contains a tree or
stump, the soldier is always placed, if
possible in rear cover to the nearest attacking
soldier. If two or more equally close
attacking soldiers make it impossible to
determine rear cover to all of the closast
attacking soldiers, let the die decide the side
of the tree or stump on which to place the
soldier, For fences and hedges, place the



soldier on the opposite side from the nearest
attacking soldier—if more than one equally
distant attacker makes this impossible to
determine, lete the die decide the side.

3. SOLITAIRE DECISIONS: Since there
is no defending player, the solitaire gamer
must allow specific solitaire rules and
random die rolls to make *‘decisions' for the
defending units when a defending sequence
unit is drawn,. These specific rules require
certain *"decisions”’ to be made, but in all
cases where a superior possibility exists it
must be taken and where two or more equal
possibilities present themselves, the player
must let the die decide which to use. Far
example, {f rwo equal possible Actions are
available, let *'1-5"" stand for one Action and
610" stand for the other Action, and roll
the die 1o decide which o use. For three
equal Actions, let "I1-3"" stand for one,
"g-6"" for the second, "'7-8"" for the third,
and roll aver if 10" is rolled, efc. Basically,
the player has a number of defending soldiers
on the mapboard and must use the listed
priorities below to *‘decide’’ which units to
use and how to use them. Check all
defending soldiers. If a PRIORITY ONE
Action is possible, do it. If more than one
FRIORITY ONE Action is possible, let the
die decide the order in which to make them,
etc. If no PRIORITY ONE Actions are
possible, or if not all Impulses were used
performing PRIORITY ONE Actions, go on
to PRIORITY TWO Actions, then to
PRIORITY THREE Actions, etc., moving
down the following list, until all of the
defender’s Impulses are used at the carliest
possible priorities. MNote that it is possible for
a lower priority Action to create the
opportunity for a higher priority Action. For
example, a PRIORITY TWO Action (melee)
is not possible because there is not a 50%
chance of winning the melee, but then a
PRIORITY FOUR shot makey the PRIORITY
TWQ Acrion passible. In such a case, the
higher priority Action is then performed, il
an Impulse for it still remains.
PRIORITY ONE: If a newly placed soldier
is in the same hex as an opposing soldier,
a melee must be resolved. Treat this as if the
newly placed soldier entered the hex from
the rear, il possible.

PRIORITY TWO: If a defending soldier is
close enough to enter a hex for melee, do so
if there is at least a 50% chance of winning
the melee, considering all modifiers. If more
than one defending soldier in the same hex
can reach the same melee, they will all move
together. Any soldiers starting in that same
hex with a defending soldier moving into a
melee that could not reach the melee hex (due
to a lower movement factor, facing
differences, etc.) remain in the original
hex—use their movement factors for the
highest priority available to them, as an
Impulse has already been used for that hex.
Enter a melee hex from the rear, if possible.
If more than one possible melee is available,
choose the one with the “‘best’” percentage
of winning.

PRIORITY THREE: Take any shot with a
possibility of a hit (considering all modifiers)
at a vehicle target with ““A" or “H"
weapons, as long as penetration is possible.
Take the *‘best”” (see PRIORITY FOUR)
shot of this type first, if more than one is
possible.

PRIORITY FOUR: Take the **best”" (in all
eases, the highest chance for a hit, con-
sidering all maodifiers) shots possible at
attacking soldiers, changing facing and/or
posture if necessary. After firing the best
possible shot, then the next best shot is
resalved, etc, For example, assuming ne
madifiers, if one soldier can fire at target
A" with a hit number af 1" or at target
“'B*" with a hit number af *'2"', target *'B""
is selected. However, if a second soldier can
Sire with a hit number of 37, the second
soldier is fired first. Target hexes for
defending “'G" (or ““H'" used as **G'")
WEApOns Tust always contain amacking
soldiers. Some other considerations may also
determine the order of choices within this
Priority.

(1) If the choice is between **G"" {(or “H"'
used as “*G'") and “'L"" weapons with equal
chances for a hit, use the **G"" unless a hit
on the target hex could possibly also hit a
defending soldier or soldiers. Ne **G"" (or
“H" used as **G"") weapon may cver be
used by a defending soldier if a hit on the
target hex could also hit a defending soldier,
(2) If the choice is between *'G"" (or “H™*
used ag “*(’") weapons with equal chances
to hit, choose the one with the highest hlast
number, unless this could also possibly hit
defending soldiers with a hit on the target
hex.

(3) If the choice is between *'L’" weapons
with equal chances to hit (using the highest
hit number for weapons with selective fire)
use the one with the higher rate of fire (semi-
automatic over single shot, and, for
automatic , the weapon with the most bursts,
or, if equal bursts, the most shots per burst).
COnce chosen to be fired, if the weapon has
selective fire, choose automatic fire over
semi-automatic fire, even if this reduces the
hit number, as long as there is still a chance
1o hit the target unit.

(4) All other things being equal, choose a
shot with more target units available,

(5) In & tres or sturmp hex where a defending
zoldier must change sides in the hex in order
to fire, place the soldier on the side that
provides cover from fire from the closest
attacking soldier—if not possible, let the die
decide the side.

PRIORITY FIVE: If no chances of scoring
hits exist, then lake the best possible
automatic fire shots that may Suppress at-
tacking soldiers. Considerations (3), (4), and
(5) from PRIORITY FOUR also apply here.
PRIORITY SIX: If no firing is possible,
reface the defending units in their “‘hest™
direction. Starting with the defending soldier
closast to the most attacking soldiers, etc.,
the “‘best'” facing is towards the closest
attacker to which there is a line of sight,
PRIORITY SEVEN: If PRIORITIES
ONE—SIX have failed to expend all
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defender Impulses, unused soldiers that are
not marked with a status unit may be moved
to a new hex. Use the soldier’s current hex
as a reference hex, and use die rolls and the
Distance, Direction, and Posture columns of
the SOLITAIRE PLACEMENT TABLE to
move the soldier to a new hex. Roll again
if the soldier is moved off the mapboard,
until an on board hex is found. If the soldier’s
movement factor would not allow movement
to the new hex, reduce the Distance until a
legal movement is found., A ““better’
placement hex can only be used if movement
to it is also legal and possible. If this
movement goes into a reference hex
controlled by the attacker, the hex reverts to

. the defender’s control.

C. OPPOSING FORCES: Select one of
the following matchups (either side may be
the attacker or the defender) or choose
opposing squads from the same squad group
(see 14). If point sclection of forces (Option
26) is used, both sides should have equal total
points. The player must prepare organization
lists for both sides. The defending side may
be armed only with ““A™, *“G"", and/or “H""
weapons, and may not include weapon or
vehicle units. If a matchup has more than one
defending squad, the units in each should be
kept separate and handled one at a time
during the Defender Placement procedures
(see Special Rules).

1. DISPUTED BORDER; Bangladesh,
1971:

Indian Mountain Squad: 3/3; 15, 14;
1xLMGI15, 1 <RFLS, 8 <RFLI18; | xBNC,
12 xHGN4, 2 X RGNZ (250-233-17 points).
Pakistani Infantry Squad: 4/2; 15, 1A;
2xLMGI15, 1=xMPL17, 7xXRFLI1,
1xBPD; 1 xBNC, 16=HGMN3,
3 xMPLITAMO (250-224-26 points).

2. ALONG THE IRON CURTAIN;
Germany, 1980s?:

West German Jaeger Squad (—=): 4/2; 15,
1A; 1=xLMGS, 1xMPL6, 5xRFLI11;
T=BDA, 1 xBNC, 13 xHGNI1, 1 xRGN1,

1 xRDO, 3xMPL6AMO (240-212-28
points).

East German Panzergrenadier Squad: 4/2;
1C, 158, 1A; 2xLMG4, 1xMPL2(;
1=P5T4, 2=RFIL1, 1 = RFL19,
1 x5MG11; 16xHGNS, 1 =REDO,

3 xMPL20AMO (240-215-25 points).

3. IN DEEPEST AFRICA; Angola, 1978:
South African Motorized Infantry Squad
(=) 4/2; 18, 1A; 2xLMGI1S5, 6 xRFLS;
1xBNC, 13xHGNS3, 4 <RGN4, | xRDO
(225-200-25 points).

Cuban Infantry Squad: 4/2; 15;
1 =xLMG21, 1=xMPL20, 3=xRFLI;
1xBDA, 1 <xBNC, 18 xHGN3, 1 xRDO,
4 xMPL20AMO (225-193-32 points).

D. VICTORY CONDITIONS: The
attacker gets one victory point per controlled
reference hex, and the defender gets two
victory points per controlled reference hex
at game's end.
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SCENARIO THREE: “AMBUSH"

Ambushes are one of the Most common types
of modern engagements, These combats are
usually very short.

A. MAPBOARD TERRAIN: Only map-
hoard panel 2 is used.

ATTACKER

L’- :
ATTACKER

1, 2 SOUTHEAST ASIA and
SOUTHERN AFRICA: All dark green and
izht green hexes, as well as the tree hexes
are considered to be tree hexes. Brown hexes
are mud hexes in Mud weather, but other-
wise clear hexes. Ignore all fences and
hedges.

