MechWar 78

Tactical Armored Combat
in the 1970s

NOTE: This set of modified rules adapts the rules for SPI’s October War, the final
iteration of this system, for use with MechWar ’77. It is based on a suggested
retrofit posted by Ian Raine in the Consimworld forums related to this game series as
well as player discussion. Rules imported from October War are in blue text.
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[1.0] INTRODUCTION

MECH WAR °78 is simulation of tactical
combat in West Germany and Asia during
the 1970s.

The game is played by scenario. Eight
scenarios revolve around a hypothetical
Soviet-American clash in West Germany.
One scenario is drawn from the Yom
Kippur War. The tenth scenario pictures a
Sino-Soviet clash.

Each hex represents 200 meters from side
to side. Each Game-Turn represents one to
six minutes of elapsed time.

[2.0] GENERAL COURSE OF
PLAY

This simulation is a two-Player game. It is
played in a series of turns called Game-
Turns. During a Game Turn, both Players'
playing pieces (called units) move and
engage in combat in an attempt to achieve
certain objectives. This activity takes
place according to a rigid Sequence of
Play. The game is played in Scenarios.
Each Scenario lists the opposing forces
and conditions under which they engage.
Each Player attempts to win- the Scenario
according to the Victory Conditions set
out for him in each Scenario.



[3.0] GAME EQUIPMENT
[3.1] THE GAME MAP

The mapsheet portrays an actual
representative  piece of terrain  in
Northwestern Europe. A hexagonal grid is
superimposed on the map to regulate
movement, position and firing range of
the units. The hexes are numbered for
identification when plotting orders for the
units.

[3.2] THE PLAYING PIECES

Two contrastingly colored sets of die-cut
counters are supplied. These counters are
the playing pieces and are commonly
referred to as units. They represent the
various infantry  platoons, artillery
batteries, tank platoons, etc. that each
Player will be assigned in a Scenario.
Printed on each unit counter is a silhouette
or symbol which serves to generally
identify it as to unit type. More important
are the numeric and alphabetic
inscriptions printed on each counter.
These are arrayed in a standard fashion on
each counter. By their numeric value and
exact location on the counter they give the

combat, movement, and other
characteristics of each unit.
[3.21] Sample Units
it ID No.
Type Abbreviation | M60 301 Unis °
‘— Silhouette
Attack Strength 16m 12 Range
Defense Strength [17] ‘\ 6 Movement
(Hard Target) \ Allowance
Weapons Class

Non-Vehicle Unit

Type Abbreviation | Inf | 101 Unit ID No.
E Unit Symbol
Attack Strength | 13 R 6 | Range
Defense Strength 8 I 1 Movement
Soft Target 4 Allowance
Weapons Class

[3.22] Summary of Unit Types (see
Appendix, 24.0)

[3.3] GAME CHARTS AND TABLES

The game makes use of various charts and
tables as a part of its play system and also
to organize data into an easily retrievable
form. The use of these graphic aids is
explained in the appropriate rules
sections. Players should examine the
charts and tables as they appear or are
referred to in the rules. Please note the
separate chart sheet.

[3.4] DEFINITION OF TERMS

Movement is a basic game activity
involving the physical displacement of a
unit hex by hex across the mapboard.

Combat is a basic game process whereby
one or more units pin, disrupt or destroy
units belonging to the Opposing Player.

Weapons Class: The units portrayed in
this game are small, platoon-sized
organizations with 20 to 50 men and 3 to
10 vehicles. Each is organized around a
particular main weapon system unique to
its type of unit. Thus a mortar unit
depends for its combat effectiveness on
the high explosive shells lobbed by its
mortars and any small arms carried by its
men have no significant impact on its
performance. Each unit then is classified
according to the characteristics of its
predominant weapons system.

R-Class: Units organized around rifle and
machine gun fire: typically an infantry
platoon.

M-Class: Units whose guns fire a mix of
armor piercing and high explosive shell
and are effective against both armored and
unarmored targets; typically a tank or
assault gun platoon.

H-Class: Units whose main weapons fire
high explosive shell; typically on-map
field gun or mortar units. This also
includes Off-Board Artillery (14.0) and
Close Air Support (15.0). In specific
cases, infantry units may make an H Class
attack against vehicles by virtue of
inherent AT weaponry such as LAWs,
RPGs or recoilless rifles (see 6.45).

