Micro Machine Military Rules
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Dated: November 3, 2001

       The rules are a faithful representation of modern combat. We have tried our best to represent all of the pieces and capabilities that Galoob/Hasbro makes. Our goal was to provide a sort of standardization between players instead of a modern version of “bang you are dead” we used as children. We hope you enjoy them.
Before combat must take place, the players or player must decide what the strategic terrain looks like. Will there be naval combat, amphibious operations, battles in mountains or forests or perhaps a meeting engagement between two separate armored forces trying to cross a strategic highway bridge. Will the battle be between the Freedom Force and the Terror Troops, or between a Communist Force and a Democratic Force, or between the United States and the European Union? There are endless combinations.

Each side should determine before the first dice is thrown as to how the battle should envelope. Will there be limited air support available and possibly limited fuel and supplies (thus a short conflict). Each battle does not have to involve say all of my pieces verse all of yours.

We have purposely omitted the rules involving logistics and supply or resupply as the case may be. Galoob never released that many trucks and the ability to acquire a full unit of trucks for logistical support may be beyond the means and capabilities of most players. To simplify matters, I propose the following:

a. That a side may only go to war with another player so long as they have the means to adequately supply their forces in the field. Having just two (more preferably) cargo (six wheels) trucks can easily represent this. These trucks simulate the logistics string following the fighting formations. These trucks are constantly shuttling two and from supply depots located to the rear. Loss of these trucks would be catastrophic to a player, as their combat operations would slowly grind to a halt.

b. A marine amphibious unit or air mobile (helicopter) unit could be resupplied by using CH47, CH53, and CH54 helicopters shuttling to and from their base of operations be it a physical airbase itself or an amphibious assault ship offshore. Loss of these helicopters would have the same detrimental effect of the formations so mentioned previously.

c. Before the first combat dice is thrown, each side should roll a six-sided dice to determine the extent of available supplies for their formations. This is the total supply stockpile for air, land, and/or sea operations. This will only be known to that player and will add realism in that a player with only one day’s supplies before victory or defeat will more aggressive than say a player rolling a six and having six days worth of combat operations available. Or with only one day’s worth of supplies, that player may want to be more on the defensive and protect what they have and try to damage their opponent so severely that they sew for peace.

Either way, regardless of the outcome, have fun and enjoy the “game”.

Air Combat

For the air campaign, I recommend that everyone purchase two large poster boards. Then draw in ink four vertical lines spaced far apart. Basically you are going to divide the board into four vertical sections. On the first section you are going to draw a series of horizontal lines in the first vertical block only. The goal is to draw some boxes, one below the other. Label the following in the first vertical block:

Box 1: “AEW” (airborne early warning) This box is for your AWACs aircraft.

Box 2: “EW” (electronic warfare/jamming”) This box is for your EA-6b and EC-130H aircraft.

Box 3: “Recon” (tactical recon) This box is for aircraft flying reconnaissance missions over a particular battle zone. This is necessary to pinpoint the location of an enemy mechanized force or a task force at sea. No combat is allowed on these unless a recon plane is flying in this box and has survived the air to air combat phase.

Box 4: “Airborne” This box is for C-130’s conducting an airdrop.

Box 5: “CAS” (close air support) This box is for your ground attack aircraft attempting to “chew up” an enemy mechanized formation before it hits your forces. An EA-6b aircraft in this box is flying a SAM suppression mission – going after enemy anti-aircraft vehicles.

Box 6: “Strike” Aircraft in this box are going after enemy airfield/s, command and control facilities (C3), and/or ships at sea.

In the second vertical block label it: “Long Range”. All fighter type aircraft start here.

In the third vertical block label it: “Medium Range”.

In the last vertical block, label it: “Short Range”.

In air combat there are three turns, a morning turn, an afternoon turn, and a night game turn. Each of the types of combats listed below happen each turn.

A. Air to Air Combat.

The mission in air to air combat is air superiority over the battlefield or particular battle-zone. There are three results in air to air combat:

a. Air Superiority – where one side has at least one more surviving fighter than the opponent does.

b. Contested Air Superiority – where after all the air combats, both sides have the same number of fighters still in the air.
c. No Air Superiority – where both sides with very good die rolls managed to shoot each other out of the air, I.E. no fighters left.
d. The goal of air superiority is two fold:
1. To be able to pounce on enemy non fighter aircraft,

2. To ensure that your side can fly rotor aircraft over the battlefield/s.
When air to air combat is finished, surviving fighters return to base until the next turn.
1. Each of the combat aircraft that Galoob makes has been assigned an air to air rating. This takes in all of the offensive and defensive capabilities (weaponry, avionics, maneuverability, and countermeasures of each aircraft.)

2. Range. Air combat takes place at the following ranges with both sides laying out their aircraft at:

a. Long range (L): Only the F-14 with an AWACs aircraft in the AEW box can attack at long range. Once long range combat is resolved, the combat moves to;

b. Medium Range (M): All combat aircraft not shot down or aborted at long range will then move to medium range and attack. The following aircraft will not attack at medium range (they attack at short range only):

Mig-21, Mig-17/15, F-86, F-80 and Harrier.

Once all medium range combat is resolved, the combat moves to;

c. Short range (S): All combat aircraft attack at this range. Short range combat is divided into two parts:

(1) Air to air missile combat. The following aircraft will not attack in this phase: Mig-17/15, F-86, and F-80.

(2) Gun combat. All surviving aircraft attack in this phase.  

d. Example: A F-14 that is not shot down can attack at long range, medium range, short range and short range – gun combat.

e. Note: the goal in all combats is to roll a one or as close to it as possible on a six sided dice. Subtractions to your die roll are good for your attacks; likewise additions to your die roll are bad for your attacks.

3. Air Superiority. If at the end of all air combat die rolls, if one side has more fighter aircraft than the opponent, then that side is said to have air superiority. Air superiority grounds all opposing rotor assets (helicopters). And, the side with air superiority, for each surviving fighter greater than the opponent, one fighter may attack opposing strike, close air support (CAS), airborne, electronic warfare (EW), or recon aircraft. Example: say at the end of all air to air combats, side A has two fighters left and side B has only one. Side A may take one fighter and attack any one side B strike, CAS, EW, Airborne, or Recon aircraft at –1 to the die roll.

4. Die Roll Modifiers.

a. Having an AWACs aircraft aloft on your side: -1 to your entire Long and Medium range die roll attacks.

b. Having an EA-6b EW aircraft aloft on your side: + 2 to all opponents Long and Medium die roll attacks.

c. Attacking an enemy bomber aircraft (B-52, B-1, B-2, TU-26, and B-70): +1 to all attack rolls.

d. Attacking an enemy Harrier aircraft no matter what the range: +1 to all your attack rolls.