3. CENTRAL AMERICA: All dark green
hexes, as well as the trec hexes are con-
sidered to be tree hexes. Brown hexes are
mud hexes in Mud weather, but otherwise
clear hexes. Hills are height **4"",

4. AFGHANISTAN: Tree hexes are con-
sidered to be scrub hexes, dark green hexes
without trees are considered to be clear
hexes, and brown hexes are considered to be
rough hexes. Hills are height **5", and
depressions are height **—5"". Roll die:
14", the road is paved—otherwise, the
road is dirt.

E. SPECIAL RULES: Game length is 3
Turns. Afttackers exit off either or both of
the short sides (**2-3"" or “*5-6""), and the
iefenders off either or both of the long sides
17" or '4"") of the mapboard. Decide
ahich side of the mapboard the attacker will
snter by agreement or competitive die rall.
Then, the defender writes down the hex
ocations of all defending units—their facings
and postures can be decided later when they
are placed on the mapboard. EXCEPTION:
If Option 18 is used, the facing and posture
must also be writlen. A mine must be placed
i a road hix on or beyond the maphboard fold
on the opposite side from where the antacker
znters, a roadblock may be placed in any
road hex, and other defenders may be placed
m any non-road hexes anywhere on the map-
scard. The attacker then moves onto the
maphoard and moves down the center road
cing “‘bonus’ Impulses. The attacker's

nits may be in any formation, but every unit
must be moved singly in any desired order
and 50 as to end a “‘bonus’ Impulse Phase
adjacent to al least one other unit. No unit
may enter more than three new hexes per Im-
pulse, soldiers not riding in or on vehicles
must be Standing, and all attacking umnits
must remain in road hexes on the center road
ar all times. All attacking units may be moved
during each **bonus”" Impulse Phasze. These
“bonws’ Impulse Phases continue until (1)
2 mine is hit, (2) the defender announces that
it is time to start—this can be announced at
any time after the conclusion of the second
“bonus’ Impulse Phase, even if the attacker
15 in the middle of a “bonus™ Impulse Phase

and not all units have been moved (the
“bonus’” Impulse Phase ends immediately at
that point}, or (3) if Option 18 is used, and
a defender is ‘‘seen’’. At this point all
defenders are placed in their plotted hexes,
unless Option 18 is used, in which case only
the units that have been *“seen’ are placed.
The defender then immediately gets a
“‘bonus’” Impulse Phase with the normal
number of Impulses during which any Ac-
tions may be performed, followed by a
“bonus’’ Impulse Phase with the normal
number of Impulses during which any Ac-
tions may be performed for the attacker, af-
ter which the sequence units are drawn
normally for three normal Turns.
WEATIHER: Roll the die: **1-2"" =Snow;
3-8 =Normal; **9+""=Mud. Modify the
die roll by *“*+2" for Southeast Asia,
Southern Africa, and Central America.
VISIBILITY: Roll the die: *‘1-6"" = Ob-
servation Condition 1; **7-8"" = Observa-
tion Condition 2; **9+4+'" = Observation
Condition 3. If Observation Conditions 2 or
3, roll the die again: **1-5"" = Night; “'6-7""
= Fog; ""B+"" = Raining or Snowing (only
in Afghanistan).

FIRES (OP): Wet if Snow, Mud, Raining,
or Snowing—otherwise Normal.

C. OPPOSING FORCES: Select one of
the following matchups or choose opposing
sguads from the squad groups (see 14). If the
squad groups are used, the attacker’s group
number should be twice the defender’s group
number. If point selection of forces (Option
26) is used, the attacker should have twice
as many points as the defender. In all cases,
the defender should be restricted to taking
no more than one mine for a balanced game.

1. SOUTHEAST ASIA; 1965-1973: Select
one of the defending forces and an opposing
allacking force.

a. DEFENDERS:

(1) Viet Cong Infantry Squad (+): 4/2;
158; 1xLMG6, 1xMPLI19, 1xMRTS,
4 xRFL1, 1 xRFL7, 1 xPST3, 1 xSMG4;
19xHGN3 (**G"" only), 3 xMPL19AMO,
4 xMRTOAMO; 2xDFx, 1xPMNI or
VMN1 (170-123-47 points).

(2) AMERICAN I’.l{‘l" SQUAD: 4/3; 1C,
18, 1A: 2%GLR2, 2%BFLA, 3 %RFL10:
2xBPD, 2xNST; 11xHGN3 and/or
HGN3, 1=xLPL3, 6xGLR2ZAMO;
1xDFx, 1 xPMN2 (170-135-35 points).
(3) AUSTRALIAN INFANTRY SQUAID:
4/2; 18, 1A; 1xLMG4, 1xGLR2Z,
6 xRFL18, 3xSMGE; 1 xNST, 1 xXSCP;
19xHGN 3 and/or HGNS, 2xLPL3,

4xGLR2ZAMO; 1xDFx, 1xPMN2
(170-127-43 points).

b. ATTACKERS:

(1) NORTH VIETNAMESE: (340-271-69
points).

1st Infantry Squad (+): 4/3; 1C, 15, 1A;
IxLMG21, 1xMPL20, 1xPST4,
6 xRFL1; 1 xXNST.

Znd Infantry Squad (+): 4/2; 18, 1A;
1xMMG4, 1xMPL20, 6xRFL1,
1 xRFLT; 1 x8CP.

Extra Egquipment and Ammunition:
3xBDA, 1xBNC, 40xHGN3 and/or
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HGNS, 2xRD0O, 8xMPL20AMO.

(2) American Mechanized Rifle Squad
(+): 4/2; 15, 1A; 2xGLR2, 1 xLMG4,
2xRFL10, 1 «xRFLI19, 1 < APCS; 2 xBPD,
2xNST; 12xBDA, 1| xBNC, 30<HGN3,
4, and or HGNS, 3xLPL3, 1xSHG,
2=xRD0O, 12xGLE2ZAMO (340-259-81
points).

(3) South Korean Marine Squad: 5/3; 18,
1A; 1xLMG4, 1xGLR2, 9xXRFLI10;
2xBPD, |xNST; 5xBDA, 1xBNC,
2TxHGNS, SXGLRZAMO (340-297-43

points).

2. SOUTHERN AFRICA; 1965 on: Sclect
one of the defending forces and an opposing
attacking force.

a. DEFENDERS:

(1) Portuguese Infantry Squad (—): 4/2;
15, 1A: 1 ®*LMGS, A xRFLS, 1 xSMGI12;
1 =BNC, 20=xHGN 3, 4, 5, and/or HGNG,
6<RGN2 and/or RGN4; 1XPFMN1 or
VMNI1 (150-115-35 points).

(2) Rhodesian Light Infantry Squad (—):
42, 18, 1A; 1 xLMG3, 7= RFL3; 1 xBNC,
21 xHGNS, 3xRGN2 and/or RFGN4;
1 xPMNI1 or VMNI1 (150-120-30 points).
(3) Angolan Infantry or Guerilla (ANC,
FNLA, MPLA, SWAPQO, UNITA) Squad
(+): 3/2; 18; 1xLMG20, 1=<MPLI19,
| xMRTS, | xPST2, 6xRFLI1, 1 x8MG4,
5,7.9, 0r1l: 1xBPD, 1 x5CP; 1 xBNC,
18 xHGN3 ("'G" only), 3=MPLI19AMO,
6 MRTBAMO; 1xDFx, 1®PMNI or
VMNI (150-105-45 points).

h. ATTACKERS;

(1) ANGOLANS OR GUERILLAS
(FNLA, FROLOZI, MPLA, SAANC,
UNITA, ZANU, ZAPID): (300-251-49

proints).

1st Infantry Squad: 3/2; 1C, 18;
1=xLMG20, 1xMPL19, 7TxRFLI1,
1 x5MG11.

Znd Infantry Squad: 3/2; 15; 1 xLMG20,
9xRFL1.

3rd Infantry Sguad: 3/2; 1C, 18;
1=LMG20, 1xMPL1%9, 1xPST3,
7=RFL1.

Extra Equipment and Ammunition:

1xBNC, 36xHGN3 ("'G'"" only),
6 MPL19AMO.

(2) CUBANS (1975 on): (300-225-75
points).

15t Motorized Rifle Sguad (—): 3/2; 1C,
18; 1xLMG21, 1xMPL20, 1xP5T4,

5xRFL1, 1 xRFL19, 1 x APC1(BTR50F),
1 xMNST.

2nd Motorized Rifle Squad (—): 3/2; 15;
1=*LMG21, 1xMPL20, &6xRFLI1,
1 = APCI(BTRS0P); 1xNST.

Extra Equipment and Ammunition:
1 =BDA, | *BNC, 46 xHGN3, 2xRDO,
10 xMPL20OAMO.