G-Class: Units which depend for their
defensive fire power on Anti-tank guided
missiles.

R* Class: Soviet Flak, or Anti-aircraft
units, which are effective against ground
targets as well as helicopters.

Dual-Class: Units (specifically, American
infantry and Soviet BMPs) which have
not only a complement of conventional
weapons, but G-Class weapons as well.
They have two counters each; see 6.87.

Target Type: Just as a unit is classified
according to its weapons, so is it classified
according to the wvulnerability of its
elements to fire, i.e., “what kind of target
does it present?” Units are defined as

either “soft” (unarmored), “protected”
(lightly armored) or ‘“hard” (armored)
targets. Soft targets rely for their

protection on their ability to conceal
themselves from fire and, for some, an
ability to disperse their fighting elements.
As an individual, the infantryman is an
extremely vulnerable soft target, but the
infantry platoon, while still a soft target,
has a relatively high Defensive Strength,
because it can take a lot of individual
casualties before it ceases to be effective.
Protected targets depend also on their
ability to conceal themselves behind
various terrain (they are usually low hull
silhouettes) and their light armor when
being engaged from a distance by small
arms and high trajectory shells. Hard
targets rely for their protection on armor.
A tank, of course, is the archetypical hard
target and a tank platoon is virtually
invulnerable, except against weapons
specifically designed to defeat armor.
Helicopters are a special target type, and
special procedures are used when
attacking them.

Hard target type units are identified by
brackets around their numerical Defense
Strength. Protected target type units are
indicated with parentheses around their
numerical Defence Strength and include
weakly armoured AFVs [see revised
CRTs], APCs, Armoured Cars and IFV
vehicles, and mortar, AAA and missile
carriers based on APCs and IFVs. Soft
target type units have no brackets around
their numerical Defense Strength. Note
that jeeps carrying ATGMs or RR
antitank guns are Soft targets.

Attack Strength is a numerical rating of
the firepower that a unit possesses. It is
expressed in Attack Strength Points. The
ability of a unit to attack depends on both
its Attack Strength and its Weapons Class.

Defense Strength is a numerical rating of
the ability of a unit to preserve itself when
attacked. It is expressed in Defensive
Strength Points.

Range is the maximum range or distance
which a unit may fire at a target. It is
expressed in hexagons and is measured by
counting the shortest path in hexagons
from the Firing unit (exclusive) to the
Target hex (inclusive).

[3.5] GAME
INVENTORY

= One rules folder

= One set of counters (400)
= One game map

= One sheet of charts

= One die

EQUIPMENT



= One plastic box assembly

If any of these parts are missing or
damaged, or if you have any questions
concerning the game, please write:
Simulations Publications, Inc. 44 East
23rd  St. New York. N.Y. 10010.
Questions must be accompanied by a
stamped, self-addressed envelope.

[4.0] SEQUENCE OF PLAY
GENERAL RULE:

Each game or Scenario is composed of
Game-Turns during which both Players’
units move and engage in combat
according to a rigid Sequence of Play.

[4.1] SEQUENCE OUTLINE

A. DIRECT FIRE PHASE: The Players
determine who the first Player is for this
Phase (see 4.2). This Player may then
have one or more of his units fire at any
unit of the second Player (attack). The
second Player may then have one or more
of his units fire at any unit of the first
Player. Players continue to alternate
attacks until one Player has fired all his
units or has passed. The Direct Fire Phase
ends when both Players have fired all their
units or both Players have passed (see
Combat, Section 6.0).

B. MOVEMENT PHASE: The Players
again determine who the first Player is for
this Phase (4.2). The first Player then
moves one unit that has not fired during
the preceding Direct Fire Phase hex by
hex across the map. After he has executed
this move, the second Player may move a
unit. While a unit is in the process of
moving, Enemy units may attack the
moving unit under the restrictions of
Opportunity Fire and Overwatch Fire.
Players continue to alternate moves until
one Player has moved all his units or has
passed. The Movement Phase ends when
both Players have moved all their units or
both Players have passed (see Movement,
Section 8.0).

C. PANIC AND SUPPRESSION
REMOVAL PHASE: Both Players
remove all Suppression Markers that have
been placed on units as a result of fire.
Players then attempt to remove all Panic
Markers incurred during the current
Game-Turn or during a previous Game-
Turn (see Panic, Section 13.0).

