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INTRODUCTION 

The FIRST BATTLE simulation system is designed to exercise d1v1s1on commanders and staffs in 
the control and coordination of combined arms operations. The system 1s a flexible training tool that 
can ultimately be applied to any scenario, level of control, or mode of play FIRST BATTLE has 
undergone extensive field evaluation and incorporates a variety of supplemental and optional 
features for user adaptation . 

The three modes of play are conducive to a progressive training program so that once th Open 
Mode is mastered along with the Basic Rules. optional rules and supplements may b appl1 d to tl1e 
more sophisticated modes of play- the Closed Mode and the Command Post Exerc1s 

In the Open Mode, the Basic Rules are used to stress the commander 's and op r t1ons officer's 
roles in fighting the battle . When this method 1s used, the commanders of the opposing forces have 
free access to the battle board Th e Open Mode of play 1s suited for controller training . mini -map 
exercises, tact ical seminars and other exercises where simulation 1s desired at the least possible cost 
in personnel and equipment 

Figure 1. OPEN MODE. 
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The Closed Mode may be played in a classroom or large garrison area . Addit ional optional rules 
and supplements may be applied as numbers of player/ controller personnel are added to exercise 
other functional staff areas. Commanders and staffs do not have access to the control board and 
decisions are based on tactical message play generated by battle board simulation of combat action . 
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The CPX Mode is an expansion of the Closed Mode. Tactical communications can be linked from a 
central control facility to the tactical operation centers desired to be exercised. Shown below 1s a 
representation of a single echelon CPX 1n which Brigade player/controllers represent subordinate 
Battalions at the Central Control Facility Battle Boards and report tactically to the Division TOC in the 
field . 

FIRST BATILE 
CCF 

Figure 3. SINGLE ECHELON CPX 

In the multi-echelon representation shown below. Battalion playeucontrollers represent subor 
d1nate companies at the Central Control Facility Battle Boards and report tactically to the Brigade 
TOCs 1n the field . Brigade TOCs in turn report to the Division TOC at a field location . 
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Figure 4. MULTI-ECHELON CPX 
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TRA 0 TIVE 

The overall ob1ecttve of the FIRST BATILE simulation system is to assist units in preparing for the 
Army Training and Evaluation Program (ARTEP) without troops (ARTEP 100- 2) . Its maior value is in 
the recogn1t1on of the necessity for exacting teamwork in the control and coordination of combined 
arms op rations . Specifically, it emphasizes: 

EXECUTION OF TACTICAL DOCTRINE. 
PROPER USE OF TERRAIN . 
INTEGMATION OF ALL FIRE SUPPORT ASSETS . 
THE USE OF ELECTRONIC WARFARE AS A KEY ELEMENT OF COMBAT 

POWER. 
TIMELY USE OF INTELLIGENCE. 
EMPLOYMENT OF NATURAL AND MAN -MADE OBSTACLES . 
TIME/ DISTANCE REALIZATION IN THE MANEUVER OF FORCES . 
CRITICALITY OF COMMAND AND CONTROL. 
TIMELY INTEGRATION OF SERVICE SUPPORT PLANNING AND 

OPERATIONS . 

OU ENC 

The Sequence of Play follows this gen ral pattern in which both sides maneuver and use organic 
and supporting fires: 

In 1r ct Fire 

Tactic I Air and Attack Hel icopters 

Mov ment 

Dir ct Fire 

Cl se Combat 

DISPUTES 

Disputes over rules ar resolved mutually by opponents or the Chief Cont roller/ Umpire . It must be 
remembered that in most cases the rules should govern the outcomes of engagements and not 
p rsonal experience or opinion of the opponents. Otherwise, th e purpose of the game-to cha ll enge 
and stimul te the decision making process-will be lost in time -consuming arguments. This is a 
major problem area and should be avoided by all personnel in the central control fa ci lity . 

....._4 ________________ ffi D ~'Ilf 
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EXECUTION 

Execution of tactical doctrine is not difficult to portray for US or OPFOR. It must be remembered, 
however, that what is intended or desired by tactical doctrine can be demolished by an opponent 
following his " own " doctrine. For example. OPFOR doctrine indicates that regimental forces in the 
attack will usually bypass small pockets of resistance . On the US side. the "small pocket" represents 
a tank heavy team as part of the covering force . US doctrine calls for causing the OPFOR regiment to 
be held up and attritted as long as possible. Doctrine cannot be successfully executed by either force 
unless all the other combat power multipliers are used to advantage . Realism is not attained by 
simply saying what the tactical doctrine is ... use the appropriate tactics and apply the rules- don 't 
attempt to use gamesmanship and " fake" the tactics. 

A IC lJ t: 

The design of the Basic Rules, the Instructional Set and Kit Scenario, are for the portrayal of a US 
Armored Division defending against an attacking OPFOR Tank Army. Units are represented by 
battalion size forces for OPFOR and company size forces for US. Modifications of rules for other 
scenarios, e.g .. US attacking with OPFOR defending are covered in Optional Rules (Section Ill) 

SIMULAT ON DISCUSSION 

You should understand that this game represents a simplified model of the real battlefield. FIRST 
BATILE focuses on certain mechanical variables which the player can manipulate, but treats other 
important variables as constants . The effects of many unquantifiable "real - life " factors are 
incorporated into the roll of the die . This simulation procedure is a training vehicle and should not be 
construed as a true representation of how the battle would go, but how it might go. As a player or 
player / controller on either side, you will have control over the following battlefield variables : 

Firepower. You will be able to decide when to shoot, where to shoot, and how often to shoot, 
within rea listic constraints. Your state of training is considered uniform for all units and small -unit 
tactics are partly assumed and part ly accounted for by the die roll . 

M aneuver. You must maneuver your units. The type of unit determines its mobility and is thus 
constant for all units of that type. Various types of terrain and trafficability conditions will have an 
affect but there is no way to depict the platoon or company which loses its way and all the other 
battlefield uncertainties related to maneuver. 

Surv ivability . You have a certain degree of flexibility in enhancing your unit's survivability. Players 
have some control over whether they defend from prepared positions or hasty ones and whether they 
incorporate natural or artificial obstacles into their plans, as will be explained in the rules . But once 
again, it is difficult to be totally precise in the representation of such effects in a simulation because 
of the many variables in actual situations which cannot always be adequately represented . 
Simulations such as this are useful training devices even if all battlefield details are not represented. 
The player must focus on a few selected variables which are considered of prime training importance. 
The successful player is the one who best manages the assets available within the structures of the 
game design . The greatest stumbling block to playing this game is arguments between player / con
trollers at the playing board relating to the representation of company level play. The simulation 
design accounts for and smooths over many small unit combat resolutions by the design of the rules. 
The course of play, the large number of units represented, and the large number of controlled 
iterations, all contribute to a more realistic representation at higher echelons. The system is not 
designed to simulate platoon and company level tactics . 

l®~11f n1f~~l s 
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GAME EQUIPMENT 

Simulation is conducted on a 1 :25,000 scale battle board (Figure 5) which is constructed of 
durable polyester. The ten 2· x 3 ' sections may be easily taped together to provide a horizontal playing 
surface. Each side is provided with standard 1 :50,000 tactical maps for plann ing purposes. 

It is recognized that units may have difficulty in obtaining 1 :25,000 map sheets for use in 
exercising scenarios other than that provided in the FIRST BATILE kit. Therefore, the counters 
provided with the kit may be used with either a 1 :25,000 or a 1 :50,000 map sheet. 

Figure 5. BATTLE BOARD SET-UP. 

Units are represented by unit symbol counters (extracted from counter booklets) which are 
mounted in sma ll clips to form the "L shape. " The lowest level maneuver unit for the US force is 
norma lly the company team . (Certain US force platoon-size units are represented and include 
helicopter, engineer, etc.). OPFOR use battalion counters . Each unit counter provides certain 
information as indicated below: 

INDIRECT FIRE STR ENGTH 
FOR ARTY UNITS AND DIRECT 
FIRE STRENGTH FO R HELI 
COPTER UNITS ONLY. 

MOVEMENT 
VALUE 

RANGE (KM'S) 

0 r-1-P~_ TYPE/ SIZE UNIT 

LJ ~-UNIT 
0 0 DESIGNATI ON 

4 CLIP 

Figure 6. UNIT COUNTER. 



In the case of artillery and attack helicopter units, the initial combat strength is indicated in the 
upper left hand corner. In the case of ground maneuver units, combat strength is obtained from the 
appropriate tally sheet because maneuver unit strength 1s expressed in two parts (Direct Fire 
Strength-DFS, and Close Combat Strength-CCS) and 1s constantly changing. Therefore, it is easier to 
keep track via a tally sheet. 