{3) South African Mechanized Infantry
Squad (1976 on): 5/2; 18, 1A; 2xLMGIS5,
OxRFLS5, 1xIFV11; 1xNST; 1xBNC,
25xHGN4 and/or HGNS, 3IxXRGN4
(300-268-32 points). -
3. CENTRAL AMERICA; 1975 on: Select
one of the following defending forces and an
opposing attacking force.

a. DEFENDERS:

(1) FAO Guerilla Squad (+): 3/2; 15;



1 XLMGS, 1 xPST2, 6 xRFL35, 2xSMGT;
1% SCP; 1 xBNC, 17 xHGN3 and/or HGNS
(**G"" only), 2xRGN2; 1 XPMN1 or RBL
(120-96-24 points),

(2) FDR or FMLN Guerilla Squad: 3/2;
15; 1xLMG11, 8xRFLS5, 1x8MGT;
19xHGN3, 4 xRGN2Z; 1 xPMNI1 or RBL

(120-91-29),
(3} Contra Guerilla Squad: 3/2; 1S;
1xGLR2, 1xLMG4, 6xRFLIO,

1 x5MGT; 2=BPFD; | XBNC, 18 xHGN3
and/or HGNS (**G"" only), 5 GLRZAMO:
1xPMNI] or REL (120-94-28),

b. ATTACKERS:

(1) Samozan Nicaraguan Infantry Squad
(+): 3/2; 15, 1A; 1xILMGI0, 3xPST1,
4 xRFL35, 1 xRFL13, 4 < RFL18%,
1 x8MG2, | ®LTK2; 1xBFD, 1xSCF;
1 xBDA, 1xBNC, 27xHGNS, | xRDO,
4 xRGN2 (240-199-41 points).

(2) El Salvadoran Infantry Squad (At-
lacatl Brigade): 4/3; 1S, 1A; 1 xGLR2,
1 xLMG4, 7xRFLI10, 1x5MGT; 1 xBFD,
1 <NST; 1xBNC, 26<xHGN3 andlor
HGMNS, 1 =RDO, 4 GLRZAMO
(240-206-34 points).

(3) SANDANISTA NICARAGUAN:
(240-201-39 points).

Ist Infantry Squad (-): 3/2; 1C, 15;
1xLMG20, 1=xMPL20, &x%RFLI1:
1 NST.

2Znd Infantry Squad (—): 3/2; 15;
1 xLMG20, 5xRFL1; 1 xBPD.

3rd Infantry Squad (-): 3/2; 1§;

1 xLMG20, 3xRFL1, 1xRFLI19,
1 xSMG7.

Extra Equipment and Ammunition:
1 =BNC, 26 HGN3, 2=RD0O,
3 MPL2ZOAMO.

4. AFGHANISTAN; 1979 on: The soviets
are the attackers and the Mujahideen are the
defenders.

Mujahideen Guerilla Squad: 4/3; 15:
1 xMPL20, 3xRFL1, 4= RFL7,
1 x8MGI0; 1xBPD; BxHGN3 (“'G"
only), 3xMPL20AMO; 1=xPMNI or
VMNI (130-114-16 points).

Soviet Motorized Rifle Squad (+): 4/2: 1C,
15, 1A; 2xLMG4, 1 xMPL20, 2 xP5T4,
GxRFLI, 1 xSMG11, 1 xIFV&BTRG0PK),
2XTRK4 (unarmed); 1=xNST; 1xBDA,
1 <BNC, 1 xRDO, 29 xHGN3,
6 xMPL2OAMO (260-213-47 points).

I VICTORY CONDITIONS: Each side
gets two victory points for each surviving
soldier that exits the mapboard during Turn
3. Defending soldiers must exit off the long
sides of the mapboard and attacking soldiers
must exit off the short sides of the mapboard
o get these victory points,

SCENARIO FOUR:
“URBAN COMBAT"

Combat in built-up areas presents unigue tac-
tical problems.

A. MAPBOARD TERRAIN: Consider all
buildings to be constructed of stone. Only
maphoard panel 4 is used. For the given op-

posing forces, consider that all additional
stories on the Building Card are used. For
other opposing forces that may be used, the
players may wish to *‘alter'’ the buildings
1o suil the area. For example, the buildings
could be constructed of other material, lower
blocks could be represented by nor using the
Building Card {all buildings are only one
stary highl, or by ignoring the upper stories
on some of the buildings, etc.

B. SPECIAL RULES: Game length is 5
Turns. Units may exit the mapboard off any
side or portion of a side encompassed by their
setup hexes.

WEATHER: Normal. VISIBILITY: Con-
dition 1. FIRES (OP): Normal.

C, OPPOSING FORCES: Sclect one of
the following matchups or choose opposing
squads from the following squad groups (see
14): group 10 attacker vs. group 8 defender
or group 3 attacker vs. group 4 defender. If
point selection of forces (option 26) is used,
the defender's total points should be 80% of
the amacker’s total points.

1. HUE; South Vietnam, 1968: Sctup the
defenders anywhere on the maphoard in hex
rows R to GG. Then, setp the attackers any-
where on the mapboard in hex rows A to P,
a, NORTH VIETNAMESE (DE-
FENDERS): (800-636-164 points).
North Vietnamese Infantry Squad (+):
32, 1C, 15, 1A; 1 XxLCW2, 1xLMG20,
1xMPL19, 10:<RFLI; | xBPD.

Viet Cong Guerilla Squad (+): 4/2; 18,
la; 1=xMMGS, 1xLMG20, 7=xRFLI,
1 =<RFLE, 1«<RFL21,

Extra Equipment, Ammunition, and
Defensive Units: 4xBDA, 1xBNC,
40 xHGNT, 2xRDO, 6xXRGN2,
15X LCW2AMO,  6xMPLISAMO;
2xDFx, 4xRBL, 4x5Fx, 2xPMNI1.
b. AMERICANS (ATTACKERS):
(1000-881-119 points).

1st Marine Rifle Squad (+ & —): 4/3: 1C,
1S, 3A; 1XGLR2, 1xLMG4, 1xPSTI,
| *RFL6, 8 < RFL10, 1 xSMG2; 3 xBPD,
1= NST,

2nd Marine Rifle Squad (+ & <): 4/3; 1S,
3A; 2xGLR2, |=xRFLE, 9xRFLI10,
1 *RFL14; 3%BPD, 1xPNS.

Extra Equipment and Ammunition:
26 <BDA, 2xBNC, 36xHGN3 and/or
HGNS, 3xLPL3, 2xRDO, 1xSHG,
153 xGLR2ZAMO.

2. BEIRUT; Lebanon, 1975 on: Setup the
defenders anywhere on the maphoard in hex
rows & to L. Then, setup the altackers any-
where on the mapboard in hex rows M to
GG.

a. Christian Militia Squad (Defenders):
3/2; 18; 1xMMGI1, 2xPST1, 1 xRFLS,
3xRFL10, 2xRFL18, 1xSMGI0;
1 <BPD, 1=xS5CP; 1xBDA, 1xBNC,
14 xHGN3 (*'G’" only), 2xHGNS,
1<LPL3; 1 xDCH, 1 xPMN1 or VMNI,
2 xRBL (184-155-29 points).

b. Moslem Militia Squad (Attackers): 3/2;
15; 1xLMG20, 1xMPLI19, 2xPSTZ2,

46

2xRFL1, 1=RFLS5, | xRFL7, 2xRFL21,
2x3MG9, 1 xTRE4 (weapon 22); 1 xBPD,
1 x3CP; 1 «BNC, 14 xHGN3 (**G"* only),
3IxMPLI9AMO (230-209-21 points).

D. VICTORY CONDITIONS:

1. HUE: Each floor of building **L"* con-
trolled at the end of the game is worth 10 vic-
tory points to either side,

1. BEIRUT: Each floor of building “*A™
controlled at the end of the game is worth
5 victory points to either side.

SCENARIQ FIVE: “ASSAULTS"

These engagements represent formal attacks

* on prepared positions,

A. MAPBOARD TERRAIN: Assemble
the mapboard panels as shown, although the
panels may be faced in any direction.

1. BASE CAMP ASSAULT: Consider all
tree hexes to be stump hexes. The road hexes
inrows I, E, CC, and DD represent stream
(water) hexes 24 inches deep with the water
surface at ** —2'* heights. Bridge units should
be placed in stream hexes 3126 and 3E7 ta
show a bridge of 20 tons capacity. Consider
all wood fences and building walls to be of
bamboo construction. Roads are dirt.

Lng) —_— (]
=i Artacker
ar
i ™ —
- Attacker

2. GOOSE GREEN: Ignore all fences,
hedges, and buildings (consider all building
hexes as clear hexes). All tree and well hexes
are considered to be scrub hexes, and all dark
green hexes are considered to be clear haxes,
All brown hexes are considered to be rough
hexes, as well as the standard rough hexes.
Hills are height *‘6"" and depressions are
height ** —4"", In addition, consider all road
hexes as rough depression hexes of height
**=2"" instead of as roads.

— &l Lo ]

3. HOLY WAR: Tree and hedge hexes are
considered to be serub hexes, and all dark
green and light green hexes without trees or
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hedges are considered to be clear hexes.
Brown hexes are considered o be sand
hexes. Consider all building walls and all
fences to be of mud construction.

1 3

E. SPECIAL RULES:

1. BASE CAMP ASSAULT: Game length
is 4 Turns. Attackers may exit off the map-
board side from which they enter and de-
fenders may exit off the opposite sude. At the
start of the game all attackers must make a
normal move onto the mapboard in a
“bonus’’ Impulse Phase, No combat Actions
may be performed during this Impulse Phase,
and the sequence units are drawn normally
after its completion.

WEATHER: Normal.

VISIBILITY: Observation Condition 3,
Night.

FIRES (OP): Normal.,

2. GOOSE GREEN: Game length is 6
Turns. The British may exit off any map-
board side or portion of a side that is part
of panel 3, and the Argentinians may exit off
any mapboard side or portion of a side that
is part of panel 1. The British get one
*bonus’ Impulse Phase after setup is com-
plete. Any desired Actions may be performed
during this Impulse Phase, and the sequence
units are drawn normally after its com-
pletion.