Note: The YF-23 and/or the F-22 may only be attacked at short-range attacks. This is due to their stealth like capabilities and near impossibility of getting a radar lock on.

Note: Effects are cumulative.

5. Aircraft Ratings.

Explanation of data below: example, the F14 may make four attacks at long range at separate targets (firing AIM54 “Phoenix” missiles), one attack at a medium range target (firing AIM7 “Sparrow” missiles), one attack at short range (firing AIM-9 “Sidewinder” missiles) and lastly one attack with it’s onboard 20mm cannon.

Fighter 
Long Range

Medium Range
Short Range

Guns

F-80










1 at (2)

F-86










1 at (2)

F-104




1 at (3)


1 at (3)


1 at (2)

F-4




1 at (3)


1 at (3)


1 at (2)
F-14

4 at (4)


1 at (3)


1 at (3)


1 at (2)

F-15




4 at (4)


1 at (3)


1 at (2)

F-16




2 at (4)


1 at (3)


1 at (2)

FA-18




2 at (4)


1 at (3)


1 at (2)

F-22




6 at (4)


1 at (4)


1 at (3)

F-23




4 at (4)


1 at (4)


1 at (3)

Note: if the F-22 or F-23 is attacking and has the support of a friendly AWACs aircraft, the “5” is used. If no AWACs available, then the “4” is used.

MIG-15/17









1 at (2)

MIG-21






1 at (3)


1 at (2)

MIG-29



2 at (4)


1 at (3)


1 at (2)

J37 Viggen



1 at (3)


1 at (3)


1 at (2)

Mirage F1



1 at (3)


1 at (3)


1 at (2)

Tornado F.3



4 at (4)


1 at (3)


1 at (2)

Harrier







1 at (4)


1 at (3)

Example: The SAAB Viggen has a medium range attack rating of (3). The owning player targets an opposing Harrier. To score a hit on a six-sided dice, he must role a 1, 2 or a 3.

The owning player has an AWACs up but the enemy fighter is protected by an EA-6b so the cumulative die rolls is –1 due to AWACs and +2 due to the EA-6b and +1 due to the Harrier’s unique evasive maneuver capability = +2 to attack dice roll. If the owning player rolls a 3 (+2) = 5 he will miss his target completely.


Note (1): In any die role you role exactly what your modified die roll is needed to hit your opponent, the opponent’s aircraft has been damaged and will abort it’s attack and return to base. Aircraft that have returned to base due to battle damage must roll a six-sided dice to determine the amount of time they are “grounded” to repair the aircraft. 


Note (2): As groups of aircraft enter a particular range, the aircraft with the highest rating will go first. If opposing sides have the same attack rating, then the attack is simultaneous.

Example: Although the F-14 is unique firing it’s AIM-54 AAMs at long range and thusly always going first in air to air combat at long range (if supported by an AWACs). When the combat moves to medium range, there are numerous aircraft that will fire second (air rating of 5 and 4), then the F14 will fire thirdly (air rating of 3). This is due to the better capabilities of the AMRAAM over the Sparrow air to air missile.

Note (3): Fighter aircraft with a more than one attack are utilizing advanced active homing air to air missiles allowing the owning aircraft to fire on multiple targets. These missiles include the AIM-54 Phoenix (F-14 only), AMRAAM, and the AA-11.

Note (4): The F-22 and F-23 have a better short range air to air missile attack rating than almost all the other fighters due to the upcoming deployment of the ASAAM. The only other aircraft with the same rating is the Harrier. This is due to the Harrier’s greater maneuverability than all the other fighters and can easily get into a better “kill” position. Reference the Falklands War of 1982. The also applies to the gun attack. The F-22 and F-23 have a better gun rating due to their greater maneuverability with thrust vectoring in air combat maneuvering.

Note (5): In gun combat, the F-22, F-23, and Harrier will fire first before any other fighter.

Note (6): Should opposing fighters have the same gun rating, a dice shall be rolled. Even score the first gun attack goes to the first player. An odd die roll means the second player goes first. This is done per gun combat sequence between opposing aircraft. This reflects the planes maneuvering in the sky for a clean shot.

B. Air to Surface Combat.

1. Ground Targets.

a. Once air to air combat has been completed, the air to surface war begins.

b. Air to ground combat is divided into different segments. This includes:

(1) Close Air Support – provide air support for your ground formations by attacking enemy ground formations. 

(2) Electronic Warfare – an EA-6b flying this mission will add +2 to all combat dice rolls by your opponent at Long and Medium Range combat. Just like in the air to air combat phase above.

(3) Strike – strike aircraft are out to damage or destroy an opponent’s ability to service and/or repair his aircraft. The other type of strike mission is to knock out his command and control facilities such as headquarters and communication facilities.

(a) The goal in attacking an enemy airfield is to deny the use of it to the opposing player. Unless it is a surprise attack in which you catch the enemy planes on the ground, attacking strike aircraft will be attacking the base facilities and associated runways. Attacking an enemy airfield is the most dangerous mission and high losses are to be expected. Each airfield is defended by

Long Range

Medium Range

Short Range

1 SAM unit w/radar (4)
4 AAA units  (3)

There are no pieces for these but are considered to be standard for air defense of an airfield. For each point of damage on an enemy airfield, that airfield is knocked out for that many turns. Each enemy airfield can take 10 points of damage. Once it receives all 10 or more, it is considered destroyed. At six damage points, the medium range SAM is destroyed and for each successive point of damage, one AAA unit is destroyed. Damaged airfields impair your opponent to take off and fly missions. If a plane chooses to take off on a mission, the damage rating is subtracted from a six-sided dice to see if the plane got away. Example; an airfield with a damage rating of 2 has an F-16 trying to take off on a CAP mission. On a six-sided dice the plane must roll a 1-4 to take off. Any damage factor of six or more will not allow aircraft to take off or land at that base.

(b) Before the game begins, each player must determine the amount of airstrips they operate - within reason. Generally each side has an airforce base, a naval air station, an army air base (helos), and an emergency airstrip. 

(c) Should after an intense bombing campaign, all of an opponent’s air bases are destroyed, then any aircraft still in the air will complete their assigned missions and then instead of returning to base will be removed from game play. Basically, without an airfield to operate from, the pilot will land at the best straight and level something he can find, fields, roads, highways etc. From that point on the plane is literally “grounded”.