Boundaries are placed on planning maps and the battle board using conventional symbols. 

A die is used as a number generator to provide each side with the means to resolve combat by 
entry into Combat Results Tables. 

Combat Results Tables (CRTs) and 
Movement Tables should be placed near the 
battle board to insure quick reference and 
assessment. 
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Figure 7. COMBAT RESULT TA BLES. 

Tally sheets reflect the close combat and 
direct fire strengths of like units. These may 
differ as their task organizations differ. In the 
FIRST BATTLE scenario most US company
sized elements are combined arms teams. 
OPFOR battalion -size elements reflect normal 
reinforcements within regiments as they might 
be found in attack formations. Player / con 
trollers will be issued a unit tally sheet for 
each US company or separate platoon and for 
each OPFOR battalion. The tally sheet will 
specify the internal composition of the unit 
and will provide the basis for the assignment 
of combat strengths and combat losses. 

18th MOTORl7f0 R£uT i1 I ~ch) 

Figure 8 . TALLY SHEETS. 
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GENERAL CONDUCT OF PLAY 

FIRST BATTLE is a two -sided simulation or " war game." Each side maneuvers its forces on the 
battle board seeking to destroy enemy units or gain or retain a specific terra in ob1ective . Each side 
moves its units and executes attacks on the enemy within a 30-minute game turn . To move from one 
grid square to another, each unit expends a portion of its movement allowance. When combat occurs, 
unit strengths are computed . Losses indicated on the Combat Results Tables are deducted from unit 
tally sheets . With each loss, the CCS and DFS are adjusted. Each 30-minute game turn represents 
30-minutes of battle time or "real time." 

This battle simulation is conducted 1n interactive game turns . There is no requirement for distinct 
OPFOR Phase or US Phase during the 30-minute turn . This means that actions will occur as they 
most likely would in combat. For example, when you come under attack, you react; you do something 
about it as it happens. This is how a game turn might go: 

e S SHOOTS COUN ERFIRE 
e OPFOR UNITS MOVE: 
e US OBSERVES OPFOR MOVf ME NT AND 
e US INITIATES DIRECT FIRE ENGAGEMEN 
e OPFOR RE JANS FIRE AND CONTINUE 
e OPFOR INI IA FS CLOSE COMBAT 
e US EFE S OR DELAYS WITHDRAW. 

y 

During the 30-minute game turn , air strikes or attack helicopters may be employed at anytime. 

TYPICAL CONFLICT RESOLUTION 
30 MINUTE TURN - 30 MIN OF COMBAT 

us OPFO R 

COUNTERFIRE INITIATES PREP FIRES 

+ t 
OBSERVES, INITIATES ~ MANEUVERS 

FIRES 

~ t 
+ 

CONTINUES TO ADVANCE/ 
DEFENDS RETURNS FIRE 

+ t 
FIRES ARTY I AIR ON CONDUCTS HASTY OR 

OBSER TGTS DELIBERATE ATIACK 

' + 
REPOSITIONS COMPLETES MANEUVER 
FORCES/ MANEUVER 

Figure 9. TYPICAL CONFLICT RESOLUTION. 



Factors that limit what you can do during a game turn are time, unit capabilities and your 
tactical dec isions . The sequence is not as important as the fact that you must choose when to employ 
various weapons systems. The use of these systems is only limited by the number of times you may 
shoot or move during a turn . This is specified by the Basic Rules. 

Since many combat actions occu; simultaneously on the battlefield , it will be necessary to sort the 
process of simulation into some manageable segments . 

LAY 
EACH ATTACKING Rf..GIMENL IN ZONE. (OPFOR 
XHAUS H IA CAP S F-OR A SINGLE. 
ONE All Y I T RN 
FOR NORTH CEN R SOUTH T N 

HD ALL D SIRED COMBAT AC 0 THE GAME. 

The first step of the training process is to study and understand the Basic Rules (Section II) . Once 
this is accomplished, participants should be briefed on the use of the FIRST BATILE system and 
undergo training with the Instructional S t. Upon compl tion of instructional set training, participants 
shou ld then set up the battle board for 8- 10 hours of play in the Open Mode. The entire rocess will 
probably go like tl1is : 

STUDY OF BASIC RULES 
RECEIVE BRIEFING 
INSTRUCTIONAL SET TRAINING 
SET UP FOR OPEN MODE PLAY 
OPEN MODE PLAY 

INSTRUCTIONAL SET 

1-2 HOURS 
1 HOUR 

2 -3 HOURS 
2 HOURS 

8 - 10 HOURS 

14- 18 HOURS 

The Instructiona l Set is design d to reinforce learning and comprehension of the Basic Rules . 
There are 10 sets of Instructional Battle Boards in the kit which can accommodate 20- 40 
player/ controllers for each tra ining session. During the training s ssion, player/ controllers use an 
instructiona l television tape along with battle maps, unit counters, movement and Combat R suits 
Tabl es, and unit tally sheets . By following the actions and explanations on the TV tape, player/ con · 
trollers are able to complete the majority of movements and assessment routines as specified in the 
Basic Rules . 

l @!A\11fo1J~lE] _________________ 9~ 
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OP N MO E P 

As part of controller training, the Open Mode uses the FIRST BATILE kit scenario A US armored 
d1v1s1on in defense, fights against an attack by an OPFOR Tank Army. This scenario is set in the Fulda 
Gap area and depicts the defensive nature of land combat as it might occur . 

DEFINITION OF PARTICIPANTS BY TYPE ROLES (These def1nit1ons apply to all modes of play): 

PLAYERS (P): 

These are the 1ndiv1duals being exercised such as the division command group and division staff. 
Their roles are played as they would be in any real situation . They need not be familiar with 
simulation procedures except during Open Mode Play. 

PLAYER/ CONTROLLERS (PC): 

These are the individuals who provide the interface or link between the simulation and the players. 
They are players in the sense that they are part of either the US or OPFOR side and must exercise 
tactical judgment and respond to tactical decisions that support their side . They are controllers in that 
they must translate tactical decisions into simulation procedures and must be governed by the rules 
of play for movement, and the conduct of all types of engagements. The assessment of results and 
activity simulated 1s reported accurately to the player headquarters. For example, a Battalion 
Player/ Controller cell at the Battle Board represents all subordinate units of the Battalion. i.e .. 
company commanders. As players, orders are received from Brigades in the field . As contro llers 
moves are made and rules interpreted, generating tactical message traffic back to the Brigade TOC. 

CONTROLLERS (CJ: 

These individuals are neutral and are charged with specific functions relating to the simulation . 
They can be designated as battle board umpires (U) in order to make final decisions on interpretations 
of rules between US and OPFOR Player / Controllers. Decisions by contro ll ers are f in al. 

Personnel requirements. The schematic at Figure 1 depicts Player. Controllers, and Player/ Con 
troller pos1t1ons in an exercise in which Brigade Player/ Controllers represent Battalions on the 
Control Board. Selection for these positions should be based on expected roles during future CPXs. 

US: 

1 . DIVISION COMMANDER (P) 
2 . G3 (P, OPTIONAL POSITION) 
3 . THREE BRIGADE COMMANDERS (PC) 
4 . THREE BRIGADE S3S (PC, OPTIONAL POSITION) 
5 . THREE BRIGADE FSOS (PC) 

OPFOR· 

1 . TANK ARMY COMMANDER (P) 
2. TANK ARMY OPERATIONS OFFICER (P, OPTIONAL POSITION) 
3. THREE DIVISION COMMANDERS (PC, FIRST ECHELON FORCES ONLY) 
4. THREE DIVISION OPERATIONS OFFICERS (PC, OPTIONAL POSITION) 
5. THREE ARTILLERY COMMANDERS (PC) 

.___10 __________________ ~0~]j1 
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CONTROLLER( SJ: 

One (others may be added 1f the number to be trained exceeds 20) (See Figure 1) 

Organizing the battle board. 

CONTROL MEASURES (regimental and brigade boundaries as a minimum) will be placed on the 
battle board in accordance with the OPFOR and US Scenario Guides. 

MAN-MADE OBSTACLES, PREPLANNED AIRSTRIKES and FIRE SUPPORT PLANS (targets) are 
recorded on planning maps prior to placing unit counters on the battle board. These targets and 
obstacle locations are visually checked as the simulation proceeds in order to assess losses on the 
opponent. Obviously, if targets and obstacle locations are placed directly on the battle board, 
opponents will sometimes tend to avoid them . 