WEATHER: Normal.

VISIBILITY: Observation Condition 3,
Night.

FIRES (OF): Wet.

3. HOLY WAR: Game length is 5 Turns.
The Iranians may exit off any mapboard side
that is part of panel 3 and the Tragis may exit
off any maphoard side that is part of panel 1,
WEATHER: Normal. VISIBILITY: Con-
dition 1. FIRES (OP): Dry.

C. OPPOSING FORCES: Select one of
the following matchups or setup scenario var-
iants by matching the total points (see Op-
tion 26) in a matchup.

1. BASE CAMP ASSAULT; South Viet-
nam, 1965-1975: This represents an assault
on a portion of one face of a typical base
camp. Select one of the defending and one
of the attacking forces. Setup the defenders
anywhere on mapboard panel 3 and/or on the
mapboard panel adjacent to panel 3. The at-
acker starts off the mapboard, and may enter
anywhere along their side after the defenders
are setup. Note the crater units with the
MNorth Vietnamese forces that must be placed
hefore the defender sets up.

a. DEFENDERS:

(1) American Green Beret Squad (+):
6/3; 1C, 18, 2A; 1xMMG4, 2xGLR2,
9=RFLI0; 2=BFD, 3xNST; 12xBDA,
22xHGN3 and/or HGNS5., 2xLPL3,
1 x5HG, 12xGLR2ZAMO; 4=xARS,
I <BKR, 2=xDCH, 6xDF=, 3=DWR,
1xPMN2, 1=xTWR (sandbagged)
(680-532-148 points).

(2) SOUTH VIETNAMESE: (680-504-176
points),

1st Ranger Squad (+ & —): 5/3; 1C, 18,
1A; 1=xGLR2, 1xLMG4, 1xPSTI1,
6=RFLI0; 2xBPD, 1 xNST.

2nd Ranger Squad (-): 5/2; 15, 1A;
1= GLR2, 1 *MMG4, 5=RFL10; 2 xBPD,
1 xMNST.

Extra Equipment, Ammunition, and
Defensive Units: 6=<BDA, [=xBNC,
45 % HGN3 and/or HGNS, 4=LPL3,
12xGLR2AMO; BxABS, 1xCAV,
4%DCH, 4xDF >, 4xDWR, 2xPMNI,
4xTNL, 2xTRN, 6 xWIR.

b. ATTACKERS:

(1) NORTH VIETNAMESE REGU-
LARS: (900-744-156 points).

1st Infantry Squad (+): 5/2; 1C, 15, 1A
1 xLMG20, 1xMPL19, 2xPST3,
6=RFL1, 1 xRFLS, 1 xSMGI11, 1 xLTK#;
1 %MNST.

2nd Infantry Squad (+): 4/3; 18, 2A;
1 =FTR, 1 =MMGI, 1 xLMG20,
1xMPL192, 1 xMRTI, 6 <xRFLI; 1 xNST.
Extra Equipment, Ammunition, and
Craters: 4x<BDA, 1=xBNC, 4xDMC,
T3xHGN3, 4xRD0O, 10xMPL19AMO,
14xMRTIAMO; 4 single and 3 double
craters.

(2) VIET CONG: (900-660-240),

1st Infantry Squad (+): 4/3; 1C, 15;
1xLMG20, 1 xMRTI, | xP5T3, 6 xRFL1,
2xRFL21.

2nd Infantry Squad (+): 5/2; 15, 1A;
1xMMGI1, 1xMPL19, E&xRFLI,
1 xSMG9.

3rd Infantry Squad (+): 5/2; 18;
1xLMG20, 1xMPL19, 6xRFLI,
1 = RFLS, 1=3SMG4.

Extra Eguipment and Ammunition:
5xBDA, 2xBNC, 10xDMC, 120 HGN3
(**G" only), 2xRDO, 10xRGN2 ("G
only), I1XSHG, 12xMPL19AMO,
16 MRET1AMO,

2. GOOSE GREEN; Falklands, 1982:
This represents a small portion of the attack
by the British 2nd Parachute Battalion on the
Argenting 12th Infantry Regiment. The
Argentines setup first anywhere on maphoard
panel 1. Then the British may be setup any-
where on mapboard panel 3.

a. ARGENTINES (DEFENDERS):
(800-679-121 points).

Ist Infantry Squad (+): 3/2; 15;
1xLMG3, 1xPST2, 9xRFL5; 1 xBPD,
2% PNS.

2nd Infantry Squad: 3/2; 15; 1 *MMG3,
9xRFLS5; 1 xBPD, 2xNST.

drd Infantry Squad: 3/2; 15; 1 <xMMG3,
8xRFL5, 1xSMGI10; 1 xBPD, 1 xNST,
1 < PNS.

Extra Equipment, Ammunition, and
Defensive Units: 3IxBDA, 1xBNC,
65 xHGN3, 4, 5, and/or HGNG, 3 xRDO,
S®RONZ; 5x8Fx, 5xWIR.

b. BRITISH (ATTACKERS): (1020-883-

137 poines).
1st Parachute Squad (+): 4/3; 1C, 15, 2A;
1 *xGLR2, 1xLMG3, 1xMRTI12,

4xRFL18, 4 x8MG10; 2 xNST.
2nd Parachute Squad (+ & —): 4/3; 15,
2A; 1xLMG3, 1xMPL4, 1xRFLS,

47

4 »xRFL18, 1 x5SMGI10; 2xNST.
Extra Equipment and Ammunition:
19xBDA, 1xBNC, 23xHGN3 and/or
HGNS5, 2xRD0O, 4 xRGN2, SxGLRZAMO,
2xMPLAAMO, ExMRTI2AMO,

3. HOLY WAR; Iran-Iraq Border, 1980
om: This represents an [ragi assault on a small
portion of an Iranian-held town. Setup the
Iranians first, anywhere on mapboard panel
3. The Iranian player may designate any 5
windows to be treated as loopholes of height
““1" instead of as windows. Then setup the
Iragis anywhere on the maphoard fold ar
back away from the Iranians on mapboard
panel 1. Note the crater units with the Iragis
that must be placed before the defender sets
up.

a. IRANIANS (DEFENDERS): (475-394-
81 points).

15t Revolutionary Guard Squad: 3/2; 1C,
1S; 1| xMMGS, 1xPST1, 6xRFLIS,
2XxSMGT.

2nd Revolutionary Guard Squad: 3/2; 15;
3xRFL11, 4xRFLIR, 3x8MG7.

Jdrd Revolutionary GGuard Squad: 3/2; 15;
1 xGLR3+RFLI11, 3xRFL11, 4xRFL18,
2% 8MG2; 1 xBPD.

Extra Equipment, Ammunition, and
Defensive Units: 1xBDA, 47xHGN3
and/or HGNS ("'G"" only), 2xRGN2Z,
IxGLR3IAMO; 2xBLK, 1xDCH,
1%TRN, 6 xWIR.

b. IRAQIS (ATTACKERS): (730-583-147

puints).
Special Forces Squad: 4/3; 1C, 18, 1A;
1 < LMG20, 1xMPL20, 1xPST4,

3x=RFL1, 1 =RFL19, 2 xSMGI10; 1 xBFD,
1 xNST.

15t Infantry Squad: 3/2; 15; 1 xLMG20,
1=MPL20, 6=RFLI1, 1=*RFLZ21,
1 x5MG4.

2nd Infantry Squad: 3/2; 15; 1 <= LMG20,
1xMRTI1, 8=RFL1, 1 xRFL21.

Extra Equipment, Ammunition, and
Craters: 4xBDA, 1xBNC, 2xDMC,
BOXHGN3, 3xRD0O, BxMPL20OAMO,
10xMRT1AMO; 2 single and 2 double
craters.

D, VICTORY CONDITIONS:

1. BASE CAMP ASSAULT: Both sides get
one victory point per building controlled at
game's end. The bunker or cave (with tunnel)
15 considered to be the camp headquarters,
and is worth three victory points to the
defender and ten victory points to the attacker
if controlled at game's end.

2. GOOSE GREEN: There are eight hills
on mapboard panel 1. Both sides get three
victory points per hill controlled at game’s
end.

3. HOLY WAR: Both sides get two victory
poines per building contralled at game’s end.

SCENARIO SIX:
“TANK KILLERS"

Screening armored fighting vehicles from
enemy anti-lank missiles is an important task
for modern infantrymen.



A. MAPBOARD TERRAIN: The pancls
may be placed facing in any direction.

1st Motorized Rifle Squad: 3/2; 1C, 185,
1A; 1xLMG4, 1=xMPL20, 5xRFLI1,

3 2

1. SINAI: Tree hexes and dark green hexes
are considered to be clear hexes, light green
hexes are considered to be scrub hexes, and
brown hexes are conzsidered to be 2and hexes.
Hills are height “*4'" and depressions are
height ** -4, Ignore all buildings (consider
as clear hexes), fences, and hedges. Roads
are dirt.

2. WESTERN EUROPE: Ignore the build-
ings, and consider them to be clear hexcs.
Roads are paved.

B. SPECIAL RULES: Game length is 6
Turns. Defenders may exit off the sides of
panel 3, attackers off the sides of panel 1.
WEATHER: Normal. VISIRILITY: Con-
dition 1. FIRES (OP): Normal.

