Big Battles
COMPANIES OF 3 elements
12:34   09/04/2006
RANGES

Contact (C)– assault range
30cm (F)– fire-fight range 
60cm(B) – battlefield range
 90cm(E) – extended range – 

120cm (V)– normal visibility limit 

STATUS
Supressed can only retire (must do if in assault) – or stay in the same place and may shoot only to C.

Neutralised  FOOT units retire and destroyed if in assault. VEH. MUST RETIRE
Destroyed units have lost all combat worthiness for this action and are removed. 

MOVEMENT

A retirement move is a full move to the rear of the facing – ending facing in direction of movement. If it is not possible to retire unit is destroyed. 

Blocking terrain or enemy – gaps must be 60mm wide – do not allow passage, friends do but they take a hit.

Passable terrain : 20cm    En-route :Foot 30  Vehicle 40 (En Route only in passable terrain)
Passable terrain is clear, open woods, gentle slopes

Difficult terrain : 10cm for foot and tracked – wheeled not allowed except in settlement.
Difficult terrain is swamp, settlement, dense woods, steep slopes

GAME TURN
1. DEFLECT HITS               
(Not armour)
Hasty 1 Prepared 2 Fortification 3
Hit results check.
2. SHOOT
3.  Compulsory Move : MOVE /REORGANISE – can remove following hits if don’t move or shoot
Vets 3  Regs 2 Poor 1
AMBUSH FIRE allows units that did nothing to shoot in the opponent’s round in response to a shot or movement.
Formations:

A – 2 UP 1 BACK:ADVANCE TO ATTACK – can inflict 3 hits

B – EN-ROUTE:MOVE FAST – can inflict 1 hit 
C – LINE OF ATTACK – can inflict 3 hits

D – 1 UP 2 BACK:CAUTIOUS ADVANCE – can inflict 2 hit

E – ALL-ROUND DEFENCE – can inflict 2 hits and 1 more more than 90 degrees away

It takes one shooting and one move phase to change formation. When not in contact..
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HIGHER COMMAND
COMPANIES MUST STAY IN RANGE OF EACH OTHER AND BATTALION HQ
VET 30 CM REG 20CM POOR 10CM 

BATTALION HQ MAX 90 FROM EACH OTHER AND REGT HQ
HITS

UNITS HAVE A NUMBER OF FIREPOWER HITS TO INFLICT ON ENEMIES EACH TURN. THIS IS DONE THEN IN THE ENEMY TURN THE REAL EFFECT IS DISCOVERED.

‘DICE TO DEFLECT HITS’ 

IF TROOPS ARE IN COVER A DICE IS THROWN TO TRY AND DEFLECT  THE HIT: HASTY 5+  PREP 4+ FORT 2+
RECOVERY
Recovery is the removal of HITS – allowing the unit to function fully again.¨
Hits MAY be deflected by cover.

Hits WILL be reduced by reorganising.
INFANTRY COMBAT

MIXED INFANTRY C -3   F-3   B-1  
HEAVY ARMED C4  F4  B2

POORLY ARMED C2 F1 

SMG ARMED C4 F2
PIONEERS C5 F2
Fire can be split but at least one hit must be used on the closest enemy unit.

In multiple contacts must do 1 to each assailant if possible – max 1 to flank
If it has 2 markers it is suppressed.

IF IT HAS 3 IT IS NEUTRALISED

IF IT HAS 4 IT IS ELIMINATED

VET 3,4,5 -   POOR 1,2,3
.

ARTILLERY

Can hit any target within F of  TRP.
One TRP per spotter per battalion.
NUMBER OF HITS INFLICTED : 
UP TO 80  - 1
Up to 122 – 2

Up to 165 – 3  (and rockets)
LARGER – 4
ASSAULT
Move into contact and shoot from there with the C factors. 
Suppressed assaulters and Neutralised assaulters ALWAYS flee.

ANTI-TANK SHOOTING 
Can deal out 3 HITS per COY  UP  TO MAX RANGE.
Normal inf AT is Medium at C

Pioneers  Heavy at C
Poorly armed  - Light at C
RANGES
Light guns <60 mm
  F

Medium guns <80m  B
Heavy 80 plus- 
  E
COMPANIES RECEIVING FLANKING FIRE COUNT AS ONE CLASS LOWER

AFV COMBAT  
THROW MODIFIERS…

Cover – hast -1 prep -2   

Vets get +1 poor -1 
Minimum Score to get a Hit..
	
	L

<40mm
	M

40mm+
	H

71mm+
	EH

100+

	<50mm
	5
	6
	64
	66

	<80mm
	4
	5
	6
	64

	<120mm
	3
	4
	5
	6

	120+
	2
	3
	4
	5


66 = thorw 6 then another 6
AFV RECOVERY 

LIGHT – 6 MEDIUM- 5
HEAVY- 4  EXTRA HEAVY– 4
REGULARS 2 markers suppressed, 
3– neutralised  4 – eliminated

 VET 3,4,5      POOR 1,2,3
AIRSTRIKES

The plane is put on the table over the unit it attacks. Next turn it can fly off.

Patrolling fighters stay on table moving E.

One plane delivers the following hits:

1 – mg strafing

2 – cannons

3 – rockets

4 - level bombing

5 – dive bombing

Recovery as per artillery

Anti-aircraft fire

1 - Small arms
C
2 – AAmgs
C
3 – less than 35mm
 F
 (MULTIPLE MOUNTS +1)
4 – Larger AA
Range B
5 – Interceptor
Range V
Aircraft Armoured +1
Slow -1 Fast +1
Two engines +1
E
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