UNIT COUNTERS (maneuver and artillery units only- no headquarters counters) will be placed on 
the battle board with US forces no closer than three grid squares from the international border and 
the OPFOR no closer than three grid squares. 

START SIMULATION, when the planning maps and battle board are posted and unit counters are in 
position with tally sheets arranged . Begin with the attacking force initiating its preparatory fires . The 
clock is started and continues to run until conclusion of the exercise. 

Figure 10. INI TIAL BATTLE BOARD POSITIONS. 



THESE BASIC RULES do not cover all aspects of combat functions which may be portrayed in the 
First Battle simulation. The Organizer's Guide provides optional modes of play for various training 
objectives. Additional supplements are provided for more detailed simulation in the following areas. 

e ELECTRONIC WARFARE 
IL 

• 

c 



BASIC RULES 

These rules simulate battl and s1mpl1fy som ra ther comp lex engag ments that could actually 
occur. Since FIRST BATILE is. of necessi ty, a low resolution game, company-level play 1s least 
realistically represent d, bu t rea li sm increases as unit size increases Once you have applied the 
rules in practice they will seem simple You w ill b requ ired to us your judgment and military 
experience in interpreting and applying the ru les to the many vari d situations which will arise. A set 
of rules that account s for all s11 ua t1ons wou ld be too complex to be us ful as a training v h1cl 

COMBA S RENG H 0 UNIT 

Close Combat Strength (CCS) of units 1s d termined by xamining the task organizations and th 
capabll1t1es of a unit's w eapon systems Since close combat, by definition. occurs at ranges of 1.000 
meters or closer (an ad1acent grid square). all w eapons systems must b considered For pur os of 
this s1mulat1on. 1t was determined that the M 60 tank equals the T 62 tank at 1000 meters or less 
At these ranges. the mechanized infantry sq uad 1s Judged roughly equivalent to a tank when 
company and battalion mortars are included as suppor ting f ires L1 kew1s . battalion mortar are 
included for OPFOR. Therefore , one Close Combat St rength (CCS) point repr s nts a tank or 
mechanized infantry squad " slice," (or its equivalent), including the supporting organic incJ1r ct fir 
capabil1t1es of company battalion for US and battalion regiment for OPFOR. CCS 1s us d to nter th 
Close Combat Results Table for opponents who are 1000 meters <!part. 

0 
~-1-~~-+~-~~-+~~~-+-~ 

1 KM 

Figure 7 7. CLOSE COMBAT. 
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Measurements are made from center-to -center of grrds for attacker and defender for range and lrne 
of srght For the purposes of game play. whenever an opposing force is 1n an adjacent grrd. CCS rules 
apply Addrt1onally, spotting and acquiring (seed below) are automatic. The assumption that each unit 
is uniformly distributed throughout the grid in whrch the unrt counter is located accounts for this 
automatic acqu1s1t1on when units are in adjacent grrds. 

Direct Fire Strength (DFS) of units is determined by examining the task organrzatron and the 
capab;l1ties of a unit's long range direct fire weapons systems. In this simulation. direct fire 
engagement ranges are in excess of 1000 meters. 

O~[J 2 KM 

0--+--~ 3 KM 0 
Figure 12. DIRECT FIRE. 

At these ranges. the M- 60 tank is rated better than the T- 62 tanks with a ratio of equivalence of 
two M 60s equal to three T- 62s. The same ratio applies to TOW and Sagger missiles. (These 
comparisons are based on the best scientific data available and some estimates about the 
unquantifiables involved .) For the purposes of game play, when an opposing force is within three grid 
squares, DFS can be applied provided the target force can be acquired by the majority of the firing 
unrt's weapon systems. DFS is used to enter the Direct Fire Combat Results Tables. 

Combat Strengths of artillery, helicopte;s, and high performance aircraft are based on the unit's 
abrl1ty to deliver firepower on target. This value. then. reflects both researched data and the FIRST 
BA TILE designer's judgment 

COMBAT RESULTS TABLES (CRTS) 

Tables for the various types of combat are based upon th e effecti veness of the weapons systems 
employed and vulnerability of both the target and the attacker . The air combat tables also reflect the 
employment of air defense systems by both sides. These tables are entered by a roll of the die. The 
die roll simulates all of the unquantifiable or non-measurable aspects of the battlefield, to include 
chance 

ZONES OF CONTROL 

Combat units occupy hasty or prepared defensive positions generally with in the entire grid square 
in which they are located. It is assumed that units are deployed within that grid square to engage any 
unit in any adjacent grid square. Any unit entering a grid square adjacent to an enemy unit is said to 
be entering the defending unit 's zone of control. The zone of control of a unit in prepared defensive 
positions is also assumed to contain the outposts and local security of that unit . Thus, from any point 



wl(hin its zone of control, a defender in a prepared pos1t1on may spot targets from artillery or air 
strikes as the enemy approaches. The attacker entering this zone of control 1s automatically 
committed to close combat d the defender elects to defend. 

~ -

,.-----------, I 
I I 
I I 
I t 

I • 

I 0 :......-ZONE OF CONT 
I 
I I 

ROL 

I I 
I I 
I I 
L--- --- ~ __ _. 
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Figure 13. ZONE OF CONTROL. 

SPOTTING AND ACQUIRING 

The spotting and acquiring of targets during game play is one of the more d1ff1cult aspects of the 
simu lation because it relies heavily on interpretation and judgment. Every player-controller should 
insure that he fully understands these terms and how they apply. When differences betwee1 
opposing player-controllers cannot be resolved, the umpire/ controller may have to be called 1n for a 
decision. Do not confuse "acquiring" with target acquisition for cour.terfire . 

Spotting is used in conjunction with indirect and other supporting fire (tactical air and attack 
helicopter) on targets of opportunity. For the purpose of this game, a " spotter" 1s allowed a maximum 
observation range of 3000 meters during daylight and 2000 meters at night, provided he has line-of
sight. 

Spotting range is measured from the center of the spotting unit's grid to the center of the target 
unit's grid. 

0 DAYLIG HT 0 
I 
I 

a~o NIGHT 

Figure 14. LINE-OF-SIGHT. 
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A unit defending from prepared positions may spot (observe) targets from any adjacent grid square. 
Units not in prepared positions spot only from the grid square in which their unit 1s located In either 
case, spotting 1s allowed from anywhere within these grids from the "higher" terrain features-not 
necessarily the highest terrain feature . From this high ground, it must then be determined 1f one 
would have line of-sight to the target (in the open or on a road). If the target is not masked by higher 
terrain and is either on a road or 1n some open terrain (grid square not fully forested) . then the spotter 
may employ artillery or an air support mission. 
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Figure 15. PREPARED 
POSITIONS. 

Acquiring is used in conjunction with direct fire missions at ranges of 2000 to 3000 meters (2 to 3 
grid square separation between counters). In this case, we are referring only to the grid square in 
which the acquiring unit is located (be it a prepared or unprepared position). We then determine 
whether or not the majority of weapon systems would be able to engage the target unit . There are 
primarily two conditions that would restrict a unit from being acq uired. The first would be the 
presence of higher terrain 
between units which would 
mask the target unit from the 
ma1or1t·1 of firing unit's 
weapons systems. The second 
would be when the predof'T'i
nan t terrain 1n the grid square 
of the target unit is forest or 
built -up areas and the unit is 
not on a road . Acqutrtng range 
is measured from the center of 
the acquiring unit's grid to the 
center of the target unit's grid. 

Figure 16. FACTORS IN 
ACQUISITION. 

.. 



Spotting and acquiring is applied when. 

• Line-of-sight exists to a target unit within range 
• The unit has revealed its location by firing or movement (blank face of countt:!r is no longer 
facing the opponent). 

ACQUISITION 

Target acqu1s1t1on for counterfire may be applied only against opponent artillery units after ttiey 
have fired a mission. Probability of acqu1sit1on depends on number of missions fired, and whether or 
not the unit moves after 1t fires. Counterfire missions may be fired only by in range units, otherwise 
other fire support means must be directed against the target Acqu1s1t1on of OPFOR artillery may b 
nullified by firing chaff . 

UNIT CAPABILITIES 

Unit Capabilities for Simulation are expressed in Movement Valu (MV), Direct and Close Combat 
Strength (DFS and· CCS) for maneuver units, and Indirect Fire Strength (IFS) for artillery Figures 18 
(Table 9) and 19 (Table 9A)) reflect those capabll1t1es as found in the FIRST BATTLE sce11ario and 
those that may be used for expanded play. 