C. OPPOSING FORCES: Select one of
the following matchups or setup scenario var-
iants by matching the total points (see Op-
tion 26) in a matchup. Setup the defenders
first anywhere on mapboard panel 3. Then,
setup all attacking soldiers except for those
required for vehicle crews anywhere on map-
board panel 2. Setup all attacking vehicles
and their crews on mapboard panel 1, no
maore than 4 hexes from the maphoard side
farthest from mapboard panel 3.

1. SINAI, 1973;

a. EGYPTIANS (DEFENDERS): (630-
577-53 points).

Missile Squad (+): 4/2; 18, 2A; 2 x MSL4,
1'<MPL20, 6 xRFL1, 1 xSMG9; 1 xBFD.
Paratrooper Squad: 4/3; 18, 1A;
1 xLMG23, 1xMPL20, 7xXRFLI1:
1= NST.

Extra Equipment, Ammunition, and
Defensive Units: 1xBNC, 1xCBX,
24 xHGN3, 2xHGN7, 2xRDO,
6 MPL20AMO; 1xVMN2Z.

b. ISRAELIS (ATTACKERS): (1260-
1203-57 points).

Armored Squad: 4/2; 18, 1A; 2xPST2,
2xRFLS35, 1 xRFL13, ISEMGT,
2=MRBTI10.

Infantry Squad (+): 5/2; 1C, 1S, 1A;
1xLMG3, 1 xPST2, 8xRFL5, 1 xSMG7.
Extra Equipment: | x BNC, 37 < HGN3, 4,
and/or HGN3, 8xRGN2 and/or RGN4,
1 = RDO.

2. WESTERN EUROPE, 1980s7:

a. Canadian Mechanized Infantry Sguad
{+)(Defenders): 4/3; 15, 2A; 1xLMG3,
1=MPLS5, 1xPST2, T<RFLI8, 2xSMGI0,
IxTDR6; 1xXNST, 1xSCP; 12xBDA,
IxBNC, 14xHGN3 and/or HGNS, 2xLPL3,
1=RD0O, 2xMPLGAMO; 2 xRBL, 2x5FX,
2AWIR; 1=VMN2 (675-60372 points).

b. CZECHS (ATTACKERS): (965-018-47
points).

Armored Squad: 3/2; 15, 1A; 2<P5ST3,
2xRFL1, 4x8MGI11, 2xMBT15(T55—no
“"B"" weapon position, no *'L"" equipment).

1 *RFL8, 1=x5MG11; 1=NST.

2nd Motorized Rifle Squad: 3/2; 15, 1A;
1=LMG4, 1 =MPL20, 6 xRFLI; | xBPD.
Extra Equipment and Ammunition:
1xBDA, 1 xBNC, 24 xHGN3, 2=RDO,
7 xMPL20AMO.

D. VICTORY CONDITIONS: The at-
tacker gets 10 points for cach undestroyed
vehicle that is located in any hex, hexes, or
partial hex on mapboard panel 3 at game’s
end.
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THE GENERAL

Mo that you know how to play the game, the next
problem is probably who 1o play it with and how to
win. We can help you with that problem, and many
athars, through yowr subscription to our bi-monthly
paming journal, Tha GENERAL. In The GENERAL you'll
not only read all there is 1o know about this game, but
will also learn about our dorens of other exciting simu-
latoon games ol skill. Every full-color, izsue i crammied
full of the bast articles on the strategy and tactics of
thir garmies from The Avalon Hill Game Campany, Just
ook ot what The GENERAL offers:

Advertising: Our OPPONENTS WANTED COLUMBN
allows you to advartise, for @ minimal fee, for cppo-
nents, discontinuad games oF eampetition of any gart.
Each issua containg dozans of ads which are spen by
our many resders worldwide, The fostest way to find
on opponent for this game, whether it is across the
StreRt of across the Atlantic Ocean, is in the pages
of The GENERAL.

Contests: In overy issue, we pose challenging game
situations which you can enter to win free gamas by
wtilizing your playing skills for this or any of The Avalon
Hill Game Company’s many other simulations.

Toctlies & Straveqy: Learn why vou lose or how to win.
The nation’s bast playars and our design stall mam-
bars write many thought-provoking erticles on the
entire gemut of games by The Avalan Hill Gamne Camn

parny. Many issues contain 8 SERIES REPLAY in which
on actusl mave-by-move gamae by master players, pro-
fusaly illustrated and with commentary by a recog-
nized axpert, is printed,

History: Curious why one side always seems to win?
Each issus containg historical material to enhance yaur
enjoyment of the game situetion.

Game Design: Wonder why this game was designed
thi weary it was? Resd The GENERAL and find out! Gur
risgulir DESIGN ANALYSIS column features explana-
tory treatizes by our designars and playtestoers

Variants: Tired of the some old gama? Playtestad var-
fant rules and scenarios by dedicatad experts for this
gama, and dozens of others, are printed regularly in
The GEMERAL. These bring many more hours of én-
joymant, and often serve 1o highlight the finer paints
of strategy and tactics.

Questlons Answared: In our QUESTION BOX in sach
issue, you "Il find the only officlel source of rules in-
terpretations and changes for this and our other
B,

Product Reviews: Intarested in other titles from The
Avalon Hill Game Company? Check them out in the
READER’S BUYERS GUIDE. The RBG is a game review
complled by our Bubseribers at large —the people wiho
play the games—not a sell-appointed critic. Realism,
camplexity, companemis, play-balance and game time
ara only & few of the categories rated in the RBG.

What's Happening: Most gamears like to know what's
gaing on in the gaming hobby. Each issur containg an
installment of THE AVALON HILL PHILOSORHY.
where we discuss developmants in tha industry and
hobby, and genarally strive to keep you informed. Full-
page ade announce new titles from The Avalon Hill
Oame Company. In edditien, the INFILTRATOR'S
REPORT keeps you abreast an tournamants, conven-
tians, club news, awards and unusual happenings.

Value: In every izsue you'll find a value soupon to be
applied ageinst the cost of pestage whan purchasing
games directly from The Avalon Hill Game Company.

Bince its inception In 1964, The GEMERAL has
stood the test of time. It ramaing ihe oldest and miost
respacted paricdical devoted to simadation gaming on
tho market, And its subscriptien rates remain the best
value. Increase your enjoyment of this and the entira
lina af games from The Avalon Hill Game Company
many-Told with a subscription. IF you're convinced,
sand your check for a two-year subscription. See tha
PARTS LIST enclosed with your new gamd for prices.
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HOLDING BOX CARD

{Reduced) VEHICLE LAYOUTS [Full)
1or2 | 1l 1 2 3 i 2 3 VEHICLE
ORAVE-SGM! QOTHER OTHER DRVA-SGN/ | DRVRA-SGH B GNL/ DAVASGH' | DRYR-SGN B GNLI ABBREVIATIONS
B GHL B GMNL L, M GNL B GHL L, M GHNL
CDAR: Commandear.
m W DRVA: Driver.
= T T
ERstENGETS E 4 5 & £ i 5 6 GHL: GunnarilLoader
OM BOW Ok OM REAR = CDR! F GNL G GHNU ez CORI F GHL/ G GNLS
HULL TURRET HULL OR SRS 4 GNR! N LDR SPJ N GNRI N LOR/ GHR: Gunner,
1 W INSIDE RO RDRVA-SGN RDO RDAVE-SGM
b LDR: Loader.
D 7 8 g E 7 8 P ADO: Radioman.
jgr2 - | i ACDELK A K GNRI AK GHRA! ACDE.JK AK GNRI ALK GNRY
DRVYR-SGH! OTHER OTHER GNL/ H,id GNL J GNL GHLS HJ GNLI 1 GNL ADRVRA: Jaar Driver,
B GHL EPJ SRS SPJ SRJ &r) SR SGN: Sroka Ganaralor.
5PJ; Smoke Projector.
- -~ 10 1" 12 L 10 1 12
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BASIU GAME FIRING CHARTS (6.3) RATE OF FIRE EXAMPLE

WEAPUN NAME oF o ¥ 3
FIRE 12 ]| 0 e a. of No. of Shos

RATE RANGE IN HEAES (6.3.5.1)

Fi

A I
. Lige— r-cd I.nng slenmn

R

STANDARD TERRAIN IDENTIFICATION CHART

LH.E'\H.DE SPREAD DIAGRAM

vvf

S

i Light Machinegun 54 & rl
e bursts—m 34 -aper burst

GRENADE BLAST DIAGRAM

(6.3.6.3.2.2)

NOTE: Far appearance, many heves contaln oo or more colors. The terradn in o béx ik detsrmined by
ik cobar that fills mosr of the bex. For hexes that contain roads, consider the entire hex to be a road hex,

regardless of other colors abso in the hex.