Note: The only aircraft that are not grounded due to a lack of base facilities are the Mig-29, Mig-21, Mig-17, SAAB Viggen, and the Harrier. The MIGs have low-pressure tires and can operate from a field if need be. The SAAB is a STOL aircraft and for example Sweden has them scattered around the country in hardened bunkers alongside roads and highways. The Harrier is a VTOL aircraft and can operate anywhere.

(d) In attacking enemy command and control (C3) facilities, only the F-117 can be used and the attacks can only occur in the night game turn.

The attack procedure though similar to that below is separate from the rest of the battle.

First a player must state if he has F-117s going after the C3 facilities. The opposing player will roll a six sided dice to determine if he can find each F-117 (tri-angulation of search radars, and/or infra-red signatures, and/or rain drops coming off the aircraft disrupting it’s radar signature) needing a 1 or a 2. Should the opponent roll a 1-2 then he may attack the F-117 with a non-piece SAM unit. This piece is not a MMM piece but considered to be standard defense around such important sites. There are, as many SAM units as successful 1-2 die rolls. The accuracy of the SAM unit is a (4). A die roll of 1-3 will shoot down the F-117, a die roll of a 4 will damage it and cause it to abort its mission, and a 5-6 will be a miss.

These attacks are considered to be deep in enemy territory and the F-117s do not get the aid of defensive die roll coverage provided by the EA-6b.

Second after all attempts have been made to locate the F-117s, the owning player may attack the C3 sites with an accuracy of (5) on a six-sided dice. Each “hit” will cause 5 points of damage to the enemy’s C3 capabilities. Each side has up to 50 points of damage before C3 facilities and capabilities are destroyed.

Effects of the loss of C3: Should an opposing player lose C3, the very next turn, all aircraft and rotor assets are grounded. No flight operations may ensue. All ships must return to port. All offensive ground operations must cease and the ground forces will suffer an additional +1 to all die roll attacks. Basically, the opposing player had better sue for peace or at least a cease-fire. This is the only instance in which aircraft may win the war by themselves. 

(4) Recon – one of the most vital in any modern battlefield is the ability to know what your opponent is up to and where he is going. 

(a) Attacks on enemy formations in the field are not allowed unless a Recon mission has been successfully conducted.

(b) Attacks on bases are allowed, as that much is already known by each side due to spies…

(c) Dedicated recon aircraft include the following:

Ground: SR-71, TR-3, Aurora, RF-4c, and RF-104c, Saab Viggen.

Naval: RF-4j, P-3c and S-3b.

Should none of the above be available to recon an enemy position, any jet fighter aircraft can be designated to fly the recon mission. Basically missiles are removed and a photo/IR pod and an extra fuel pod are attached.

(5) Airborne: C-130s are considered to be carrying either 100 paratroops or 2 Traxton Raiders or a mix of both. Either of these are dropped at their drop zone at Medium Range. After that the C-130 returns to base.

c. Air Defense Ratings.

Air defense fire will fire first as attacking aircraft enter each range. If the die role thrown matches the air defense vehicle’s rating then the attacking aircraft is considered damaged and will abort its mission before attacking. At short range there are no die role modifiers.

Note: None of the short range air defense units may fire at an attacking B-52, B-1, or B-2 as their range in altitude is too short. This includes AA guns.

Long Range     
Medium Range        
Short Range

AA Guns

Patriot SAM (5)



Stinger SAM (4)
(2) See Note







Gepard AAA (4)





          

Sgt. York AAA (3)





          

Chaparral SAM (3)





          

SAM-9 “Gaskin” (3)

Note: The Patriot SAM may engage up to four targets at long range vs. the other pieces which may only engage one target at short range.

Note: the SAM-9 “Gaskin” is used on the BRDM-2 hull. The launcher looks almost like the BRDM-2 w/AT5 missiles. It is a short range IR missile.

Note: The Patriot will always fire first even though the A-10 has the same rating.

Note: Each vehicle with an AA gun on the vehicle such as a .50 cal mg or a 14.5mm HMG will fire at attacking aircraft/attack helicopters once the aircraft begin to strafe. On a roll of a (2), the aircraft will abort its run and return to base with slight damage. The aircraft will be repaired by next air phase. On a roll of a (1) the aircraft has taken considerable damage to cause the plane to crash.

d. Air to Surface (Ground) Attack Ratings.

Close Air Support
Medium Range
Short Range

Guns/Strafe

F-80





1 at (3)


1 at (2)

F-86





1 at (3)


1 at (2)

A-37





1 at (3)


1 at (2)

A-10


2 at (5)


1 at (5)


1 at (5)

F-4e


1 at (3)


1 at (3)


1 at (2)
F-15e


2 at (4)


1 at (4)


1 at (2)

F-16


1 at (4)


1 at (3)


1 at (2)

FA-18


1 at (4)


1 at (3)


1 at (2)

F-22





2 at (4)


1 at (2)

F-23





2 at (4)


1 at (2)

MIG-15/17




1 at (3)


1 at (3)

MIG-21




1 at (3)


1 at (2)

MIG-27

1 at (4)


1 at (3)


1 at (2)


J37 Viggen

1 at (3)


1 at (3)


1 at (2)

Tornado GR.4

2 at (4)


*****




Harrier


1 at (4)


1 at (4)


1 at (3)

The Tornado GR.4 is a specially designed attack aircraft whose sole mission is to go after enemy airfields. Attack plan is to have the plane’s air to surface missiles take out two of the air defense sites protecting an airfield. Should the plane survive air defense fire then it will role a six-sided dice. On a role of 1 it will do five points of damage to the airfield. On a role of 2 it will do four points of damage and so forth. Only on a roll of a six will there be no damage to the airbase.

SAM Suppression

Medium Range
Short Range

Guns/Strafe

Mirage F1c


2 at (4)

F-4g



2 at (4)

EA-6b



2 at (4)

F-105f



2 at (4)

Note: The Mirage F-1, F-4g, F-105f, and EA-6b have this special (4) rating due to their ability to seek out enemy search radars and air defense units/sites and destroy them. No strike package is safe unless there is somebody assigned to deal with the AAA units before the strike planes arrive over the battlefield. The Mirage, F-4g, F-105f, and EA-6b after attacking will not advance to short range combat. Their mission is through once they have fired their missiles and will return to base.

Bombers


Medium Range
Short Range

Guns/Strafe
B-52






12 at (4)

B-1






12 at (4)

B-2






18 at (5)

B-70






1 Nuclear Bomb – Target destroyed

Note: The B-52, B-1, and B-2 will roll # many times of 1-4 or 1-5 to cause damage. There are a variety of strike packages these planes can carry and what is listed above is only a guide. If the B-70 get through over it’s target and the owning player chooses to unleash the nuclear genie, then the target is considered to be destroyed. 