MOVEMENT 

Mov ment and Movement Value (MV) takes into consideration east we t, north -south and diagonal 
movement, in any combination for each grid traversed by the unit (counter). Sample moves are as 
follows · 

4 grids traversed 

3 grids traversed 
2 grids traversed 

Figure 17. MOVEMENT. 

The movement value assigned to each type counter represents the maximum number of grids a 
unit may traverse (as modified by tefrain or combat effects) during the 30 minute game turn . After 
comp leting a game turn, full MV is restored for the next turn 
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OPFOR UNIT CAPABILITIES FOR SIMULATIONS 

TYPE UNIT 
MOVEMENT VALUE MAX EFF 

DFS IFS (KM)• ANG (KM) --
MANEUVER 

RECON BN 8 3 1 PER T-72 
RECON CO 8 3 2 PER (3) 
TANK BN 6 3 T-62 
MTZ BN 6 3 2 PER (3) 
ABN BN 612 (M / 0) 3 BMP'S W 
DISMOUNTED 2 3 

/ SAGGER 

ARTY 

122 (SP) BN 6 15 .5/ TUBE 15 
122 (W) MRL BN 5 20 20 
152 (SP) SN 6 17 .5/ TUBE 16 
130 (TOW) BN 5 27 .5/ TUBE 14 
FROG BN (HE) 4 60 40 
SCUD BN (HE) 4 280 80 
140 (ABN) MRL BN 5 10 12 

AT 

AT 2/ 3 (SWADER/ SAGGER) 6 3 
T-10 5 
ASU 85 6 
T- 12 5 

AAA 

SA 2 5 40 
SA 4 5 70 
SA 6 5 35 
SA 9 6 7 
zsu 23- 4 6 3 .5/ SYS 
S60 5 6 .5/ SYS 
SA 8 5 15 
zsu 57- 2 6 4 .5/ SYS 
zu 23 5 2.5 .5/ SYS 

HELICOPTERS 

HIND A/ B (ATK) 60 3 2/ HEL 
LIFT HELICOPTER 60 

Mov ment capabrlity ov r clear terrain. Actual capabtltty will vary with type terrain . 

Figure 18. TABLE 9. 



US UNIT CAPABILITIES FOR SIMULATIONS 

TYPE UNIT 
MOVEMENT VALUE MAX EFF 

DFS IFS 
(KM)* RG (KM) -

MANEUVER 

CAV/ RECON 8 3 1 PER TANK. 
TANK CO 6 3 OR 
MECH CO 6 3 TOW SYSTEM 
LIGHT INF 2 3 
DISMOUNTED 2 3 

ARTY 

1 05 (TOW) BTY 5 11 .5/ TUBE 4 
1 55 (TOW) BTRY 5 14 5/ TUBE 6 
155 (SP) BTRY 6 18 .5/ TUBE 6 
8 " (SP) BTRY 6 17 5 / TUBE 8 
8 " (SP) BTRY (M110A1) 6 22 5/ TUBE 8 
1 75 (SP) BTRY 6 32 5 
LANCE BTRY 4 110 40 

ADA 

VULCAN (TOW) 5 1.2 .5 / SYS 
VULCAN (SP) 6 1.2 .5/ SYS 
CHAPARRAL (SP) 6 E: 
HAWK 5 40 
NIKE-HERCULES 4 140 

HELICOPTERS 

ATK (AHl -S) 60 3 2 HEL 
ATK (AH1 -G) 60 3 1/ HEL 
LIFT HELICOPTERS 60 (SOFT TGTS 

ONLY) 

· Mov ment capability over clear terratn. Actual capability will vary with type terrain 

Figure 7 9. TABLE 9A. 
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Stacking represents the addition of combat strengtl1 to rnaneLiver units for close combat only and is 
ac ompl1shed by reinforcement or by comb1n1ng units OPFOR may reinforce and stack no more than 
two battalions provided the ~attalion being reinforced 1s at or below 70% combat strength (CCS 
points) . They rnust reoccupy separate grids following the close combat. US forces may not stack 
xcept wh n optional rules are being applied (see Section Ill) 

Jl T 

Analysis of results gained from playing FIRST BATTLE should not be used as a sole determining 
factor to niter existing plans. The system is designed for trainmg and the level of resolution of combat 

ct1on docs not I nd itself to detailed analytical data 

MAN EU RULES 

E AT 

E< ch s1tle may move any or all of its units during the game turn This movement rate 1s shown on 
he counter by its assigned movement value (MV), which 1s appropriately reduced by the trafficabi lity 

of the terrain. obst<Jcles, and combat actions. Open cross-country rate for tracked vehic les is 1 MV 
p r gml ent red. Movement through forested and built up grids by such units 1s reduced to the rate of 
3 l'v1V per grid for sts and built up areas do not generally impede dismounted units . 

r 
Th movem nt value in th , lower left hand corner of the counter determines the distance (in grid 

s uar s) a unit may move during one game turn . It represents the average cross country speed for a 
part1c11lar type of unit in krlometers per half hour The actual distance a unit may travel is determ ined 
by the type and trafficabtlity of terrain, any man-made or natural obstacles it encounters and any 
combat actions the unit enters 

RAIN 

(Se , F1uures 22 (Tabl 1) & 23 (Table 1 A) Terrain Effects on Movemen t) Confusion may arise when 
s Vt.ral types of terrain exist in one grid square. In order to determi ne which type of terrain is 
dominant, the followrng rules apply: 

Entry rule . fhe terrain that predominates the grid governs the movement value expended to enter 
ti at gmJ Judgment must be used in interpreting the movement value applicable in each case. 
Gener ally, the less restrictive terra 1 n shou Id govern in a "close ca II." 

..__20-'------------------~~~~Jrr 
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The Clear Path Rule. In order to cross a grid at the open cross -country rate, units in an approach 
march or withdrawal configuration require a minimum width path of open country in order to pass 
unimpeded. This minimum width path of open country 1s 300m for OPFOR battalions and 150m for 
US tank or mechanized companies at its narrowest point. Uni ts must traverse the path to the next 
grid as they would a road . A minor obstacle 1n the patch, such as a narrow hedgerow or marshy area 
next to a stream will create an additional 1 MV penalty (player judgment call) . Units may not enter an 
enemy unit's zone of control by employing the clear pa th rule . They must apply the terrain effect 
which governs in the preponderance of the grid (entry rule) because 1t is assumed that they w ould 
know of the enemy unit's proximity and thus not allow themselves to be canalized . 

(WOODS) 

CLEARAN CE REQUIRED : 

150M FOR US COMPANIES 
300M FOR OPFOR BATIALIONS 

Figure 20. CLEAR PATH RULE. 

The hig hway rule. Units m y faci litate their movement by using highways or othe r improved roads. 
Such roads include the solid red, "candy stripe," or solid white (two so lid black lines) on most map 
sheets . Traveling on such roads requi res only Y1 movement va lue per grid sq uare . Whi le applying 
such a bonus, no more than about 20 vehicles can normally be expected to be in a 1,000 meter 
stretch of road . Since US tank and mechanized compa nies have about 20 vehic les, they require 
approximately 1,000 meters of colu mn length distance per unit, whi le OPFOR battalions require 
2,000 meters of co lumn length per unit. Therefore, one gr id interva l must be maintained between 
OPFOR ba ttalions using road movement ra tes whi le US company counters may occupy adjacent 
grids . 

us OPFO R 
Figure 21. HIGHWAY MOVEMENT. 
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If you are following a road wh ich passes through a small portion or corner of a grid square. it still 
costs you a full grid square movement value. As in the clear path rule, no unit may enter an enemy 
unit's zone of control on a road using the road bonus. The terrain which predom inates in that grid 
effects movement into that grid . 

Built -up area movement rule . If a highway passes through a built-up grid not controlled by an 
enemy unit. this grid may be traversed by a unit at 1 movement value per grid as opposed to the 3 
movement values per grid normally required of mounted units. 

Water obstacles. Fordable and unfordable streams and rivers each exact a movement value toll in 
addition to the movement value required to enter either open or forested grids (Table 1 summarizes 
these). Unfordable water obstacles differ in their effect depending on whether they are crossed while 
opposed or unopposed . If the crossing site can either be spotted or acquired by a defending unit and if 
that unit engages the crossing unit by any means. then the attacker must halt at the site and expend 
the additional movement value during the next turn to make the crossing . If the crossing is 
unopposed, then the unit merely expends the amount of additional movement value required to cross . 
In both cases, units which use the crossing sites subsequent to the initial crossing are not required to 
expend the additional movement value since it is assumed that bridging will be in place. 