D. INDIRECT FIRE PHASE: Smoke
Markers that impacted during the previous

Game-Turn are removed. Players consult
their Indirect Fire Plots and execute any
plotted Indirect Fire. Unlike Direct Fire
and Movement, Players do not alternate
Indirect Fire attacks. Finally, both Players
may request future Indirect Fire on their
Plots (see Indirect Fire, Section 7.0).

E. END OF GAME-TURN: At the
conclusion of the Indirect Fire Phase, the
Game-Turn is completed. Note the
passage of the Game-Turn on the Game-
Turn Record Track and begin a new
Game-Turn.

NOTE: A unit may move or fire in a
single Game-Turn, but it may not do both
(EXCEPTIONS: see Overrun, Section
12.0; Mounted Combat, 9.4; optional Pull
Back rule, 6.10; and the experimental
Short Halt rule for vehicles with effective
gun stabilization, 19.3).

F. REGROUPING [OPTIONAL]

Whenever partial strength units of the
same type and class end a Game-Turn
stacked in the same hex, they can regroup
into full strength and partial strength
platoons.

Example: At the end of a Game-Turn, one
D2 and two DI units are stacked in the
same hex. They could regroup into a full
strength platoon and a D1 platoon. If three
D2 units are in the same hex at the end of
a Game-Turn, they can reform into one
full strength unit.

[4.2] DETERMINING THE “FIRST”
PLAYER

There are certain advantages in being the
first Player to move or fire. In order to
grant each Player a chance to be first, the
Fire and Movement Phases of every
Game-Turn require that a “first” Player be
determined by random means for each of
these two Phases. Suggested Procedure:
For each “first” Player determination, let
one Player be “odd” and the other Player
“even”; roll a die and assign a first Player
for that Phase according to the resulting
number, be it odd or even. OPTIONAL.:
use the Overrun Fire Initiative procedure
(12.0).

[5.0] SPOTTING
[OBSERVATION]

GENERAL RULE:

Spotting refers to the ability of one unit to
see another unit. Whether or not a given
unit spots another unit depends on
whether or not the Line of Sight between
the two units is blocked (obstructed), the
type of unit being observed, and its
movement/firing status. The Line of Sight
is determined by drawing an imaginary
straight line between the center of the
sighting unit’s hex and the center of the
sighted unit’s hex. The terms Line of
Sight (LOS) and Line of Fire are
synonymous. When a unit has a clear Line
of Sight to a potential target unit within
Observation Range, it can Spot the target
unit and thus use the Line of Sight as a
Line of Fire.

PROCEDURE:
JUDGING THE LINE OF SIGHT

Lay a straight edge from the center of the
sighting (firing) hex to the center of the
target hex. The line so described is the
Line of Sight (Line of Fire). If the LOS
passes through a blocking hex or hexside
which is not common to either the Firing
unit's hex or the Target hex, then the LOS
is blocked. Otherwise it is unblocked.

CASES:

[5.1] BLOCKING HEXSIDES AND
HEXES

[5.11] Any hexside which is covered in
whole or in part by blocking terrain is
considered a blocking hexside. Any hex
which is wholly or partially filled by
blocking terrain is a blocking hex.

The Terrain Effects Chart states which
terrain features block Line of Sight and
which do not block; also see Terrain,
10.35.

[5.12] Blocking terrain in the Spotting
unit’s hex and/or in the target hex, or on
any hexside of either hex, does not block
the Line of Sight.




[5.2] OBSERVATION RANGE

All units are initially deployed face-down
so that only the owning Player knows
what they are. They are turned face-up
only when observed by enemy units.

[5.21] If a face-down unit fires at an
Enemy wunit from any range, it is
automatically observed and is turned face-
up. If a face-down vehicle moves through
or into the LOS of an Enemy unit at any
range, it is automatically observed and
turned face-up. If a face-down unit neither
fires nor moves, it remains face-down and
unobserved until an Enemy unit is within
Observation Range (see Observation
Table).

[5.22] Once observed (face-up), a unit
remains observed for the length of time
that it remains in an Enemy unit’s LOS,
regardless of the distance between the
observing unit and the target unit and the
effects of terrain on Observation Range.
If an observed unit can move out of the
LOS of all Enemy units, it may be turned
face-down (unobserved) until such time as
it is again observed by an Enemy unit.