Attack Helicopters

Medium Range
Short Range

Guns/Strafe
AH-66



4 at (4)


2 at (4)


1 at (4)

AH-64



4 at (4)


2 at (4)


1 at (4)

KA-50



4 at (4)


2 at (4)


1 at (4)

MIL-24





2 at (4)


1 at (4)


Note: want to chew up and spit out somebody’s armored/mechanized formation, send in the attack helicopters. Enough said.

Sequence of Play: Attack aircraft listed at the medium range category, once they have made an attack at medium range move to short range. This rule does not apply to the Mirage F-1c, F-4g, F-105f, and EA-6b. As mentioned above, they only attack at medium range. Once the remaining attack aircraft have moved from medium to short range, the surviving short-range air defense units open up and try to shoot down the attackers. They may only make one defense die roll per piece. After this, surviving attack aircraft and helos may make their attack run subject to AA gunfire.

2.   Air to Naval Attack.

a. Combat involves attacking ships with specific air to surface missiles and if need be – bombs.

b. Similar to the beginning of air to air combats.
(1) Each side places fighters on CAP and allocates other aircraft to support roles such as EW and/or AWACS and naval strike. In order for a naval target to be attacked it must first be spotted or located by a recon aircraft that survives the air to air combat from above.
c. As before, combat is fought at a series of ranges from long to medium to short.

d. The goal is to saturate a target with missiles. A few at a time will not make it.

e. Before attacking aircraft may fire, they must survive air defense fire from the ships. 

(1) Belknap Class cruisers have the following rating:

Long Range

Medium Range

Short Range
2 x SM-2ER (3)

2 x SM-2ER (3)

2 x SM-2ER (4)









1 x 5”/54 (2)









1 x CIWS (5)

Note: The CIWS may only fire if that ship is the target of an attack.

Note: Though many ships have multiple CIWS mounts, generally only one could be brought to bear against incoming missiles attacking from a particular angle.

(1) Enterprise Class carriers have the following rating:

Long Range

Medium Range

Short Range








4 x Sea Sparrow (3)








2 x CIWS (5)

      Note: a total of 2 CIWS may fire from any angle of attack.

(2) Iowa Class battleships have the following rating:

Long Range

Medium Range

Short Range








2 x CIWS (5)

      Note: a total of 2 CIWS may fire from any angle of attack.

(3) Torpedo Boats have the following rating:

Long Range

Medium Range

Short Range








2 x 30mm (3)

f. Naval attack aircraft carry the following air to ship missiles:

Missiles launched at extremely long range:

(1) TU-26 Backfire: 2 x AS-6 (4) – 20 damage points each.

Missiles launched at long range:

(2) Mirage F-1c: 2 x AS-39 (4) – 5 damage points each.

(3) SAAB Viggen: 2 x RBS-15 (4) – 5 damage points each.

(4) P-3 Orion: 4 x Harpoon (5) – 5 damage points each.

(5) S-3 Viking: 2 x Harpoon (5) – 5 damage points each.

(6) B-52: 12 x Harpoon (5) – 5 damage points each.

(7) Tornado GR.4: 2 x Sea Eagle (4) – 5 damage points each.

Missiles launched at Medium range:

(8) FA-18 Hornet: 4 x Maverick (4) – 5 damage points each

(9) Harrier: 2 x Maverick (4) – 5 damage points each

(10) A-7 Corsair: 2 x Maverick (4) – 5 damage points each

Bombs are dropped at Short range:

(1) FA-18 Hornet: 1 bomb attack (2) – 10 damage points

(2) A-7 Corsair: 1 bomb attack (2) – 10 damage points

(3) Harrier: 1 bomb attack (2) – 10 damage points

(4) SAAB Viggen: 1 bomb attack (2) – 10 damage points

(5) Tornado GR.4: 1 bomb attack (2) – 10 damage points

Note: the bombing run attack is made after all defensive die rolls have been made. The die roll of 1 or 2 is subject to no modifications.

g. The naval attack. 

(1) All attacking strike aircraft are placed at long range. The only exception is the Tu-26 and it’s AS-6 missiles. These missiles are launched at extremely long ranges and unless the bomber is intercepted by F-14s, the missiles are launched and placed in the long-range area along with the other strike aircraft (if any).

Clarification: In a naval strike mission, if a RF-4j, P-3 or S-3 is flying in the recon box, and survives the air to air combat phase from above, then the TU-26 bomber may launch 2 AS-6 “Kingfisher” air to surface missiles per TU-26 at extremely long range before the F-14 can intercept. If a recon plane was not available or was shot down, and an E-2c AEW aircraft is flying in the AEW or AWACs box, then the F-14’s may attempt to intercept the TU-26 before it launches it AS-6s at long range. There is a +1 to the die roll for any attack against a TU-26. This reflects the “Backfire” bomber’s defensive avionics. The –1 die roll modifier the F-14 will get from the E-2c aircraft can offset this. The F-14 needs a 1-4 on a six-sided dice to intercept. If the modified die roll is exactly 4, then the TU-26 is damaged and must return to base before launching missiles. If the modified die roll is a 1 – 3 a TU-26 is destroyed. If the modified die roll is a 5 or a 6 the AIM-54 missiles from the F-14 have missed and the TU-26 may launch it’s AS-6s and return to base.

(2) If the enemy task force has a Belknap class cruiser, she may fire 2 SM-2ER missiles and attempt to shoot down the strike aircraft prior to launch. After this, strike aircraft with long range anti-ship missiles launch and the strike aircraft return to base.

Note: the exceptions are the Tornado GR.4 and the SAAB Viggen. If not shot down by incoming SAMs from a Belknap cruiser, these attack aircraft will launch their missiles at long range and continue towards the targeted ship or task force with bombs to finish the job…

(a) Modifiers: -1 to all defense die rolls if an E-2 AWACS is flying over the task force.

(b)                   +2 to all defense die rolls if an EA-6 EW is flying with the strike package.

(c)                   + 1 to all attacks against B-52s and P-3s. This is due to their onboard defensive avionics suites.

(3) The incoming missiles, A-7s, FA-18s, Saabs, Tornadoes, and Harriers proceed to medium range. The Belknap cruisers select two targets (strike aircraft and/or missiles) and attempt to shoot down two (per cruiser). After this, surviving A-7s, Hornets and Harriers fire Mavericks. After this unless any strike aircraft are on a bombing mission, all strike aircraft return to base.