CTS OF MA ADE OBSTACLES ON MOVE 

Blown bridges. All bridges to be blown must be specified by each opponent. A record of blown 
bridges should be specified by the scenario and plotted on the planning maps; bridges to be blown 
during play must be executed using log istic constraints and installation times as specified in the 
order(s) and Scenario Guide. When a unit encounters a blown bridge, it must halt; and it loses any 
remaining movement value . Additionally, if a unit hnlted for a river crossing is engaged by either 
direct fire (DFS), close combat (CC S), art i llery (IFS). attack helicopter. or tactical air, the attrition on 
the target unit is doubl ed. 

Minefields . An attacking unit that encounters a minefield must halt for the remainder of the game 
turn and suffer double attrition from any weapon systems fired at it (direct fire , indirect fire , tactical 
air, or attack helicopters) . Other unit counters may pass around the halted unit. The halted unit may 
proceed through the minefield the following turn at Y2 movement value with full movement value 
restored for subsequent turns; or, he may also bypass the minefield the following turn, at normal 
movement rate . The minefield is considered breached and ineffective for any following units if the 
unit chooses to move through the minefield grid at the reduced rate . 

Roadblocks (craters and abatis). Roadblocks are effective only against units moving their entire 
unit on a road (using a " road " movement value). If the terrain is practical for bypassing the roadblock 
(i.e., a parallel road, open terrain), no additional penalty is assessed, except the added movement 
value to proceed cross -country (open terrain) . The roadblock remains in effect for following units . If 
no bypass is available, the un it will halt for the remainder of the turn . Addit ionally, if it is fired upon 
while halted, it suffers double attrition from any weapon systems fired upon it (as in the previous 
case for minefields) . Full movement value is restored in the following turn and the roadblock is 
considered breached for following units. (The Engineer Supplement has more detailed procedures for 
the simulation of obstacles .) 

BAT 

Effects of combat actions on movement appear in Table 2. A brief summary of terrain effects on 
movement are provided in Tables 1 and 1A. 

NOTE: Table numbers in this document correspond to those appearing on the FIRST BATILE 
Instructional Map. 



TERRAIN EFFECTS ON OVEMENT-MOUNTED 

~TERRAIN 

OPEN and TRAILS 

FOREST 

BUILT-UP 

IMPROVED ROADS 

IM PROVED ROADS through 
BUILT-UP AREAS 

STEEP SLOPES (over 30%) 

OPEN 30%- 50% 

OPEN over 50% 

FORESTED 30%-40% 

FORESTED over 40% 

UNFORDABLE WATER OBSTACLES 

MARSHES and WETLANDS 

STREAMS and RIVERS CROSSABLE 
w / AVLB type equipment 
(Unopposed by either direct or 
i ndi re ct fires) 

OPEN and TRAILS 

FORESTED and BUILT-UP 

STREAMS and RIVERS CROSSABLE 
w / AVLB type equipment 
(Opposed by either direct or 
indirect fires) 

OPEN and TRAILS 

FORESTED and BUILT-UP 

FORDABLE STREAMS- Unopposed 
(any other solid blue line on 
map sheet) 

OPEN and TRAILS 

FORESTED and BUILT-UP 

FORDABLE STREAM- Opposed 
(any other solid blue line on 
map sheet) 

3 

5 

6 

10 

HALT-CROSS 
NEXT TURN 

4 

6 

2 

4 

7 

11 

4 

8 

REMARKS 

When MV cost exceeds assigned 
MV on counter . MV may be applied 
to subsequent turns. 

Roads cannot be used to enter 
zones of control. 

Determined by map inspection and 
player/ controller judgment. 

See Engineer Supplement Rules for 
bridging / crossing routes for 
unfordable water obstacles that 
exceed the capab ilit ies of AVLB 
type equipment. 

Figure 22. TABLE 7. 
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TERRAIN 
COST IN MV REMARKS 

PER GRID 

DAY NIGHT 

OPEN and TRAILS 3 5 

FORESTED and BUILT-UP 5 9 

WHEELED VEHICLES and TOWED 
WPNS 

TRAILS 2 Cannot cross stream or climb steep 

FOREST and BUILT-UP 3 6 
slopes . 

ROADS 1/2 

ROADS through BUILT-UP 2 

OPEN 2 5 

MAN MADE OBSTACLES HALT Once encountered, may be crossed 
or BY-PASS in subsequent turns. 

(BASIC RULES 
ONLY) 

Figure 22. TABLE 1 (CONT'D) 



TERRAIN EFFECTS ON MOVEMENT-DIS 0 T 

TERRAIN 

Tactical Approach March 

OPf:N 

FOREST 

BUILT-UP 

IMPROVED ROADS 

IMPROVED ROADS through 
BUILT-UP AREAS 

STEEP SLOPES (over 40%) 

OPEN and TRAILS 

FORESTED 

UNFORDABLE WATER OBSTACLE: 
(Unopposed by direct or 
indirect fire) 

OPEN and TRAILS 

FORESTED and BUILT-UP 

(Opposed by direct or 
indirect fire) 

OPEN and TRAILS 

FORESTED and BUILT-UP 

FORDABLE STREAMS 

TOE WHEELED VEHICLES 

MANMADE OBSTACLES 
(minefields only) 

AIRMOBILE MOVEMENT 

COST IN MV 
PER GRID 

REMARKS 

DAY NIGHT 

2 

2 4 This equates to 1 grid every second 
turn for night movement. 

This equates to 1 grid every second 
2 4 turn for night movement. 

2 3 

3 5 This equates to 1 grid every second 
turn for night movement. 

2 3 

3 5 This equates to 1 grid every second 
turn for night movement. 

3 4 

4 6 

No addl cost 

Limited to Assum s bridging or fording . 
movement rate 
of dismounted 

elements. 

S e airmobility rules and Table 9. 

Figure 23. TABLE 1 A. 
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COMBAT EFFECTS ON MOVEMENT 
-- I ACTION EFFECT ON M OVEMENT 

RETURN DIRECT FIRE HALT UNITL NEXT TURN 

UNSUCCESSFUL ATIACK WITHDRAW 2 GRIDS (LOSE V2 OF MV 
NEXT TURN) 

UNSUCCESSFUL DEFENSE WITHDRAW 2 GRIDS (LOSE V2 OF MV 
NEXT TURN) 

DEFENDER DECLINES CLOSE ASSAULT WITH DRAW UP TO (OPT) FULL VALUE OF 
MV AT TIME OF DECLINATION 

Figure 24. TABLE 2. 

MOVEME T BY WHEELED TOWED WEAPONS. 

Units with wheeled or towed vehicles may move at the same road movement rate as tracked 
vehicles. but may only move in open country at 2 MV/ grid . They cannot cross streams or climb steep 
slopes (over 40%-determined by map inspection) while going cross -country . Wheeled sub-elements 
of dismounted units move at the same rate as the parent unit . 

MOV ME T OF DISMOU TED UNITS 

Infantry and light infantry type units have a basic movement value of 2. Table 1 A specifies the 
terrain effects on movement of such units . In some cases. such units may not be able to move a ful l 
grid square in one turn . An example would be a night tactical approach march through a built-up area 
whrch wou :d cost 4 MVs. In such cases , the unit can advance one grid only every other turn. This 
simulates the movement of only V2 km per turn by this unit. The same would apply to night river 
crossings or night movement over difficult terrain . 

TRU OVEMENT OF DISMOU TED U IT 

Infantry and Light Infantry type units may be moved behind tl1e lines of contact by truck convoy. Lift 
capability must be allocated to brigades from division in terms of " company lifts" based on truck units 
available to the division, either from organic or corps resources. These " company lifts" can be 
represented by counters similar to unit counters, they are given a MV of 10 which appears in the 
lower left hand corner of the counter and must be moved about the simulated batt lefie ld as any other 
un its by observing the wheeled vehicle movement restrictions . Such counters must be stationary one 
turn during loading and off- loading of troops. When an infantry or light infantry unit is mounted on 
trucks the combat unit 's counter is stacked onto the truck unit counte r. If a truck unit carrying troops 
is engaged by indirect fires, direct fires , or any type of aerial fires combat resu lts are doubled and 
personnel aboard trucks are casualties (see Admin Supplement for more detail). Any unit being 
transported by a truck unit whi le it is thus attacked, must proceed dismounted or wait 2 turns before 
continuing aboard the remaining vehicles . 