[5.23] For purposes of determining
Observation Range, whenever a Friendly
unit moves through two or more different
types of terrain that is within the LOS of
an Enemy unit-including the hexes in
which the unit begins and ends its
movement determine the Enemy unit’s
ability to observe that unit based on the
terrain type passed through that best
affords a chance for observation.

[5.24] Note that a Friendly unit attempting
to move out of an Enemy LOS is still

subject to Opportunity Fire from
observing units in each hex en route.

[65.3 EFFECT OF UNITS IN
SPOTTING

Playing pieces never obstruct the Line of
Sight. A unit may see through any number
of intervening units (both Friendly and
Enemy) to some distant target hex, and a
unit may fire through both Friendly and
Enemy units to some distant target hex
without affecting the units fired through.

[5.4] SPOTTING FOR INDIRECT
FIRE

Any Friendly unit may spot a target hex
for another Friendly unit which is capable
of Indirect Fire. Unless assisted by a
spotting unit, no unit may fire Indirect

Fire (except when specifically allowed by
the Scenario Instructions).

[6.0] COMBAT
COMMENTARY:

A Player uses his units to fire at (attack)
Enemy targets. A Player may attack
during the Direct Fire Phase, in which
case the attack is called Direct Fire, or he
may attack during the Movement Phase,
in which case the attack is called
Opportunity Fire; otherwise they are
identical in execution. Certain units may
fire during the Indirect Fire Phase (see
7.0).

There are four Combat Results Tables.
The Anti-Personnel Combat Results Table
is used by all units when firing at Soft
Targets. The other three tables are used by
all units when firing at Hard or Protected
Targets. We will refer to the last three
tables collectively as the “Anti-Armor”
Combat Results Tables.

Every combat unit has a maximum range
printed on it. This is the greatest number
of hexes it can fire at a target. All other
things being equal, the ability of an
individual unit to use its firepower varies
with the range it fires over. The Attack
Strengths of the various units were
calculated on the basis of the units
engaging targets at an average of 400 to
600 meters (2 to 3 hexes in game terms).
This effect is called Range Attenuation
and is numerically summarized on the
Range Attenuation Table. H-Class units
are insensitive to Range Attenuation,
which is reflected in the H-Class Combat
Procedures.

GENERAL RULE:

In order to fire at an Enemy target, a unit
must be able to observe the target and
must be within firing range. In the Direct
Fire Phase, a Player may attack any
Enemy unit. During the Movement Phase,
a Player may attack only the unit that the
Enemy Player is moving at that moment.
When an attack is executed, the result is
determined by the Fire Routine which
considers the characteristics of the firing
unit, the panic status of the firing unlit, the
characteristics of the target unit, the range,
and the effects of terrain.

PROCEDURE:

To make an attack, a Player identifies
which of his units are firing and which

Enemy unit is the target. (NOTE: One
attack may be made with several units
firing at the same target.) Each individual
unit that is attempting to fire consults the
Panic Table (see sheet). A 1d10 is rolled,
and if the outcome of the roll falls within
the limits of the numbers specified, the
unit panics and may not fire or move.
Place a Panic Marker on that unit to
indicate this condition. If the unit does not
panic, it proceeds to the fire routine.

FIRE ROUTINE:

Step 1: The attacking Player determines
the range in hexes between the firing unit
and the target unit. When counting hexes
to determine range, count the target unit’s
hex but not the firing unit’s hex. If the
computed range exceeds the range of the
firing unit, the unit may not fire. (NOTE:
Range should be calculated before the
Player announces his attack, because once
the attack is announced, the unit must fire,
even if its fire will be ineffective.)

Step 2: Once the target unit is determined
to be within range, the attacking Player
determines the type of target he is
attacking: Hard (units with bracketed
Defensive Strength), Protected (units with
parenthesized Defensive Strength), or Soft
(units with no brackets or parentheses
around Defensive Strength).

Step 3: The attacking Player modifies his
attack strength for range attenuation by
consulting the Range Attenuation Table:

a) Determine the target type (i.e., Hard
Target, Protected Target, or Soft Target)
and locate the appropriate section of the
table.

b) Determine the Weapon Class of the
firing unit and find the appropriate
column within the section of the table as
determined in Step 1.

c) Determine the range (in hexes) from
the firing unit to the target unit.

d) Cross index the range with the
Weapon Class column and read the
modification indicated on the table.

Follow this procedure for each of the
units that are firing at the same target unit.
If several units are involved the Player
may wish to write down the modified
strength of his firing units as he calculates
them via the table.