(4) All incoming missiles, Saabs, and Tornadoes move to short range. The defending ships fire what weapons they have to knock down the missiles and/or bombing aircraft. Once all defensive attacks have been made, the attacker attacks his targets.

h. Ship damage:

(1) Battleships can take 80 points of damage.

(2) Carriers can take 100 points of damage. At 51+ points of damage, flight operations are suspended until repaired in port.

(3) Belknap cruisers can take 10 points of damage.

(4) Torpedo Boats can take 5 points of damage.

(5) Damage to ships may only be repaired in port. Once a ship reaches port, a dice is thrown and that many days (not turns) is required for the ship to remain inport being repaired. A ship being repaired may not contribute any of her defensive capabilities to the port, should the port be under attack.

i. Example. After a terrific air battle, six enemy FA-18 Hornets break through the CAP screen and head for the enemy taskforce previously spotted by a S-3 on recon mission. General Quarters is sounded throughout the task force and it turns towards the incoming airstrike to reduce the radar signatures of the ships. The task force consists of one Enterprise class carrier and one Belknap class cruiser as escort. An E-2c AWACS is flying over the task force.

Two SM-2ER SAMs race off the rails of the Belknap and arrive on the incoming strike package as they enter long range. One Hornet is splashed (die roll of 1 –1 from E-2c), the other SM-2ER misses (die roll of 5 – 1). 2 more SM-2ER SAMs are fired to arrive on the strike package as they enter medium range with two hits – one Hornet is damaged (die roll of 4 – 1) and returns home, the other is blasted from the sky (die roll of 2-1). The remaining 3 Hornets fire a total of 12 Maverick missiles, four at the Belknap and 8 at the Enterprise. Once all the mavericks have been fired, the Hornets drop to low level and flee the battle scene at top speed.

“Vampire, Vampire” call goes out in the CIC on both ships as the tracks of the 12 Mavericks are plotted to the short-range point. The last 2 SM-2ER SAMs leave the Belknap targeting two of the Mavericks targeted on the carrier getting only one hit (die roll of 1 – 1 and a die roll of 6 - 1). The cruiser’s 5”/54 swings into action and sends a steam of shells towards the incoming four missiles targeted on the cruiser destroying one (die roll of 2). The cruiser’s own port side CIWS engages one maverick and destroys it (die roll of 4). The remaining two missiles attack getting one hit and one miss (die rolls of 3 and 6). The cruiser is alive but on fire.

Of the remaining seven mavericks targeted on the carrier, the four Sea Sparrow mounts fire missiles and destroy two mavericks (die rolls of 1, 5, 4 and 3), the two CIWS mounts engage two mavericks and splash two more (die rolls of 3 and 4).

The remaining three missiles attack and get two hits (die rolls of 1, 3, and 5). The carrier is slightly damaged but flight operations are unaffected.

B. Air to Subsurface Combat

The only aircraft that may attack enemy submarines are the following: S-3b Viking and the P-3c Orion. These aircraft may attempt each phase to locate one submarine per aircraft and prosecute an attack mission.

1. The S-3 and/or P-3 aircraft must be flying a recon mission.

2. After the air to air combat has been resolved and there are surviving patrol aircraft aloft, they may attempt to locate submarines.

3. Each plane rolls a dice for each enemy submarine in the battlezone. A roll of a

a. To locate a Nautilus class SSN: need to roll a 1 – 2.

b. To locate a Barracuda class SSN: need to roll a 1. 

4. Each spotted submarine may then be attacked. Combat is considered to occur at long range before the submarines fire anti-ship missiles.

a. The P-3c carries 8 MK-46 anti-sub torps. Each Mk-46 dropped on a submarine has a 1-3 chance to hit and sink a sub. Once the Mk-46s have been expended or subs have been sunk, the plane may fire anti-ship missiles at enemy ships and then return to base.

b. The S-3b carries 4 MK-46 anti-sub torps. Each Mk-46 dropped on a submarine has a 1-3 chance to hit and sink a sub. Once the Mk-46s have been expended or subs have been sunk, the plane may fire anti-ship missiles at enemy ships and then return to base.

Naval Combat

This section covers ship to ship combat, sub to ship combat, and anti-submarine combat.

Ship/sub to ship combat:

Each of the ships the Galoob makes has a specific anti-ship rating. As before combat is fought at the following ranges, Long Range, Medium Range, and short-range.

A. For combat to take place at long-range, the target/s must be spotted. A successful Recon flight must have taken place over the battle zone in order for enemy ships to be fired upon at long-range. 

B. Naval recon aircraft are the following: RF-4j, S-3b Viking and/or P-3c Orion. These are the only aircraft that can patrol at long range, scan the surrounding sea zone with their onboard radars, send telemetry date to missile launching ships or to a battleships for a gunnery battle and provide mid-course guidance for missiles.

C. After the air to air phase has been completed, if there is a surviving recon plane in a battle zone, enemy fleets have been spotted.

1. Sea Shadow type vessels may only be spotted by visual means, IE: short range only. Thus Sea Shadow ships may only be attacked at short range.

D.  Should no naval recon aircraft survive the air to air combat segment or if none was available to start with, combat moves to Medium Range where onboard ship/sub radars/sonar’s and/or shipboard helicopters, drones will spot enemy ships.

E.  Combat Ratings:

Long Range


Medium Range

Short Range

Iowa: 32 Tomahawk (4)
9 x 16” guns (3)

9 x 16” guns (4)

        : 16 Harpoon (5)





12 x 5” guns (4)

Belknap: 8 Harpoon (5)




1 x 5”/54 gun (4)

Sea Shadow: 5 Tomahawk (4)

Barracuda: 3 Tomahawk (4)




4 x Mk-48 (5)

                  4 Harpoon (5)

Nautilus:






6 x Mk-48 (5)

Torpedo Boat:






4 x 533mm (3)

F.  If one of the weapons above should hit its intended target; damage is accessed as follows:

Tomahawk SSM = 20 damage points each

Harpoon SSM = 5 damage points each

16” gun = 10 damage points each

5” gun = 3 damage points each

MK-48 Torpedo = 30 damage points each

533mm Torpedo = 10 damage points each

G. Ships can take the following amount of damage before they are sunk:

Enterprise carriers: 100 points

Iowa battleships: 80 points

Belknap cruisers: 10 points

Torpedo Boats: 5 points

Sea Shadow: 10 points

AIST, LCAC: 3 points

H. Battle:

1. Once an enemy naval task force or ship is spotted, each ship/sub can launch SSMs at long range. As in the air to surface combat above, if the defending ship or task force has a Belknap class CG, may attempt to shot down the incoming missiles at long range, medium range and then at short range. At short range, each defending ship may fire on the incoming missiles but a close in weapons mount (CIWS) will only protect it’s own ship. After this the attacker rolls a number of dice for the surviving missiles to inflict damage and/or sing the ships.