AIRMOBILE MOVEMEN OF DISMOU D UNITS 

Infantry and light infantry type units may be moved about the battlefield by assault or assault 
support helicopter assets . A very simple s1mulat1on procedure is provided here. The division is 
provided a number of assault helicopter companies and assault support helicopter platoons 
appropriate to its organic, attached or support capability . These units are reflected by appropriate 
counters with MVs and have no combat strength . Such a unit can fly 60 KMs straight line distance in 
one turn (30 min). In order to pick up a unit it must expend 20 MV in that turn . The transported unit 
counter is simply stacked on the helicopter unit counter . The pickup zone must not be contested by 
either direct or indirect fires . If it is, the mission will be aborted . If the destination 1s another location 
behind US lines, and if OPFOR units are nm overflown in the process, (flying from one side to another 
of an OPFOR salient would require the measurement of an off-set path around 1t) then no casualty 
assessment is made. If the flight path crosses OPFOR lines, then casualties are assessed by a simple 
die roll (see Table 10). Only straight line distances are measured, but it is assumed that helicopter 
units would fly best routes between points . The start point of any mission flight path must be at a 
helicopter staging area (or FARRP) and must end there within two turns for refueling . The refueling 
process takes one complete turn during which time the units must remain stationary . Assault support 
helicopter assets may only be used to transport combat units behind US lines. 

SAM PLE ROUTE 

I 

RT # 1- NO LOSSES 
RT #2- USE TABLE 9 

Jiiiiiiii--- N ~~- --+----1----1~---1-~--+----+-----<~ 
I 

RT #2 
LZ PZ 

Figure 25. SAMPLE ROUTE. 



HELICOPTER ASSAULT RESULTS TABLE 
MISSION RESULTS 

DIE ROLL HELICOPTER UNIT TRANSPORTED UNIT 

LOSS OF HELICOPTER UNIT LOSS OF TRANSPORTED UNIT. 

2 LOSS OF HELICOPTER UNIT RETURNED TO PZ WITH 40% 
LOSSES ASSESSED IN CCS PTS . 

HELICOPTER UNIT MAY BE USED REACHES LZ WITH 30% LOSSES 
3 ONLY ONE MORE TIME FOR ASSESSED IN CCS PTS. 

ASSAULT BEHIND OPFOR LINES . 

HELICOPTER UNIT MAY BE REACHES LZ WITH 10% LOSSES 

4 
USED ONLY ONE MORE TIME ASSESSED IN CCS PTS. 
PER ASSAULT BEHIND OPFOR 
LINES . 

5 NO LOSSES REACHES LZ WITHOUT LOSSES . 

6 NO LOSSES REACHES LZ WITHOUT LOSSES. 

Figure 26. TABLE 10. 

MOVING THROUGH A US UNIT. 

Company size units may move ti rough another US company siz unit in the same grid square . 
Battalion size units may move through a grid square occupied by a US battalion for a planned 
passage of lines, and at oth r tim s at double cost in MV for that particular grid . 

FIRE E GAGEM N RULES 
Both players may choose to engage each other with indirect and direct fire weapons as targ ets 

appear. This section will discuss procedures and rules for indirect fir ngagements, counterfire, 
direct fire engagements, use of tactical a1rstrikes, and attack helicopters. 

INDI 

Both OPFOR and US player/ controllers may fire preplanned fires against deep targets . As one 
opponent maneuvers his fore s, the other may use indirect fires to simu late final protective fires 
(FPF). preparatory fires, or fires on targets of opportunity (spotted or acquired units). Either side may 
fire counterfire when firing batt ries or battalion are acquired . All of the above types of fires may be 
f ired within a single game turn as long as miss ion capability (number of mission allocat d) is not 
exc eded. 

• 



I 

.. 

Indirect Fire by artillery units represents observed, on-call and scheduled fires . It may be close 
support against maneuver units, counterfire, priority targets, (final protective fires (FPF)), an artillery 
preparation, or a rolling barrage. Artillery preparations and rolling barrages must be scheduled prior 
to game play, and before the opponent has placed his units (counters) on the game board. The prep 
could then be fired as the attacking forces cross the line of departure and the rolling barrage when 
the attacker reaches what he believes to be the forward edge of the battle area (FEBA). Artillery 
preparations and rolling barrages may be cancelled at any time. Preparations. preplanned fires, 
priority targets and final protective fires should always be a part of Close Combat strength when 
artillery missions are available (see Close Combat Rules). 

Preplanned fires or scheduled f ires may not be shifted unless they are observed (within spotting 
ra nge). 

Mission Capability and Movement. Fi res are alloca ted per turn and degrade the ability of firing 
units to move as speci f ied in the tab le below . One mission per game turn may be preplanned, 
preparatory, a priority target or FPF at double IFS per firing unit . 

M 
c A EN WANCE 

UNIT TYPE MISSIONS 
% OF MOVEMENT 

VALUE REMAINING 

MR L, SC UD, FRO G. LANCE 2 0 
1/ 2 

SP ARTY 3 0 
(ALL) 2 1/ 3 

213 

TOWED ARTY 2 0 
(Mu st shoot or 0 
move in a turn ) 

M RL, SCU D, FROG , and LANCE uni ts have the capa bility shown per turn; however, these type units 
must be limited by total nu mber of missions per day due to ammunition available . 

Figure 27. TABL E 11 . 

Resolution of Indirect Fire on Maneuver Units . 

TA RGET MUST BE WITHIN SPO TTING RANGE (w itl the exception of prep lanned or scheduled fires) 
and w ithi n range of firi ng unit. 

DETERMINE INDIRECT FIRE S TRENGTH of f iring uni t. 

[®~1TIWT~~] _________________ 2___,9 
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ENTER THE INDIRECT FIRE COMBAT RESULTS TABLE (Table 3) under "Firing on Maneuver Units," 
in appropriate column for IFS of firing unit. Example: A 155 battery has an IFS of 6, so enter the 6-
10 column. 

ROLL THE DIE. Example: A die roll of " 5" for a 155 battery firing on a target will produce a loss of 
2. If the mission had been an FPF, priority target, prep, or preplanned the IFS would have been 
doubled to 12; and with the same die roll of 5, the losses would have been 3. 

TABLE · 3 INDIRECT FIRE CRT 
Firing on Maneuver Units [Losses to F111ng Counter ·Fir e 

Strength of 
Fir 1 ng Unit 

Soft Target . First . Then 1 of 20 Hard ] [Lo sses 1n IFS Points ) 

~ 1·5 6 10 11 · 15 16 · 20 21 + 1· 5 6· 10 11 · 15 16 20 21 f 

1 0 0 1 2 2 0 0 0 0 1 
_, 2 0 0 1 2 3 0 0 0 1 2 _, 
= 3 0 1 2 2 3 0 0 1 2 2 a:: 
....., 4 1 1 2 3 4 0 1 1 2 J -0 

5 l 2 3 3 4 1 1 2 3 4 
6 1 2 3 4 5 l I 2 3 5 

NOTE: This table is applicable to a "pure" indirect mission, either against maneuver units or as 
counter -fire . Combat losses are assessed against the target unit based upon the IFS of the firing 
unit(s) and t110 die roll. Results are applied to " soft " targets first, until 20 soft targets have been lost. 
When 20 soft targets are lost, one tank may be attrited . As artillery continues to attack target units 
(counters) with only tanks remaining- total the losses obtained from the combat results table until 
you have 20- then strike off one tank from the tally sheet . From this point, the process starts over 
again . This table is not applicable to indirect fire used in conjunction with close combat (see Table 5). 

Figure 28. TABLE 3. 

Firing Counter-Fire . 

ARTILLERY MUST BE IN RANGE of opposing firing battery or battalion target . 

ENTER TABLE 8- Target Acquisition for Counter-Fire. Example: If the target fires and does not 
move, and the die roll is " 2, " the target is acqui red . 

TABLE -8 
TARGET ACQUISITION 

FOR COUNTERFIRE 

NOTE : If there had 
been no acquisition, there 
would be no counter-fire 
opportunity on the target 
until it fired again . 

Figure 29. TABLE 8. 

ARTILLERY UNIT 

FIRES 
ONE MISSION 

FIRES 
ONE MISSION 

FIRES 
TWO OR MORE 

MISSIONS FROM 
SAME POSITION 

MOVEMENT DATA 

NO MOVEMENT 

MOVEMENT 

NO MOVl MFNT 

OIE ROLL RESULTS 

1- 2 ACQUIRED 
3-6 NOT ACQUIRED 

1 ACQUIRED 
2-6 NOT ACQUIRED 

1 J ACQUIRED 

6 NOT ACQUIRED 



ENTER THE INDIRECT FIRE COMBAT RESULTS TABLE (Table 3), under "Firing Counter-Fire " with 
the IFS of the unit that will shoot the counter -fire mission. Example: An 8- inch battery has an IFS of 
8, so enter the 6-10 column . 