HILL [Higher than ssrrmanding tefrain—color indicales olber termin in hex): Includes FENCES (lgnore hex color)
hexes with one or more contour limes und those enclesed by eomoor Hee hexes, STONE WOOn

HILL HEXSIDE

DEPRESSION (Lower than surrousdang terrain) BUILDING (Panels 3 and 4 only)
(Color indicases ogher serraln in hex)

DEPRESSION

HEXSIDE ‘. DOOR (Shown apened '

ROAD
{Paved om pancl &,
l.lnpq'r:d. o6 nlh.'r p.!.ne]:l

inslde"")

ALLEY
FPAYEMENT {The narrow paved mad

(Pamel 4 only—same ns Clear 1erraing

O

lheaes oin panel 4 onlyh

SCRUB (Dark greenl
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. The BTR7O (introduced in 1978 is basically ident.cal to the BTRBOPA. bul a0t "5 a5 an adailional EntesExil d. May add two
waapon 42° If posilions A, A = 42 points, o, May add a weapon 42° 0 position A = 21 poinis, L The main gun can be one of {hres
woapons. Weapan 16 (48 points), weapan 25 (51 pointsh or weapon 28 (54 poinish g. 'L egquspment installes in 1376 = 50 pains
h, “5" squipment added on PT7EE, usod only by 106 Soviet Unior = 38 pants. L *J" weapon position kas an alovationd
dapresson ol “1814", This coasial weapon may engage a separate nex from he man gun. “LPS" equipment instaliod (n 1980,

nn_.__n_.-..u_ I __u__ m._._umn__u_x u_.__u -u ..uﬂ 32 paints 1ar the AMX10P, .__u paintg for e Mardar

called the AMXIE = B3 polnls, The AMXI0S haz "DAILN" equipment = B0 points, | Add = « 507 1o a dis rall for the relisbility
numbar whaneyer nH oy “H™" ammunition, k"L eqeipmant installec in 1973 (Mk. 223 = 105 paintsl, “P" squipment installed bn
1882 (Mks_ 5~ B = 108 points). m. "LPS " equipment installed in 1975 - 1977 = Leopard 1A1A1, Lecpard1AZ, and Leopard1ad = 91
peints, n Cravwiman 10 oparates “H” weapon position, crewman 12 oparates I weapon position, In the MI1E1 [1385), weapon 34
mpiBGas weapon 20 = 129 painis. p, b MATE or MATM, (he enging (6 47 irsiead ol B, The M4TE also has “E* aquipment
‘Woapon 1 in positen "B and crewman 3 were remaved on mast vehicles in use by the aafly Tis = 73 points, g, M28AS (mid o
ale 708 conversion): weapan 29 roplaces weapon 26, add “HS" equipmen) = B painls, In 1578, add “LF" egquepment =93 points
r. ME0AZ (1978; Add “DSELP equipment = 97 poinis. Also (1878, add “DELP™ aguigmen: to ME0AZ =B1 paints. 5 Crawman 10
oparates i sl “H weapon, crowman 12 operates the second “H" wesoon, Sobtract "2" from the blash aum e wisen

OVEMENT T R_BA
E B Em & E -] B P M W— 1
F o FNE R | H pola]lco WL w o G In [E NP I
T u| v T190 |¢ |elwla]E EL ]S s EE E S N Iy N & |e
v n| N WEAPON BIE L IRlelE]! vl SilE P e = % E_| -8 N O
Pol5 NAME cle | % LEl )T lol elelrlalelsRlat|n | el Lx c.\w\A\u R
et| ] T & L 6|l s |~ s|s LE|G o L N N O T s g |7
o LR AME M E 1 Y5 |y |Es
N n|lo | B |r|T]Z s 5 P |H 5
R M E
:m:ﬁi..___xlm 2 |56 -2 [0 SBENZ|El 6|© |SJEILNS | 4 mf?m
13 Zps-n e e e e | 7 4 LA DEING | .
MBT 14 m.?a.u;u: amim — Jaa)-2 |2 B |76 5]4]4] Ds | 5 . ;
MET15 |T54/T55 © dojan gz falp s e P2 7 a4 pa ) EINS ) TABA T R H B AT
MBT16 |Th2Ta24 1 [42]-2 {ar2 MlB|E] R, | 17110 2iX
MEBT 17 T 1145 (=3 Rpar s A B 744 Sz B
MBT18| T74 wls| 7|4 aria x_,_._._
VMETIS{TAM psysaps gEEELIR L Rl
__._.,wqmc. TI67 : 12|17 16 |4 i :m__ 13t mf.m
21 Typass 2| 4 7
Ww_mcﬂ.m..ﬁw AERERE 6 b [2613
Typesd. sz e |4 Zr i runu N3z uﬁ.m%u;
Type 74 STH 6Gl5 ) 4 T
| |AMXVOME. Az A Sl
m._._":mmﬂ_..{_amm: dlajajz je L%
EIMRRE T SaREEpE A § B5s
Saurer 4GAV1 413t2p2 ; 3
SvBo. Vsl lefelale T%
FV432(Mortar) djajzajzjalz
i = 8 Bl Rl B S
3l212)2 |2
S el Bl b B
el2lzjz
2pape
6151413
5fsfals
1511201
Bl e e
BT | 413 12)2
2falagage
1 o EEH Bl T o P m%mm.hﬂ#ﬁ -
W | TORE EE_ﬂcimEn_ﬁ RS 2 1 3 13 12 ]2 | 3,39" ord0° :
AV} TRK1 | Bacon Uliiity Trick W] 1Tpofofodo} 1 AR
J | Recoiliess Utility ._.En." ; 1 g jo o o ] c_.. 3 or ..w.m
- | Missile Utility Truck ~ : 1o jojoto bR 2
_"_mnn.___m.um Light Truck 2 1040 jol10 22 or 31 or 32 C
: 2 jojojojo R
=u.,___:_n_ In 197G - 188) =

panel ratesd irom For FS F-..l-...__._m 1. Add ™ 4 30" 16 iha dia roll Bor the ral mH___ Y _.___._3nm= whanever il by "H' armamusslion,

u. Weapen 30 may nod be firad if 1he wehicls is lurnéd o enfers a new hes doring the mpulSe Phise Crewman 3 is also the 00
3 has no'H” weapon position. Tha“B™

and "J" positions quanar oader. “L" sguipmenl installed in 1832 =82 poinis. v The TS
WERpCH position was removed rem wirlually all T5s and T555 by the carly 702 = 7768 points. Abowt 1880, some Soviel (onlyh

wvohicles nad L” equipmen! instalied = 771 poinls w. TE2 has no “H weapan position "L squipment nslalled in only Soviel
wvahiches in 1978 = 1960 = B2'91 points. x. "L equipment irslalleg in only Soviet vehicles in 1978 = 102 points, vy, Add " + 20" 1o

the dierofl lor tre reliak ity number whenever il by =" ammanilion 2 "L" egusipment insiallad in 1980 = 1981 =97 points.
B, Add P equipmant in 1883 =32 poipis. kb, Baih crewmen 15a are gunnernicaders fer one of the weapon 426, co. Crews: 2
12 20mmy), 2,9, 11, 12 (B0mm); ENDepc 20014 (20mm), 1814 {S0mmi; HTLGTH: 3 = (20mm), 2% [S0mm), Painis; 13 [20mm), 43

[E0mm). dd. Both crpwman 158 are gunnerfiioaders for teo of the weapon 195, ee. Crewman 7 operates the G weapon posilion

crewman 155 gunnedisader or the “F" waapaon pasiion. K. 9 painis wilh waapon 1 or 3, 13 paints with weapon 2, 5 points
_.._.._ﬂqq.._an_ BE. 24 poani s wiin weapon 22, 34 parnis with weapon 31 of 32, 5 painis unarmad. Bk, 13 paints wiih weapan 36 or 37,
15 padn & with weapon 33, 40, 42, or 43, 5 points unarmad. AN wens introduced curing the T0s, U 23 points with weapon 22, 33

poend 5 wilh weapan 31 of 32, 4 poinis unarmed. D: Smoke Projector. B2 Smoke Genaralar. i infrared Nightsights. L: Lasar Sighis

voums 2 8600005 |

M: HBC Prolection, P; Fassing z_u_..ﬁP_._a 5 Gun Smabilizer.
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LEG MOVEMENT FACTOR EXPENDITURE CHART (11.1.) MORALE CHARTS |
MOVEMENT ﬂL SEQUENCE UNIT REDUCTION CHART,
_ T‘rPE le AB‘_I'IGH Sk AHD %G-I PROMNE NUMBER NO. OF SEQUENCE |§J SEQUE
| ENter 3 new hex. G A e [ 3aba | SOLDIERS UNITS AT START
Tum 1-3 he:mdes iln 3 hm: el : e AT START 3 4 5
Crogs i qan, t l—‘?a & o N s S
% AR T T T S T e 58 [ 1 [ w1 |
a5 1-3 hei p or down R o e R T BT
nlm-.u S ; T T 13-16 31 |21 |21
. 3ah 3ab R TR
S i e o i [ B e ] e S Laft numbﬂr is the number of
L=k 1 )= aoldiers lost, right number is the § number
Rt T A ey L% number of ssquance units (ost as a § during £
b 2 result of the loss of saldiers, by ="
T T g squads f
1 ‘