2. After all of the SSMs have attacked, if there are surviving enemy ships, combat moves to medium range combat using 16” guns from opposing battleships. After firing, combat moves to short range combat and each side attacks at the same time using guns and/or torpedoes from submarines. 

3. Combat continues until one side has been sunk or withdraws to homeport.

4. If one side withdraws, the victorious side may elect to pursue or stay. Only undamaged ships/subs may pursue. A die is rolled and that number is the number of short-range battle rounds that can be fought until the withdrawing side reaches homeport. The pursuer may elect to stop pursuing at any time during the pursuit, but only after a complete turn or simultaneous combat has taken place.

Submarine to Submarine Combat:

Submarines are difficult to detect and as weapons platforms they are lethal. To date there are two types represented by Galoob; the DSS Barracuda (a version of the Los Angeles attack submarine) and the Nautilus class attack submarine. The Nautilus holds the distinction of being the first submarine to be nuclear powered and the first to complete a patrol completely submerged.

A. Detection: Submarines use sonar’s to detect each other and surface vessels. The sonar on the Barracuda is vastly better than the Nautilus.

B. Submarines can try to detect each other at long range as sound carries far under the sea.

Long

Medium
Short

1. Barracuda detecting another Barracuda =          1

    1,2

1-3

2. Barracuda detecting a Nautilus = 

 1,2

  1,2,3

1-5

3. Nautilus detecting a Barracuda =

 N/A

     1

1,2

4. Nautilus detecting another Nautilus =
 N/A

    1,2

1-4

C. Once an opposing submarine/s has been spotted, it is spotted throughout the battle.

D. Once an opposing submarine attacks, it has been spotted throughout the battle.

E. Attack:

1. There is no long-range sub to sub combats.

Medium Range


Short Range

Barracuda: 1 SUBROC (3)
4 Mk-48 Torpedoes (4)

Nautilus:
N/A


6 Mk-48 Torpedoes (4)

F. If a SUBROC or a Mk-48 hits a submarine, it is destroyed.

Ship to Submarine Combat:

At this point in time (November 1999), the only ship that has a sonar suite to detect and attack enemy submarines is the Belknap class cruiser.

A. Detection:

Long

Medium

Short

Belknap detecting a Barracuda =
N/A

     1


  1-3

Belknap detecting a Nautilus =
N/A

    1,2


  1-4

Note: If a recon aircraft has already spotted a submarine, the Belknap need not attempt to locate it again as it is still spotted.

B. Attack:

Long Range


Medium Range


Short Range
N/A



2 MK-46 ASW Torps


2 MK-46 Torps





from ASW helicopter (3)

from ASW helo (3)










XXXXXXXXXXX










1 ASROC (3)










6 MK-46 Torps (3)










from ship itself.

The X’s denote the break in range from the Belknap’s own onboard ASW helicopter and remaining shipboard weapons. 

1. If the submarine has been located but has not been sunk after the ASW helicopters have tried to sink it at medium and short range, the submarine may attack before the Belknap’s shipboard ASW assets may be employed. This reflects the fact that the range of the submarine MK-48s is greater than the shipboard MK-46s.

2. Should the Belknap fail to locate the sub at medium and/or short range, the submarine will close in for the kill and fire a spread of torpedoes at a target or targets. After this the submarine is located and surviving Belknap’s may prosecute an attack on the sub. 

1. If during a naval battle between a mix of ships and subs on both sides, if an opposing Barracuda should detect one of your submarines at medium range and fire a SUBROC, that submarine is detected and the Belknap may launch it’s ASW helicopter to attack the sub.

2. A hit by a MK-46 or an ASROC will destroy a submarine.

Ground Combat

Each turn comprises of firing and movement portions and represents 30 seconds of real time.     All elements that can fire do so before moving. 

	Each turn each every vehicle is able to up to :

	Movement rates

	Type
	Road
	Cross Country
	Obstacle

	M1A1
	120mm
	80mm
	Half cross country rate

	M60A3
	80mm
	50mm
	

	Merkava
	70mm
	50mm
	

	T80
	120mm
	80mm
	

	M551
	150mm
	70mm
	

	Scorpion
	160mm
	80mm
	

	BRMD2
	200mm
	80mm
	

	M2A2
	100mm
	70mm
	

	BMP2
	100mm
	70mm
	

	KIFV
	80mm
	50mm
	

	M113
	80mm
	50mm
	

	AAV7
	80mm
	70mm
	

	Gepard
	100mm
	50mm
	

	M730
	80mm
	50mm
	

	LAV
	200mm
	100mm
	

	Sgt. York
	80mm
	50mm
	

	SS-12 Launcher
	80mm
	40mm
	

	Jeep
	150mm
	100mm
	

	Cargo Trucks
	80mm
	50mm
	

	M88A1 (ARV)
	80mm
	50mm
	


	Engagement Sequence

	Measure range from fire to target.

	Throw six sided die to establish if a hit has been achieved, using the direct firing tables of the appropriate weapon

	Establish where round has hit: 5-6 hits turret, 3-4 hits hull, and 1- 2 tracks.  (If more side that front is exposed that is where the calculation is taken from, and vies versa.   If the vehicle is hull down any rounds hitting the hull are assumed to plough into the ground.

	Use protection tables to establish if the round has penetrated: All penetrations are assumed to destroy the target.   Hit on tracks will immobilize the vehicle and will track four turns to repair.

	A throw of 5-6 is required to save each crewman.



	Direct Firing Tables: 120/125mm direct firing AP/HEAT/HE

	Scale: 1mm = 1m

	1-6
	3-6
	4-6

	0-500


	501-1000
	1001-1500
	1501-2000
	2001-2500
	2501-3000
	3001-3500
	3501-4000

	Direct Firing Tables:  105mm direct firing APFSDS/HEAT/HE s

	1-6
	4 -6

	0-500
	501-1000
	1001-1500
	1501-2000



	Direct Firing Tables: 20-30mm cannons direct firing APFSDS and 12.7/14.5mm MGs

	1-6
	3 -6
	4-6

	0-500
	501-1000
	1001-1500
	1501-2000

	Direct Firing Tables: 7.62 co-axial MGs

	1-6
	3-6
	5-6
	6

	0-500
	501-1000
	1001-1500
	1501-2000

	
	
	
	

	Direct Firing Tables: ATGW(TOW AT5) Note: Shillelagh Missile effective range is 3000