The target unit subtracts its defense
strength from the modified attack strength
which yields the attack superiority



number. The attacking Player then selects
the appropriate Combat Results Table for
Hard/ Protected targets or Soft targets.

Step 4: The attacking player now rolls
one die. He modifies this number for any
terrain defense bonuses and cross-indexes
his modified attack strength with the
appropriate attack superiority column. A
result is achieved which is immediately
applied to the target unit (e.g., DI
meaning 1/3 of the unit is destroyed, D2
meaning 2/3 of the unit is destroyed).
Sometimes a parenthesized number results
which requires another die roll on the part
of the defender (see Combat Results
Table). Also if the attacking unit is a G
class, it may deplete its ammunition (see
6.84).

CASES:

[6.1] RESTRICTIONS ON FIRE
COMBAT

[6.11] A panicked unit may not fire.

[6.12] A unit may suffer a Combat Result
which prohibits it from firing or which
reduces its effectiveness (see the
explanation of Combat Results).

[6.13] A unit may not fire more than once
during the Direct Fire Phase. Note that
when a Player attacks, he may fire with
more than one attacking unit (see
Procedure). When he announces an attack,
a Player identifies which units are firing.
He may not add to this list after he has
stated it, nor may he fire at the same target
in a later attack during the same Phase.

[6.14] Once a Player states an attack, he
must execute that attack. He is responsible
for calculating the chance of success
before he states his intentions. If he states
an attack which is subsequently found
ineffectual (most commonly because he
fired on a target out of range), the attack is
still considered to have been executed. In
effect, the firing units have wasted their
fire.

[6.2] EFFECT OF OTHER UNITS

Units never block the Line of Sight. A
Player may fire through Friendly and
Enemy units. Whenever a target unit is
stacked with other units in a hex and it
receives a combat result, the other units in
the hex are unaffected. Personnel being
transported by a vehicle are a special case
(see Section 9.0).

[6.3] MULTIPLE FIRE ATTACKS

When a Player uses several units to fire at
the same target, they are considered to all
be firing simultaneously. He resolves each
unit's fire separately in any order he
wishes. He must, however, resolve each
fire.

[6.31] If a Player assigns several units to
fire on a single target unit and the target is
eliminated before all the units have had a
chance to fire, the remaining units are
considered to have fired for that Game-
Tum.

[6.32] A multiple-fire attack is considered
a single attack for purposes of the
Sequence of Play. If a Player states that
three of his units are making one attack,
the fire of each Friendly unit involved in
that attack is resolved before the Enemy
Player may do anything.

[6.4] DIRECT FIRE

[6.41] Direct Fire occurs during the
Direct Fire Phase and is executed against
any enemy units the Player can observe.
In order to execute a Direct Fire attack
against an Enemy unit, the attacking unit
must be able to spot the unit with a clear
Line of Sight, according to the rules of
Spotting (see 5.0).

[6.42] Any unit with an Attack Strength
may use Direct Fire, except Panicked
units.

[6.43] On-map H Class units may use
Direct Fire; if such a unit Direct Fires,
resolve the attack on the D2 CRT. It is
treated as Tight Pattern, affects all units in
the target hex, and the Range Attenuation
Table is not used. The target Defence
Strength is not deducted from the Attack
Strength, but the printed Attack Strength
may be reduced by damage (see 7.16).

[6.44] All tanks and assault guns/tank
destroyers are also considered to be armed
with coaxial/bow and/or pintle-mounted
MMG. These units (along with all APCs)
can make a 2R3 attack on soft targets
instead of an A or M class attack.

US and USSR tanks have an AAA HMG
mounted atop the roof which can only be
fired if the tank is not suppressed
(buttoned up); this would be a 3R5 attack.

[6.45] Infantry units may attack
vehicles at a range of up to 1 hex with a
Direct Fire H-Class attack. This is
calculated using a raw strength of 4,
reduced for range attenuation by -3 at 1
hex range, damage, and Suppression. The

attack takes place on the D2 table, the
target cannot button up, and all the rules
about direct H Class attacks apply to it.
Terrain is ignored. Note that the H Class
strength of a rifle platoon at D1 and S1
attacking at a range of 1 hex would be -3.

[6.5] OPPORTUNITY FIRE

[6.51] Opportunity Fire occurs during the
Movement Phase and is executed only
against enemy units that are moving and
can be observed. (See also Overwatch
Fire, 6.9.)