ROLL THE DIE. Example: A die roll of " 4 " for an 8-inch battery on an artillery unit will produce a 
loss ot one Ind irect Fire Strength point on the target unit . 

TABLE · 3 INDIRECT FIRE CRT 

Strength of 
F1r1n g on Maneuve1 Units [Losses to Firing Counter ·Fire 

F111ng Unit 
Soft Tar get, First . Then 1 of 20 Hard ) [Losses ).ll..l!S Points ) 

1·5 6 10 11 · 15 16 20 21 t 1·5 ( 6· 10) 11· 15 16 · 20 21 
........_, 

1 0 0 1 2 2 0 0 0 0 1 
_, 2 0 0 1 2 3 0 0 0 1 2 _, 
= ¢ 0 1 2 2 3 0 ¢ 1 2 2 a: 
....... 1 1 2 3 4 0 1 2 3 - ~ = 1 2 3 3 4 1 2 3 4 

6 1 2 3 4 5 1 I/ 1 2 3 5 

NOTE: Wh en firing on CS or CSS Units use the right side of this chart. 

Target Acquisition for Counter-Fire and OPFOR Use of Chaff. Exclusive use of chaff by OPFOR 
will nullify target acquisition (Table 8). The use of chaff is restricted to two missions per OPFOR 
Division per turn . A chaff miss ion counts against normal mission allocation per game turn . Chatt is 
fired as a battalion mission and will mask one other firing battalion . The restriction on use of chaff 
accounts for special ammunition constraints for OPFOR units. 

Artillery prep and rolling b::irrage procedures. The combat strength of artillery units (IFS), is 
doubled when fir ing these missions due to the increased number of rounds fired and the duration of 
the fire. This can be followed by a rolling barrage in subsequent turns. Targeti ng information must be 
based either upon information supplied in the scenario or upon a map inspect ion . The player 
co ntroll er emp loying these fires may not observe the position ing of the defender 's counters and then 
use those grids as targets. Only one artillery mission per counter per turn may be used to fire a prep 
or rolling barrage. Prep f ires should always accompany close combat and will be part of the attacker"s 
close combat strength . 

Final Protective Fires are planned in advance of game play and should be employed in close 
combat wherever it takes place. They may be fired as "p riority targets " if no FPF has been planned. 
Again , the IFS of firing units is doubled . 

Artillery effectiveness against prepared pos1t1ons. The effect of artillery fire is reduced con
siderably when used against units in well prepared position s or in hasty positions, or in built -up areas 
anc;J forests. When a position doubles the defensive strength of a unit. its vulnerability (losses) to 
artillery fires are halved and any half points are rounded down. Occupation of prepared positions by 
artillery units does not affect its IFS or losses. Th is is already factored in the CRT and IFS for each 
unit. 
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Combat strengths of artillery units. The basis for assigning combat strengths to artillery units is a 
comparison of the US 155mm, self-propelled (SP) howitzer (M109) with all other types of units. This 
howitzer battery 1s assigned an Indirect Fire strength of six (one ror each howitzer) and all other un its 
are compared to this. Considered in the comparison were accuracy, dispersion effects of rounds on 
various types of targets encountered on the battlefield, rates of fire, responsiveness, and command 
and control procedures including communications and targeting equipment. The unit's IFS is applied 
for each mission fired . Losses to artillery units are expressed by reducing the IFS. They are removed 
from play wheri the IFS has been reduced to 40% of the beginning value for US units or 30% of the 
begi nning value for OPFOR units. The Tab le 12 depicts typ ica l IFS and values at w hich firing units are 
eliminated from play: 

en 
UJ 

a: 
UJ 

~ 
~ 
cc 
en 
::::> 

en 
2 

a: 0 
0 :J 
u.. ~ 

~~ 
~ 
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155mm Howitzer (SP) 

8- inch Howitzer (SP) 

175mm gun (SP) 

122mm Howitzer (SP) 
152mm Howitzer (SP) 

122mm MRL (WH) 

130mm gun (TOW) 

IFS 

6 

8 

5 

15 
16 

20 

14 

(REMOVED FROM 
PLAY- IFS) 

2 

3 

2 

4 
4 

6 

4 

NOTE: Un its are ineffective w hen they reach a certain percentage of starting combat strength {IFS) as 
1n the case of 3 and 6 above; for OPFOR- 30%, US- 40% {a lways round down). {See Opt ional Rules 
for a more detai led t rea tment .) 

Figure 30. TABLE 12. 

Smoke is considered in visibility, spotting, acqu iring, etc .. in all weapon systems effects in the 
combat resul ts tables. See Section Ill. 

Sheridans {M551) are considered as "soft" targets; the same appli es to other thi n sk in armored 
vehic les. e.g., PT- 76, BMP, BDM, BROM, APC, etc . 



DIRECT FIRE ( F) 

Either side may initiate a direct fire engagement. Direct fire engagements are limited to two per 
unit (counter) per turn; one of these engagements may be close combat (which includes close 
assault). The number of DF engagements will be reduced depending on movement. Normally, the 
defender initiates the engagement. If a moving unit is engaged, it may elect to continue moving or it 
may stop and return fire . A unit electing to return fire must stop for the remainder of the turn . A 
moving unit may be fired upon no more than twice by the same unit and may only be fired at once in 
each grid square by that same unit each time. 

Direct fire is the engagement of targets up to the maximum range of a unit's weapon s, providing 
that targets can be acquired over the intervening terrain . 

To engage a target by direct fire, a firing unit must be able to trace a straight line, unobstructed by 
terrain, from the center of the grid square occupied by the target. 

Units which voluntarily move at 1/2 movement value may conduct one direct f ire engagement 
during the turn. This includes returning defending fire or initiating direct fire . 

When a unit enters a grid in which it is acquired and fired upon, the opponent must immediately 
announce that he is engaging by direct fire and specify the type of target (tanks or " soft argets " ); if 
he fails to specify the type target any losses from the target will be assessed right to left, top to 
bottom, from the tally sheet. The owner of the target unit must then announce whether he is 
returning fire or continuing to move. 

If the target unit wishes to continue moving : 

THE FIRER SUMS HIS COMBAT STRENGTH (OFS ). refers to the " move/ returns fire" (left side) 
portion of the OF CRT (Table 4) and determines the losses suffered by the target unit and any losses 
which he may suffer from the return fire . 

THE TARGET UNIT CONTINUES MOVING if he has sufficient MV. 

THE FIRER DETERMINES whether the target can be engaged by OF in its new locat ion . If so, he 
may again engage the target by DF, under the "moves/ returns fire " portion of the CRT. No unit may 
engage by DF more than twice pe1 turn . Can the target now return fire? Yes . If the target has not 
used its full MV. 

EXAMPLE: 

• OPFOR tank battalion moves into OF range of US tank company (3km). 
• US announces OF engagement and specifies tanks as targets. 
• OPFOR elects to continue movement at full MV. 
• Enter left side of Table 4, "Unit continues to Move/ Returns Fire," in 16- 20 column (since 

OFS of tank company is 17). 
• A die roll of " 4" produces 3 losses (tanks) for the OPFOR tank battal ion. 

NOTE OPFOR must be allowed to continue moving prior to the second DF engagement by the fir ing 
unit; however, the OPFOR unit could be engaged while in the same grid square by other units in 
range, LOS. 

• OPFOR moves into next grid square. 
• US initiates final OF engagement and again specifies tanks as targets. 
• Again enters left side of Table 4 in 16- 20 column . 
• A die roll of " 1" produces one additional loss (tank) for the OPFOR Battalion . 
• OPFOR completes movement. 
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TABLE · 4 DIRECT FIRE CRT 
Tar get Un rt Stops - Returns F 11 e 

DFS of Unit Continue s to Move/Returns F11 e 
[Target Losses , Defending Unit Losses ] 

F111ng Unit 
1 5 6-10 11 -15 16 20 21 1 5 6-10 11 -15 16 · 20 21 t 

1 0 0 1 1 2 0/ 0 0 I 0 1; 0 2; 0 3/ 1 
__, 2 0 0 1 2 3 0 0 1 / 0 2 10 3 / 1 3; 2 _, 

3 0 1 2 2 3 1 0 2/ 0 3; 1 3 2 4/ 2 0 
a:: 
~ 4 1 1 2 3 4 1 2 0 2 / 1 3/ 1 4/ 2 5 2 -Cl 

5 1 2 3 4 1 4 1 2/ 1 3; 1 412 5 / 3 6/ 3 
6 2 3 4 1 4 1 5/ 2 3 / 1 4/ 2 s, 3 6/ 3 6/ 4 

* NOTE: This table applies to direct fire engagements at two to three kilometers . It is used against a 
target that may continue to move or stop to return fire (for more accurate fire) Results are based 
upon the direct fire strength of the initiating unit (usually the defender) and the die roll ; and, may be 
applied against either hard or soft targets, as specified by the firer (right to left on tally sheets) . Any 
time the left side of the OF CRT is used, return fire does not count against the moving unit 's number 
of OF engagements per turn . The return fire capability should be used for only those weapon systems 
that have stabilized turrets (M60A3s, T- 62s, etc .). 

