hi,

i was studying the rapid fire advanced rules yesterday, wondering how we could manipulate the rules to allow speculative fire against building such as that church. the answer i think is in the advanced rules section 14.3 and 8.2 of the normal rules. the basic rules say that you may only fire on buildings where infantry have been sighted (this would have meant that the british would have had to get within twelve inches of the church) but the advanced rules (section 14.3) say that you can designate areas as "pre-registered targets" so in this case the british would have had the church and the mansion on the british right/german left, as two preregistered targets. i would think this would only count towards off-board Fire support (the british 25lb'ers.) i would interpret the rule as off-board guns can fire at (however many OP's the player has) X number of predesignated targets. then using rule 8.88 of the advanced rules, they can carry on shelling the building till it is destroyed. the player that is attacking does not know the strength of the building left and the player defending doesnt either (only the umpire will know but he may tell the player inside the building that-"its looking a bit wobbily") in this manner the building does get leveled but there is a chance that the observers can be ok. i think the attack only should get pre-registered targets.

so in summary, i think the best course of action would be:

 

Attacking player: allowed X number of pre-registered targets at logical landmarks (X is the number of observers he has) off-board artillery may shell the pre-registered targets for 3 (?) turns before the start of the game and observers may call in fire on it at any stage of the game on a +1 (to show the fact that it has already got the co-ordinates to fire at). all buildings have an assigned number of "hitpoints" in accordance with rule 8.88 whereby it can take this number of casualties before it is destroyed. pre-registered targets do not affect OP's calling in fire on other targets. they may the off-board artillery may still fire at "spotted" targets as per normal rules.

 

i also saw a few other points i like the look of:

snipers: for simplicity i thought it might be easier to only let russians have snipers.

 

maps and command and control: using rules 10.1 and 10.3 allow for command arrows showing where all battalions and regiments etc. are going. 10.3 allows for changes to these command arrows.

 

fortifications: using a modified rule 12.4 defenfing players may place X inches of obstacles (where X equals the number of engineer figures he has at the start of the game on-board) these may be placed up to 2/3 of the board away from his starting base edge.

12.9: defending player may improve soft-cover enhancing it to hard-cover, where they start the game (immediately lost if they move out of cover)

 

 

i also have some possible rules i like but are a bit too complicated and we need to know the rules better (by "we" i mean me!!!)

 

medical facilities: 11.7 routers go back to brigade/divisional HQ and as soon as 10 men have collected there, roll a d6 and that number of men are returned to the battalion under the direction of its CO. (this may be a bit awkard so im going to have a think about simplifying it.

 

rivers: 12.33 infantry and non-skirted tanks may cross fords as linear obstacles, skirted tanks cross with no penalty.

 

i just noticed how annoyed lloyd and steve were getting and thought that the "speculative fire" idea must be covered in the rule book, but it wasnt really so i changed it slightly, and thats what you can see above.

 

regards,

pete