[6.52] A Player must pause each time his
unit moves into a hex to allow the Enemy
Player an opportunity to fire at the moving
unit. This pause permits the Enemy Player
to calculate ranges, etc. before he
announces the attack. Only the unit
actually being moved may be fired at. The
attack is resolved exactly as detailed in
Section 6.0.

[6.53] If a moving wunit survives
Opportunity Fire, it may continue moving.
However, it may be fired at again when it
enters a new hex, although the Enemy
Player would have to use a different unit,
since no unit may fire more than once per
Game-Turn (Exception: see Overruns,

12.0).
[6.6] TERRAIN EFFECTS ON
COMBAT

When a target unit lies in a village or
grove hex or is behind covering terrain, it
receives a defense bonus in the form of a
die modification (see Terrain Effects
Chart on map; Covering Terrain: Case
10.2).

[6.71 PARTIAL STRENGTH UNITS
vs. SOFT TARGETS

Full Strength units do not modify the die
roll when firing at Soft Targets. DI
strength units subtract one from the die
roll when firing at Soft targets. D2
strength units subtract two from the die
roll when firing at Soft targets.

[6.8] SPECIAL WEAPONS CLASSES

[6.81] An H-Class unit, in addition to
conducting Direct Fire [6.43], may
conduct Indirect Fire (7.0) as either a
Tight Pattern or a Loose Pattern attack.
The difference is that a Tight Pattern
attack affects defenders in the impact hex
only. A Loose Pattern attack affects
defenders in the impact hex and the
surrounding six adjacent hexes (Impact
Zone). All H-Class Fire must be



designated as either Tight (T) or Loose
(L) Pattern as part of the Fire Plot. In the
absence of such a designation, the fire is
considered to be Tight Pattern.

[6.82] H-Class Fire affects all units
located in the impact hexes (Zone). Thus
an H-Class unit may attack more than one
unit per Game- Turn though it may fire at
only one impact hex per Turn. When there
are multiple units in the Impact Zone
(hex) simply attack each one separately as
though it were the only unit present. The
Attack Strength of an H-Class unit is not
divided between multiple defenders. It
attacks each one with its full strength
(subject to the Resolution procedure).

[6.83] Naturally, a Loose Pattern attack
represents a less dense bombardment of a
given area than a Tight Pattern attack. For
this reason, the procedures for resolving a
Loose Pattern attack differ from a Tight
Pattern; see 7.21.

[6.84] Each G-Class unit is assigned an
ammunition depletion rating, which is
printed on its counter face. Whenever a G-
Class unit fires, the Owning Player will
roll the die immediately after the
resolution of the attack. If the die roll is
equal to or less than the printed
ammunition depletion rating for the firing
unit, the unit is considered to have
expended all of its missiles and is
considered, henceforth, to have a zero G-
Class Attack Strength. If a unit does not
have a dual-Class identity (US M150
units) it is then removed from the map.

[6.85] A G-Class unit may only fire at
Hard targets, but they may attack trucks as
if they were Hard Targets. Soft Targets
being transported by Hard Targets (or
trucks) are equally affected by the fire of a
G-Class unit.

[6.86] The following G-Class units have a
minimum range of two hexes (i.e., they
may not fire at adjacent targets): Soviet
BRDM,; British Swgf; West German Cbra.

[6.87] Each Dual-Class unit has two
counters: One represents its G-Class
Strength, the other its conventional R- or
M-Class Strength. All Dual-Class units
(American infantry and Soviet BMPs)
are portrayed on the map with their G
Class counter. Whenever a Dual-Class
unit loses its G-Class capability on
account of ammunition depletion after a
G-Class Attack (see 6.84), the G-Class
counter is permanently removed from play

and replaced with its conventional

counterpart.

[6.88] A dual-Class unit may fire with its
conventional Strength even though it is
portrayed on the map with its G-Class
counter. It is neither necessary nor
desirable that a switch be made between
the G-Class counter and the conventional
counter for the unit to fire its conventional
Weapons Class.

[6.91 OPTIONAL COMBAT ACTIONS

The following rules are from the October
War errata and may be implemented here.

[6.91] OVERWATCH FIRE
GENERAL RULE:

During the Movement Phase, a Player
may fire at an Enemy unit which has itself
fired during the current Movement Phase.
Overwatch fire allows a player to fire at a
unit which is moving or at a unit which
has just fired Opportunity Fire. The
Overwatch fire must be executed
immediately.