F-I':l"?l e Misa

Up or |:I1.-m unfh [ |
'ﬁ‘wl

o i':] 08 t?mffh-ﬁ. Hind CHARACTERISTICS TABLE (OP.22.1}
s : &
a
H E M
) x | o
o 3 T E R 5 P T
All 1 T in, [ e e W E |
5 ] T E VA 1 ol - = - I T [
- i L SR B g=lE L lsae o Imehin [ha ] s
It — — —- R PIN]T i E v M| E T K
e s R T (o Il e R 1 T el I LTI B i (AT
atlon 5 ,ﬁ., L E T o |°H E M N G Q L
[Surrendar call (0P fuﬂa PR A T w L jold|w]v|salalale|n]ci]
ACTION NOTES: 1 3. Wil |+ 1 101 |+1
3. Double'If backing, fording (4B Stand, 24" Crouch), or entering or in an abatis hex, | [DRela W [ B2 B EEE 31
Prohibited to enter wire or double wire hex, FIATH]I 3 +1
b. +1in snow or mud. For mud, ignare an paved hexes, while fording, or Indoors. For I O AT TR
Snow, ignore indoors or while fa ing s 14NN 515 0
€. Posture and cost for swimming. BT B O
d. Over 10 helghts must be climbed up or down. 7T a4 | Nl 7 i I I
a. May not be done while marked with a status unit. m I e 'Hﬁ_ﬁ-"ﬁ“'?"ﬁ_ﬂ I
P = Prohibitad. = =Do&s not apply. 8651811V gl 4 [MolMol O 8 ol
GENERAL NOTES ON AGTIONS: 0 6 [V V=3 0 [No[No|in | @ |—1
1) Mormal movement factors are “4™ for soldiers, “5" for leaders (may enter no mora than MOD| — [ — [ a =I==1h; lc T [
tour new hexes), 1

:E‘ll- Sup;r&asmn reduces the maximum movement factor h}r e PInJOP 16.6) reduces MDEIFIEHE.‘.TrEﬂl less than 1" as *"1", and ovar
and every 10 points of equipment reduces It by "1 (O “10" as 10",

3} ne Impulse may include cnly one Combat Actlon per soldier, 8 “+1" if strength is “S" or V"

-ill ﬂ.jrnmleu:r of 4 soldiers/side inside a foxhale, tunnel hex, or pillbox and B soldiera/side b. “—2" if developed nation, * + 'I "

nside a bunker or tower. :

5) No more than one soldier per side may climb a single trea—the maximurm height that ”"?f“';'.'."r’“d J“H':"' & - -

Eﬂﬂh’; ;;Img}ag !ﬁ WAl ha!ghtaflass than the tree's I'naxlmum height. gi:acl_ai ; Uf’";r“ arnes, LOMManaas, or othe
1 eflex number of 6 + " required to ollmb a tree, “B 4" to climb a wall or R :

high (3" or mora haights) fance. d. " =1"/2 battles survived [(22.2.1). Re-roll

i) tDP 23.3) Carrying a wounded soldier reduces movement factors by “2" If one is carrying, | | Metivation after any rise.

by "1 if two are carrying. e,
EXPERIENCE KO, 5|I<|1.|. COLUMNS
GAME CARD
MELEE CHART (13)

Thnla baxii:: mTfau hit number is 5", If the hit number
or less is rolled, the attacker wins. If the hit number W How g g
i€ exceeded, the defender wins. No melee is possible el S e G b
unless at the same fieights, and not through closed B e DE TR S Crl Al s
doors, windows, or hatches, any loopholes, orwall or F S el dn JOR DU DU RGeSl
fences higher than all soldiers. ar.other weapons.

i MELEE MODIFIEHS

f. “=1" it experiance is 1-2", * + 1" if experience

SEQUENCE OF PLAY WlTH ALL DFTlDHS
o : e

i
E MOFIALE PHAEE OP_24).

|
4} IMPULSE PHASES. !
a) Remove own speed units (befora).
b) Remove opposing Suppressed units [hafnrej
e} Chan?e own Stunned to supfrﬂsﬂﬂd or,
0OP.16.6 Is used, change own Inactive to Stunnad
own Stunned 1o Pinned, and own Pinned to Sup-

R T '*""i'- =t R R
L ‘F’I 2 ‘*J'Lh-afmt'mgwﬂﬂ'.\




ELE (HARTS (OP.29) VEHICLE MOVEMENT FACTOR EXPENDITURE CHART (OP.19.2)

CHART, PANIC CHART MOVEMENT COST
SEQUENCE NO. OF SEQUENCE TYPE OF ACTION FULL | MULTI |
UNIT UNITS AT START TRACK | WHEEL | WHEEL
REDUCTION 3 ] 4 | 5 | & —_— — %ﬂ*m
5 2 0 T 5 D & Zah R e ey
2 4 5 L] 7 =
e i R
4 — - 2 4
i ] PRl [ 1
ber of §if the dle roll exceeds the panic

bis the §number, the soldiers will panic

&1 a5 a §during the entira Turn. Modify die roll
by =1" for defenders and by "+ 1" far
squads that have lost all leaders.

1) JUMPING ATTEMPT CHART (OP.15.1)
Jumping soldier is eliminated if the modified
. die roll 1s 16+ "', and Stunned if it is “10+ .
: A modifler of ' + 2" applies for sach height. A
[ 45" moditier applles whan “falling"™
| (OP.23.1.3).
: g JUMP IMPACT TABLE (OP.15.1.3)
Bl x| DIE SOLDIERS IN THE HEX
B! | NO. FRIEND FOE
] L i o | [ s SNIERT=
bl=111 56 M.E. Stun
F L | o T ] R T amote =
+1] | B Stun Elim. Surrende DA SR R e A P
F_F f T R = e L ACTION HGTES_
0 a. Double It backing. b. + 4 snow, sand or mud. e. + 6 spow, sand or mud. d. + 2 anow.
F_ﬂ_ | &, +4 snow, f, Double for a double wire hex.
0 . Prohibited to enter wire or double wire hax.
F—ﬁ' . Prohiblted If over “2" helghts and vehicle |s open-topped.
ol | o | & Expanditure given is for 8 terrain values (see QP.19.2.7.5).
=1 - || J- LGV also expends movemant factors to turn into the rear hex.
I k. May not be done while marked with & status unit.
M%Wﬁ
| over GENERAL NOTES TIONS:
1) Soldiers may not be climbed onto or ot of a vehicle whose mevement faclor expendi-
ture exceeds the soldier's maximum movement factor.
A track hit reduces movement factora that can ba used to enfer hexes by one-half (round
own for odd numbers) for “MW"™ and “'W" vehiclesa. Track hits on '* vehicles make
entering new hexes impossible, as does a second track hit on “MW™ or “W" vehicles.
3.) Crowmen may be shifted from Grew Box to Graw Box if they are used to parform no
other Actions. Posture may be changed as part of a shift.
ON 1l.r'EhrI-t:LE BLAS'P Gnacl-: the I:rlasl hlt nurnlmr agalnsl ar! smdtnm in the hex but
not inside the vehicle, the gun sights (laser and any nightsight equipment), the radio,
Bnce the smoke projectors, and, for °F* and “W" only, check the engine using the panetra-
!Ion numhar as the I:rlast hut numbnr
Bnce VEHICLE HEX; Check the blasi
1" | not inside the ve d the.
! 2} Automatic fire craw waﬂpﬂna with unly one Graw-
| man la[l may lire onl ::rrla burst,
|
— e "
ONS =
&
=T | .
E I 1 I iha damage mumber or lesa |8 e, B TRk Ml I'B'III“I..II a
1 - gun Eacid ihe Bedrain and the tenain s i lemsy |,|,p|lr| 3 the L i M
- SPREADING AR IRES: If 7" or more, no I o i YW (il B Crcu s K By L WW" e L S ﬂ-ﬂ*rmr ]
» it | | spread. If “16”, spread is In that direction. Spreads | - aopiies for eaen nﬁimr?r'ﬁm.%':.'E'm’:‘:‘r'.ﬂz’.?ﬂ.;.'.n
ined, | [ three heignts eve e O P o L
Sup- | £ 3 1 cle’s lracks and any “X" lengih weagon. Falling soldieis are
g Ereatad as it Ihl:f Jump” wilh me eaies Yo B modifipr
Y2788 B

ROO0005



A= Armor-piarcing.

FIRING, BLAST, A D SIGHTING MODIFIERS CHART (12.

Hnﬁ.nnur—plﬁri:.lng :shapﬂd} 1L Light {El‘l’tEll arms). hi—Sm:v]m E—Sighl#ng

enaral purpose.

dghvting ig
Tﬂlﬂﬂt has Jmphula {in bunker,

lowar ar pi

box. Mo

t 1n Eﬂnﬂﬂﬂll‘l‘lﬂl‘ll [loo

=l

apply to

0 ar

ra cava, pﬂnetmb]&umar{lrr
cluding Inln]ly' inside vehicie), I‘urding or swlmmlng, foxhole

HIT LOCATION TABLES ii:
Treal rolls of less than "1 as "1 ov
_ T‘fFE OF TﬁHEEf

HIT
1-5; Sida 1, 3
1-3: Side 1; 46t Side s
?—9 Sld& 3 10: Roil ag

T
B

Thraa sldas ur LG'H‘ {Gh

3.“:':1":'"!{
rough loog ole ﬂﬂﬂ_
i 1G], i

- NGHT) |5 Thside
a. Madiflers can ba “+" 1f desired, b. "F" or "W autmm
cle, ¢ Roll again for side of hex around tha vehicle.