	Scale: 1mm = 1m (Firer must remain stationary during engagement)

	5-6
	3-6
	1-6

	0-500
	501-1000
	1001-1500
	1501-2000
	2001-2500
	2501-3000
	3001-3500
	3501-4000



	Protection Factors

	Vehicle
	Turret

Front
	Hull

Front
	Turret Side
	Hull Side
	Turret Rear
	Hull

Rear
	Roof

	M1A1
	A
	A
	B
	B
	B
	B
	C

	M60A3
	A
	B
	B
	B
	C
	C
	C

	Merkava
	A
	A
	A
	B
	B
	B
	C

	T80
	A
	A
	B
	B
	B
	B
	C

	M551
	C
	D
	D
	D
	E
	E
	E

	Scorpion
	C
	D
	D
	D
	E
	E
	E

	BRMD2
	C
	D
	D
	D
	D
	E
	F

	M2A2
	C
	C
	C
	D
	D
	D
	D

	BMP2
	C
	C
	D
	D
	D
	D
	D

	KIFV
	D
	D
	C
	D
	D
	D
	D

	M113
	D
	D
	D
	D
	D
	D
	D

	LAV
	E
	E
	E
	E
	F
	F
	F


	Target Effect:

	Weapon
	0-500
	501 -1000
	1001-1500
	1501-2000
	2001-2500
	2501-3000
	3001-3500
	3501-4000

	120/125mm

APFSDS
	A
	A
	A
	A
	A
	B
	B
	B

	120/125mm

HEAT
	B
	B
	B
	B
	B
	B
	B
	B

	105mm

APFSDS
	A
	A
	A
	A
	B
	
	
	

	105mm

HEAT
	B
	B
	B
	B
	B
	
	
	

	76mm

HESH
	B
	B
	B
	B
	B
	
	
	

	Shillelagh

missile
	A
	A
	A
	A
	A
	A
	
	

	25/30mm

AP
	C
	C
	C
	D
	
	
	
	

	.50cal/12.7mm /14.5mm
	D
	D
	D
	D
	
	
	
	

	7.62mm 

co-axial
	D
	D
	E
	F
	
	
	
	

	TOW/AT5 

HEAT
	A
	A
	A
	A
	A
	A
	A
	A



	Artillery Rules

	1.
	The area/target to be hit must be observable

	2.
	a. A battery of guns (six guns) will cover an area of 150mm x 150mm

b. A MLRS Battery (three guns) will cover an area of 1000mm x 1000mm

c. A battleship (9 guns) will cover an area of 300mm x 300mm 

d. A cruiser’s 5inch gun will cover an area of 200mm x 200mm

	3.
	There is a pause of two moves as the guns are brought into action 

	4.
	Die Rolls: 5-6.  Rounds on target, 4 rounds 200m to the rear of aiming point, 3 rounds 200m to the rear of aiming point, 1 rounds 200m to the left of aiming point and 2 rounds fall 200m to the right of aiming point.

Note: In the case of 16 inch gun the distance is 1000m

	5.
	If a hit is achieved not achieved on the first throw, add 2 to the second throw and 4 to the third throw and so on until a hit is achieve.

	6.
	ICMs fired from MLRS and guns will top attack and destroy all AFVs: Die Rolls: 5-6 to achieve a hit for each vehicle inside the kill zone.

An AFV caught in the beaten zone of a Battleship’s fire mission are likely to be heavily damaged if not destroyed:

 Die Rolls: 1 light damage, vehicle immobile for one move, 2 – 3 medium damage requiring assistance from an ARV. The vehicle immobile for three moves (period taken from arrival of the ARV), 4 -5 Heavy damage requiring assistance from an ARV vehicle immobile for five moves (period taken from arrival of the ARV), 6 Vehicle written off.

Note: Generally HE will do little or no damage to armored vehicle.


Electronic Warfare (EW) on the Modern Battlefield:
Prior to a side requesting artillery and/or close air support, they may be subject to enemy EW that will jam communications and disrupt the targeting sequence.

1. Before each request for support, the owning player must roll a dice; on a 1-4 the request goes through, on a 5-6 it is jammed and that requested support is not available that turn.

2. It is possible that each turn to receive all, some or none of the requested fire supports or airstrikes.

3. For each enemy EC-130H flying in the enemy’s EW box, one reduces the die roll for support. Example: one enemy EC-130H is flying, and the die roll for support is now a 1-3 with 4-6 being a jammed signal.

EH-60A “Quickfix” Artillery Targeting Radar: 

1. This sensitive side scan aperture radar is mounted on a converted UH-60 Blackhawk helicopter. A friendly EH-60 can locate and target to the firing coordinates any enemy artillery piece (including mortars) that fires a round. The EH-60 flies over friendly territory behind the advancing or defending formations and if enemy artillery fires and does not immediately move it will be destroyed by counter-battery fire from a friendly MLRS unit firing cluster munitions. To counter this, artillery must be mobile – shoot and scoot.

2. For game purposes, if you have a EH-60 up and flying, is attached to a MLRS unit, and your opponent fires non-mobile artillery such as mortars, 105mm howitzers, and/or 155mm guns, those pieces that fired are considered to be destroyed in the next turn.

	Air Defense Rules

	1.
	An aircraft starts a sortie with  100 credit

	2.
	Each aircraft can only make one sortie every 30 moves

	3.
	An aircraft must fly straight and level for the last 1000mm of  its attack run

	4.
	Any hit achieved on the aircraft is worth 5 credits.

	5.
	Each barrel treated as a separate weapon. 

	6.
	A lost of 15 credits will cause an aircraft to break off an attack.


	20-30mm cannons direct firing in air defense role 

	Add 2 to die throw if gun are radar directed

	 3 - 6
	5 - 6
	6

	0- 1000
	1001-2000
	2000 - 3000


	Minefield Rules

	1.
	A player announces to his opponent that his vehicles have entered a minefield.

	
	Dice Throw

	2.
	1-2 No mines hit

	3.
	3 –4 Mine hit, tracks broken

	4.
	5 –6 Hull penetrated, vehicle destroyed

	5.
	A die in throw for every turn the vehicle continues to advance through in the minefield 

	6.
	Minefields are cleared at half the normal X country rate, if the vehicle is fitted with a mine plow/roller.


Small Arms Rules
	Each rifle treated as a separate weapon
	Machine gun fire is based on laying the “beaten zone” over the center of the target.    After laying on the beaten zone throw a die(as shown below) for each soldier caught inside it

	Small Arms: Rifles
	Small Arms: Machineguns

	1-6
	3-6
	5-6
	1-6
	3-6
	5-6

	0 - 150
	151 - 300
	300 - 400
	0 - 200
	200 - 400
	400 - 800

	
	
	
	BZ: 100mm (L)x50mm (W)
	BZ: 200mm (L)x100mm (W)
	BZ: 300mm (L)x150mm (W)

	Small Arms Modifiers:

Note: Subtract 1 if:

The trooper firing is moving

The target is moving

Subtract 2 if:
The target is in hard cover or dug in.  