Example: An M60 platoon moves into hex
3013 and receives fire from a T62 in hex
3415. An M60 unit in hex 2611 could then
Overwatch fire at hex 3415 immediately.
If not conducted immediately, Overwatch
fire could not be directed against the
above hex for the rest of that movement
phase.

[6.911] In order for a unit to be eligible to
fire Overwatch Fire it must fulfill the
following conditions: it may not have
moved that Game Turn; it may not have
fired in that Game Turn.

[6.912] A wunit may only conduct
Overwatch Fire once per Game Turn.

[6.92] PULL BACK
COMMENTARY:

Vehicles in hull down position that are
behind covering terrain after firing will
usually pull back behind the covering
terrain to avoid return fire.

GENERAL RULE:

Any unit (including helicopters, 17.0) that
fires from behind Covering Terrain (see
10.2), after firing and receiving
Overwatch or return fire may at the end of
the phase revert to a Hidden state if no
enemy units are within observation range
(see 5.14). Example: if no units were
within one hex of a town hex after
receiving Overwatch fire, the firing unit in

that town hex could again resume a
Hidden state and would not be eligible as
a target during the next Direct Fire phase
unless it fired again.

[6.93] SPLIT FIRE

All vehicular platoons consist of multiple
vehicles of the respective type shown on
the counter. Given the breakdown of a
platoon into abstracted D1/D2
components, a full strength platoon could
fire as a Full strength platoon, one D1 and
one D2, or three D2s. In essence, each
individual platoon element is seeking its
own target. Panic in this circumstance is
evaluated for each individual fire, except
if one element in a platoon panics, they all
panic.

[6.10] SUPPRESSION OF ARMORED
VEHICLES

GENERAL RULE:

R-Class units may fire at Hard Target
types. To perform this type of combat you
take the attack strength of the firing unit
and subtract the defense strength of the
target yielding an attack superiority
number. The attacking player then
resolves the attack on the anti-personnel
combat results, modifying the die roll for
terrain. If any result other than no effect is
achieved, the defending Hard target type
is placed in an S1 state. R-Class units may
fire at Hard Target types up to 3-hex
range using suppressive fire.
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[7.0] INDIRECT FIRE
GENERAL RULE:

In most scenarios, both Players are given
an Off-Board Artillery capability (14.0),

which simulates the availability of
artillery, rocket, or mortar batteries
located elsewhere than in the area

depicted on the map, to fire at the Enemy
targets located on the map. In addition,
players may have on-map H Class combat
units assigned as organic support which
function similar to Off-Board Artillery
except that they move on the map and are
therefore susceptible to enemy fire (see
6.71).

PROCEDURE:



Artillery is available in terms of
“concentrations” of H attack strength
points per turn. Each Scenario's Order of
Battle states that a Player has, for
example, “3 concentrations of 6 H points
each”—abbreviated to read: OFBDA-
3(6H).

CASES:
[7.1] AVAILABILITY AND
CAPABILITIES

[7.11] A Player always plots Indirect Fire
at least one turn in advance of its
execution, e.g., he plots Indirect Fire on
Game-Turn 2 and executes it on Game-
Turn 3. He may also plot fire for more
than one Game-Turn in advance.

[7.12] Once an impact hex has been
designated, continuous fire over several
Game-Turns into the same impact hex
does not have to be pre-plotted. If the
impact hex is changed or not fired on, the
plotting procedure must be repeated.

[7.13] A unit firing Indirect Fire may fire
at one and only one target hex. This
target hex must be in the LOS of at
least one Friendly unit (see 5.4).

[7.14] Because Indirect fire is resolved
after the Movement Phase, the intended
target units may move from the target hex,
and other units may move into the target
hex prior to impact. The Indirect fire
impacts on and attacks any units which
are present in the impact zone during the
Indirect Fire Phase.

[7.15] If an on-map H Class unit panics in
a turn when it is plotted to fire, the fire is
cancelled for that turn. In addition, if the
on-map H Class unit is subjected to Direct
or Opportunity fire in a turn when it is
plotted to fire, the fire mission is
cancelled whether the unit takes losses
or not.

[7.16] If an on-map H Class unit takes
losses, lower the H concentration 1 H
factor for each loss, i.e., if a mortar
section takes one loss, it would thereafter
fire a 3H concentration.