SPREAD DIAGRAMS (GMUW)
MRT or RGN _|GLR,LS

[—_COVER EFF}

-

EFFECTIVE COVE
TYPE OR HE]EFI

I LINE OF SIGHT CHART (12.1} 2 Heights [desp fox!
EP HEIGHT MFFERENMCES [ELIDEP B8, elc.
uNe | 1 2 3 4 o e v T &8 [a [ BT 12 13 15 16 17 18 19 20 | LINE
I I T Tl ) s ) ) ) ST Y F Fr B e e e e i
w ¥
i 16 {7532 |as47? |4e63 [Go7a |r2ss5 |A3-100 9510 |- |-—-|-—— |- —— |} fo e e s e 3 . 3 BME
a1 i : : -nas ! - B The listed wnund‘.ﬂ:l
5 8 1619 |2e28 |3237 |3p47 larse |ssas leazd |rosd 7 86-100 | 23100 |- -] IR e ] m— when using the give
T 711233 11800 lrers |3093 (3539|4146 4?&2 52’59 SREB B4-72 | 7010 [T585 (8182 6708 |62-100 (08100 )--oen]oeeeenfonnnn T i
y 157 | ! s : ' [ o R
L) 5 & 1304 (1608 |20-20 12438 |28-32 |a237 (3841 |304E [4351 4758 5180 |Z584 |E0EQ |BATA |RS.TH |TOE |7AEF )R o
3 1251 3 o ; 15 {44 ; 5T i S
11 3 & 88 1101 | 1304 Q45T U720 |15-203 j22-28 |2 1 |2034 |51-37 (3040|3543 |38-45 (4040 |a261 |ab5d |4T-ET " —
m g miﬁ o F i = ] = F e 7 i BLAST “5" OR
13 2 | 4 5 87 l8a | an lwiz [was [aae [reie (e 1701 1622 [ooas |avae [200s (e |asa2 61 |2838 et
15 1 2 d 1 5 & T8 -] 910 J10-01 1913 [12-93° [13-14 }12:15 [15-16 [1517 |16-18 |1719 |81 1822
- - e © = o P T o el
17 1 1 2 b o -
- ; e e
19 L = 1 a5 las las | 13
i W = BT a 7 e g pare—
1 IhE obsiacla is higher than unrh fifing unlt and- | a0 Determing hulqht dlﬂemm:u between lirer gnd OUN ELEVATION/DEPRESSION (OP. “ 1428
target, the line of sight & blocked tanget. Fined that caluma, and find thi range fram liner Cioaagrid the Elevation/Degression lina wiih the height
1o torgal. dilference. The highes! number feund B minimum
3 M the obstacli | equal 1o one and highen (han this i
othes, the ling ol sight (& Blacked b} O thal line, moye (et until the column with ihe range at which firing is peasible.
) If 1he obstacie s lower than or equal to bath, the :Eﬁgﬂumntﬂ:wrﬁﬁ: :;T;"E“:T:_::':::nm: DEFILADE COVER (OP.21.4)
ling of aight i3 nol blocked. tighet to the abatisls that will not Black lin of sight, EHF:‘ 1"':1“"'n':ﬂ?m‘m'1m m:"ﬂ:‘lll of 1ha 1:@:! I
#) if the cbstacle in higher than one, bul lower 1han gsou il somg whila others are no
ihe ainer, & line ol sight check is mada: 1||I-IITI|I'IEI“DFI Bhﬂﬂ.'!- il'l

— i



ﬁﬂ TABLES (12. 7)
. 1", rolls of aver “10" as "ﬂ]“
HIT LDﬂhTIDHS MODIFIERS _ a
= 2" |f range
| Is1-3 hexes.
‘=3 if range is T MLX C
1 hex. waicSt g b inpad machiegus, &, Front It i 1§ umwlurrrmwhrm Vg
=17 if range s L"%&%‘i#ﬁﬁ-:&%?w@‘:w;r_& -
2.3 haxas. mﬁln o ~tn it i
Same hex: Aulo,
1 hao: ¥ =2,
L ;r:; ;1*;"";;, SIGHTING CHART (OP.18.2)
Shicle: + mt.li.'- 5 haxéu: _2 OBSERVATION| SIGHTING | RANGE IN HEIEE
: B Jihexes: =1,
ide; 5+: Vahicla. Same hex: Auto.
i A
" or "W automatically hits both hex and vehi-
E ha vehicle.

|
RAMS (GMUW) (12.3)
GLR,LCW,LPL,MGN,MPL

FFECTIVE COVER
TYPE OR HEIGHT

Hel-ghlﬂ {d&ap m:]‘mlﬁ
ung fancas 8tc.

listed wounds shnw the Iu:alluns lhat are nut hit
n using the given cover.

“Conditions Eurﬂ Impm\rﬂd by one if night sights
are used.

MOVEMENT MODIFIERS CHART (A H,L.57) (12.2.12)
FIRING UNIT
MOVEMENT
FACTORS
EXPENDED

TARGET UNIT HEXES ENTERED

bacomes lor purwm 1I:IIF' 18, E.!Ha Gy
H-THIUZE'L UNWI' fing hl-ghgr (DP.16.1.8). SIDE SHOT AT MOV.
NG VEHICLE: Lisa one fina fawer (08.19.3.6). NOTE: This Chan alsc
agp“r; :.h;n firing GLH or MPL uaing “GMUW™ ar “H" uséd aa
1221245

nhmwwﬂhn ="
:Mqﬂquﬂiﬂ;-‘hﬁud" =887, ihin hil
-mlmr-m-l-u'u-t -

TR

IVEHICLE WEAPON PLAYS

DIAGRAMS
(OP.19.1.7)
FIRE AT VEHICLE (AHL)
SMALL LARGE

VEHICLE

BLAST IN HEX (B)

SMALL VEHICLE LARGE VEHICLE

MNOTES: TOP{T): Use againsl grenades, *
"G", or "W" hils on avehicle, ar "A"
ar “H hits from 6 or mora helghts
higher.

BOTTOM(BY Use against mines.

BLAST DIAGRAMS (12.3)

| R

|'Gave openlng. = T

B opeT
Gomfule stone fancelwall. -E--_E-

BLAST 5" OR LESS

BLAST “8+"

HGN (“F")

HH {llFllj

+ 5" for all
hexes in line
of sight.

T ¥ . L
inatian shalls innma&a vlalbflity hy aa fnr 10 h&xns by 1 from 11 m 25 hmcas

2 n .. B
Wall hafght ks 1" al:-mle tha 1hodd: Floor height equal
1o floor h-uiPht of that story of bullding, b. pmas
scrub hao If destroyed. e omas o hax il da-
stroyed. d. From fleor to' fop of opening. . is also &

rough hex. |, Becomas open r‘rm:iroé‘ g, Becomes
n normal or clear Rex if deastroyed. h, Siarts 17 haight
abowe Floor level, L On top of wall, § Tree becomes
sbatls hax and stump becomes normal or claar hax i
dariroyad. k. Valus =3 normally, “4" 1l sand

Floor has ©8* heighl, ol has 87 heighl. m. Bridges
have the same values whan fired al as walls ol the
aama matariala. The haight of tha floar is 1he sama as
that of the criginating haxes connactad by the bridge,
and the thickness exiands ona halght balow 1hat. Stan-
dard bridge capagities aré (in tons) e follows: Wood

Plank: 10; Logo 20; Brick: 40; Concrate of Slone: 65,
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FIREPOWER is a detailed look at the
orgrnization, weapons and equipment, and
tacacs of many of the world's nations since

1965. During the long “peace” since the end of

World War 11, there have been innumerable
wars and threats of wars. New weapons have
entered inventories in the more advanced
nations, then been replaced in turn by still
newer weapons, while the older equipment
filtered down to the armies of the *

o

THE AVALON HILL GAME COMPANY

4517 Harloeel Road, Raltemore MD 21214

HE A A & Malt W &l R # ¥

Ex .

= VERY COMTENTS:

= HiGH : wh M Dee-Cut Counters

inl HIGH = E Four B"x22° Mapboard Manels

T =

- "'=' - Basic Rules Folder

g MEDIUM E E 1 Battle Manual

=] = g
TIME SCALE: Thirky seconds per Tum
MAP SCALE: Five yvards per hex, one vard per elevation
leve
UNIT SCALE: Individual soldiers, vehicles, and equipment
PLAYERS: One (solitare version)] to six [team play
PLAYING TIME: From thirty muinutes to three hours
depending on the scenanio and riles used

world”. Unit organizations have been shuffled
and new tactics devised and tested in attempts
to integrate the new weapons for maximum
flexibility and effect. FIREPOWER gives players
the opportunity to command squad units in
recent or current wars, and to experiment with
their own squad organizations. The destructive
capabilities are massive, and the problems of
command and control in devising effective
tactics are a real challenge for any pamer.

* Endless Scenario Variations: Lise any of the given scenarios or
devise your own.

* Hundreds of Difierentiated Weapans and Vehicles: We wan't
say that it is all here, but just about every important piece

of equipment fram the MIS1AT pistol to the M1 "Abrams
tank is covered.

* Flexible Mapboards: The mapbuard panels may be arranged in
numerous configurations and their terrain varied far situations
varying from deserts to jungles to city hlocks,

* Organizational Data: Squad organizations fram over 50
ditferent nations;

* Solitaire Playability; Can't find an opponent? The solitaire
scenarios provide a real challenge

* Basic, Advanced, and Optional Rules: Choose the levals of
complexity and detail that YOU enjoy

A1l
m' f__fhe Avalon Hill Game Company

|
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