Dug in troops is however regarded as suppressed if firing is accurate. Suppressed unit and men can not move or fire for three moves.

Note: Beat Zone is the pattern formed by bullets hitting the ground.  




	Light Anti  Weapons (LAW)

All Laws can penetrate B grade armor

	1-6
	3-6
	5-6

	0 - 150
	151 - 300
	300 - 400

	LAW Modifiers

The trooper firing must be stationary

The trooper firing can not fire from a confined space due to back blast.

Subtract 1 if:

If the Target is moving.

Subtract 2 if:
The target is in hard cover or dug in.  

Dug in troops is regarded as suppressed if firing is accurate. A suppressed unit or men can not move or fire for three moves.



Organization of MMM Ground Units

This chapter will look at the basic way military ground units are organized.  Each country will normally shape its armed force according to their own requirements reflecting specific cultural and historical factors. Having said that most military units are organized along the same broad lines. This chapter is designed to allow a person to organize his/her MM collection into a military force particularly if that person wants to war game.  If a person want to reflect a specific army there are plenty of books etc to drawn upon.

Armor

The basic unit for armor is the platoon (called a troop in Commonwealth armies i.e. UK and NZ). A tank platoon comprises of 3 – 4 Main Battle Tanks. The British and US armies normally have four in a platoon while the Israeli has three. The Russians have both types. 

A grouping of 3-4 platoons makes up a company (called a Squadron in Commonwealth armies i.e. UK and NZ).  One to two MBTs and a light vehicle are normally found in Company HQ. An admin platoon or troop may also be part of the company, and will normally have ARVs, AVLBs and resupply trucks.

A grouping of 3 –4 companies makes up a battalion (called a regiment in Commonwealth armies i.e. UK and NZ).  One to two MBTs, a command vehicle and a light vehicle are normally found in Battalion HQ.  An admin squadron/company is also part of the Battalion (and some times referred to as the Battalion train), and will normally have ARVs, AVLBs and resupply trucks.   Other units include are a recce platoon of 4-8 vehicles for example M3A2 or Scorpions.  Some countries also have APC mounted mortars 




Mechanized Infantry

The organization of a mechanized Infantry unit is very similar to that of tank units and is designed to complement each other.

The basic unit for mechanized Infantry is the platoon. A Mech. Inf. platoon comprises of 3 – 4 IFVs. The British and US armies normally have four in a platoon while the Israeli and Russians have three. 

A grouping of 3-4 platoons makes up a company.  One to two IFVs and a light vehicle are normally found in Company HQ. An admin platoon or troop may also be part of the company, and will normally have ARVs, AVLBs and resupply trucks






A grouping of 3 – 4 companies makes up a battalion. One to two IFVs, a command vehicle and a light vehicle are normally found in Battalion HQ.  An admin squadron/company is also part of the Battalion (and some times referred to as the Battalion train), and will normally have ARVs, AVLBs and resupply trucks.   Other units include are a recce platoon of 4-8 vehicles for example M3A2, Humvees, Desert Patrol Vehicles, BRDMs, Traxton Raiders, or Scorpions, an anti armor platoon and mortar platoon of APC mounted mortars (4-6 tubes).  Those Battalions with IFVs with integral ATGWs (i.e. M2A2 or BMPs) will often forgo a separate anti-armor platoon. There are addition units such as signal, and engineer platoons.







Tank and Mechanized rarely if operate in isolation with each other, but in all arms groupings. These are referred to as Combat Teams and Battle Groups.  In many ways a Football team could be regarded as an all arms combats with the different positions fulfilling different roles. Just like a football team the composition of a combat team is not hard and fast.   The numbers of tanks and Mechanized platoons and companies to dependant on the threat and the ground.   In the book “Team Yankee” by Harold Coyle, Team Yankee is made up of two tank platoons and one mechanized platoon and Team Bravo has two mechanized platoons and one tank platoon.   A Battle Group is similar to a Combat team but is made up of companies instead of platoons.   In fact it could be 3-4 combat teams that make up the Battle Group.   The Battle Group is often reinforced with other assets such as air defense, armored engineers and of course artillery.

Artillery

Artillery on the modern battlefield still does most of the killing. The basic unit for artillery is the company (called a battery in Commonwealth armies i.e. UK and NZ). An artillery company comprises of 4-8 guns. Some Commonwealth armies break the company/battery in troops of 2-4 guns. Each company or battery will have one APC as a command post. 

A grouping of 3-4 company makes up a battalion (called a Regiment in Commonwealth armies i.e. UK and NZ).   A general rule of thumb is that there are normally twice as many trucks as there are guns.  The extra trucks are required to carry the vast amounts of gun ammunition required.    Air defense artillery units are organized along similar lines and can be attached to individual Battle Groups. 

Admin





Armored Recovery Vehicles: On every fifth move all vehicles are tested for they’re running status.   In the case of AFVs a throw of 6 or 5 means the vehicle has broken down and requires five moves in which to carry out repair.   However the five moves repair period does not start until an ARV has arrived and makes physical contact with the vehicle.   


When crossing a mutually agreed obstacle a dice is thrown.     


6 means the vehicle is bogged and will requires an ARV to recover it. (Two moves)


5 means the vehicle has thrown a track and will require an ARV to recover it before the track can be fixed. (Five moves)





However the repair/recovery periods does not start until the ARV has arrived and makes physical contact with the vehicle.








Melee


When the bases of opposing figures touch, they are assessed to be engaging in hand to hand combat.  A simple dice throw for each figure in the melee decides the out come





Note: When firing ATGWs firing vehicle must be stationary


Subtract 1 if:


The target is moving


The target is in a hull down position





Subtract 1 if:


The target is moving


The firing vehicle is moving


The target is in a hull down position








Example Engagement


The range from the M1A1 to the T80 is measured. The M1A1 is firing at a range of 3500 and requires a dice throw of 4 -5 - 6. If the T80 is moving the die throw is reduce to 5-6.  If the M1A1 is also moving a throw of 6 is required to achieve a hit. At 3500m the M1A1’s 120mm will penetrate B grade armor.   If it hits the front of the turret or hull it is deemed to have glanced off.   If it hit anywhere else it will penetrate.
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