[7.17] Indirect Fire is always subject to
Scatter. There is a 1/6th chance that the
actual impact hex will be different than
the intended target hex for any Indirect
fire. Roll a die for each H concentration
that is Indirect Firing. On a roll of one, the
Indirect Fire scatters; roll the die again
and consult the Scatter Diagram (see
map). The Indirect Fire from that unit

impacts one hex away from the target hex
in the indicated direction.

[7.18] Units receiving Indirect Fire
receive a terrain benefit if they are in
Woods or Village hexes; the benefit is a
-2 from the die roll.

[7.2] TYPES OF H FIRE

H fire comes in three varieties: tight
pattern, loose pattern, and smoke.

[7.21] Tight pattern H fire affects only the
impact hex. Loose pattern H fire affects
each hex with one-half of the original H
concentration (round fractions up).

[7.22] Smoke must be fired in a tight
pattern and therefore affects only the
impact hex. Place an inverted marker on
that hex.

[7.23] Smoke lasts for one turn and is
treated in all ways as a woods hex. Smoke
is removed during the beginning of the
Indirect Fire Phase of the Game-Turn
following its impact.

[7.24] Effects of Smoke are not
cumulative. In a Smoke hex, take the
terrain feature with the maximum

defensive benefit and use that one only.

[7.3] EFFECTS OF H FIRE ON HARD
AND PROTECTED TARGETS

Hard targets (units with a bracketed “[ ]”
Combat Strength) and Protected targets
(units with a parenthesized “( )” Combat
Strength) have the option to receive H fire
either “buttoned” or “unbuttoned.”

[7.31] To button up, a Hard or Protected
unit voluntarily assumes a state of
Suppression 1 (S1) immediately prior to
the resolution of the attack. The SI
applies equally to any infantry mounted
on the unit. A Hard or Protected target
(together with its mounted infantry) that
receives H fire while buttoned up is liable
to Suppression 2 (S2) only if the H fire is
in tight pattern. To resolve an H fire attack
on a buttoned target, roll the die; if the
number rolled is equal to or lower than the
H concentration of the attacking unit(s),
the target is double suppressed (S2).
Example: a Hard target buttons up on a
4H concentration in tight pattern and the
die roll results in a 5; the unit is only S1
(due to its voluntary buttoning up). If the
roll had been a 4 or less, the unit would
have been S2.

[7.32] To receive H fire unbuttoned, a
Hard or Protected target and any mounted

infantry simply accepts the fire without
assuming a state of S1. To resolve H fire
of an unbuttoned target, use the H
concentration as the attack superiority on
the D2 CRT.

[7.4] EFFECTS AND DURATION OF
SUPPRESSION ON HARD TARGETS

Suppression, whether regular or doubled,
is automatically removed during the next
Panic and Suppression Removal Phase.
Suppression affects a Hard Target only by
reducing its Attack Strength by 2 points
for each suppression. Example: A unit
with an Attack Strength of 15 which is
double suppressed has an attack strength
(while in this state) of 11.

[7.5] EFFECTS OF SUPPRESSION
ON PROTECTED TARGETS

The effects of suppression on Protected
Targets are identical to its effects on Hard
Targets except for the following units:
Soviet LRRPs are open topped and thus
cannot be buttoned up. These units
automatically accept fire on the D2 CRT
and all passengers are affected as is their
carrying unit. The effect of suppression on
M113s, BMPs, BDRMs and BTR-60s is a
reduction of 3 attack strength points for
each suppression state. All Protected
targets button up to protect their
passengers just like Hard targets.

[7.6] EFFECTS OF H FIRE ON SOFT
TARGETS

Soft Targets that are not in APCs
(protected vehicle) are affected by H fire
in tight or loose fire identically. The
Indirect fire attack is conducted on the
Anti-personnel CRT using the H fire
concentration as the Attack Superiority
column. (See Anti-Personnel CRT for
explanation of results.)

The effect of suppression on Soft Targets
is a reduction of 3 Attack Strength points
for each suppression state, and the unit
may not move until the suppression is
removed; suppression states in excess of
S2 against Soft Target types only are
possible.

[7.7] CLOSE AIR SUPPORT [CAS]

Close Air Support is in all ways identical
to Indirect Fire except that it is always
tight pattern, may never drop smoke, and
has to be plotted only one turn in advance.
See Rule 15.0. Armored vehicles may not
button up when being at