Figure 31 . TABLE 4 . 

If the target unit chooses to stop and retu rn fire: 

THE FIRER SUMS DFS and refers to the right side of "return fire " portion of the OF CRT (Table 4) to 
determine losses for the engagement. 

THE UNIT WHICH STOPS to return fire must remain stationary for the remainder of the turn and 
has no more OF capability if he has moved at all during the game turn . 

EXAMPLE: 

• OPFOR tank batta lion moves into OF range of US tank company . 
• US announces OF engagement and specifies tanks as the targe t . 
• OPFOR elects to stop and return fire . 
• Enter right side of Table 4, "Target Unit Stops- Returns Fire " in 16- 20 column since the US 

tank comoanv has a OFS of 17. 

• A die roll of "3 " produces 3 losses (tanks) for OPFOR and 2 losses for US . 
• The OPFOR tank battalion may not initiate a OF engagement or move for the remainder of the 

turn . 
• The US tank company may initiate one additional OF engagement (right side of Table 4) or pull 

off position at V2 MV. 

D irect fire against unit s in prepared posit ions results in V2 of the losses as shown on the CRT 
(round down). 



Summary of OF Rules. Basically, units may 1nit1ate only two direct fire engagements without 
moving, in any one game turn . Variations may be employed at the option of the player/ controller. The 
defender may delay by firing once at an attacker and withdrawing at half of his movement value, or 
may fire twice at the attacker and remain in position. The attacker may not init iate f ire at a defender 
unless the defending unit has been spotted before the firing takes place. The attack ing un it may, in 
this case, initiate two OF missions against the defender but may not move. If the target unit is 
stationary (in a defensive position) the right side of the CRT is used. Additionally, if the target unit has 
used two direct fire engagements, firing unit losses are zero, since the target unit has expended his 
firing capability. (The unit initiating fire becomes the defender for purposes of reading results from 
the OF CRT). As defined previously, the attacker may be fired upon twice while on the move and, if 
within range of the defender, conduct close combat the following turn . In other words, close combat 
is postponed until the defending unit 's firing capability has been restored . This accounts for the 
dispersion effect of fires on the attacking unit and the coordination required to mount an effective 
assault. The attacker may elect to stop and return firing during these engagements but must remain 
stationary for the remainder of the game turn . When the attacker elects to stop and return fire , he 
may return fire only once in that turn even though he. may be fired at by all defending units in range . 
The attacker may also initiate one OF engagement against the defender and proceed at Y2 MV. 

ATTACKER IN A TURN MAY: 

• Move, return fire on the move,* and stop to return fire if he has not used all MV. 
• Move, return fire on the move, complete movement to use maximum movement value . 
• In itiate two OF fire engagements- no movement. 
• Move, return fire on the move, and conduct close combat. 
• Move and choose not to fire. 
• In itiate one OF engagement and move at Yi MV. 

DEFENDER IN A TURN MAY: 

• Move and choose not to fire . 
• Initiate one OF engagement and defend against the close assault in the same game turn . 
• Initiate two OF engagements and defend against close assault the following turn . 
• Initiate two OF engagements and remain in position . 
• Initiate one OF engagement and execute a delay by moving Y2 MV (minimum of 2 KM). 

* NOTE: Only weapons systems with stabilized turrets may return fire on the move, ie., M60 A- 2, 
M60 A- 3, T- 62, etc. 

TACTICAL AIR. 

Immediate airstrikes may be employed by either side at any time during the game turn . Such 
airstrikes may be employed only against targets that have been spotted. The High Performance (TAC 
AIR) CRT (Table 6) are used to determine the effects of each mission . Each major command receives a 
number of tactical air strike sorties to allocate during the game (specified in the scenario) . A tactical 
air strike is defined for game purposes as a two-aircraft flig ht (two sorties) . Tactical air strikes w ill be 
emp loyed by the following procedures: 

The US division commander / the OPFO R A rmy commander will allocate air strikes to brigade 
commanders (US) or division commanders (OPFOR) for use in a specific game turn. Allocation will be 
made at least one game turn in advance (i .e., immediate air strikes allocated in one turn will arrive on 
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stat ion for employment in the next turn). If, after arriving on station, the target has moved. the aircraft 
are allowed to search out to 3 grid squares. If the target cannot be found within a 3000M radius of 
the target grid, the mission is aborted. 

Brigade/ division com manders may apply air strikes to any spotted targets and OPFOR artillery 
pos itions that have revealed their firing positions to counterbattery radar or other acquisition means. 

More than one air stri ke. if available. may be applied in succession to the same target. 

EXAMPLE: 

• OPFOR battalion has CCS of 25. 
• Enter 21 - 25 column of Table 6. 
• Die roll of " 1" produces a loss of 4 CCS points on OPFOR batta lion . 

If an Artillery unit is hit by an air strike. resu lts are in Indirect Fire Strength points. 

TAB LE · 6 HIGH PERFORMANCE [TAC AIR ) CRT 

TARGET Effects on US/OPFOR Tgts in CCS or IFS Points 

STRENGTH 
(Used Only Without Supplemental Rules) 

0·5 6 10 11 ·15 16 2 0 21 2 5 2 6. 
I 

I 
1 0/ 0 1 I B 1 1 2 2 3 4 4 '5 

--' 2 0/ 0 0 0 2 2 3 3 4 4 5 5 --' = 3 1/ 0 c::.::: 1 1 010 4 0 5 5 6 6 
....... 

4 1 2 2 2 3 0 0 0 5 6 6 6 I -
C) 

I 5 2/ 2 3 4 4 4 5 5 0 0 6 6 
! 6 3/ 3 4 4 5, 5 6 6 6 0 0 0 

NOTE: Results are applied for each two -aircraft mission . Losses are accessed to target units based 
upon target unit strength and die roll . Losses are applied to both " hard " and " soft" targets (right to 
left, both rows on tally sheets) . Zero results indicate an aborted mission due to A DA, weather, etc . 

Figure 32. TA BLE 6. 

Air strike effectiveness against targets in built -up areas, forests, and prepared positions is reduced 
by halving the loss reading of the CRT (round down). (See Tactica l A ir/ A ir Defense Supplemental 
Rules for more detailed treatment .) 

CK H LICOPTERS: 

Armed helicopters may be employed at any time during the game if they are availab le. As with 
other maneuver units. attack helicopters may move their full all owed movement rate or trade off a 
portion in order to fire . In any case, they must return to the FAR RP to rea rm and refuel within 3 game 
turns . II other words, they may be airborne only 1 Vi hours (3 turns). Attack he licopters have the 
following options: 



ATIACK HELICOPTER OPTIONS 

OPTION TURN 1 TURN 2 TURN 3 TURN 4 TURN 5 

2 

3 

4 

Move up to V2 MV; arrive at target & Return to FAARP 
engage once at normal effec-
tiveness 

Move up to Vi MV; arrive at target & Engage once at normal effec
engage once at normal effec- tiveness 
tiveness 

Move at over Vz to full MV; arrive Engage once at •double target 
on station" and loiter (no loss 

engagement) 

Move up to Vz MV; arrive on Engage twice at •double target 
station " and loiter (no engagement) loss 

At FAARP Available 

Return to At FAARP Available 
FAA RP 

Return to At FAARP 
FAARP 

Return to At FAARP 
FAARP 

Available 

Available 

'Note: Helicopter losses, in DFS points, are not doubled. 

Figure 33. TABLE 13. 

Helicopters armed with the TOW may fire direct up to 3 kilometers, provided targets can be 
acquired on roads or in open areas (not a fully forested grid square) . 

Attack helicopter res ults ca lculations: Table 7. The attack helicopter CRT reflects losses infl icted 
by helicopters and attrition suffered by he licopter units from ADA (e .g., a 4/ 1 result indicates that the 
target unit is attrited by 4 close combat stre ngth points, and the attacking helicopter unit is attrited by 
1 direct fire strength point). Since attack he licopters are assigned 2 DFS per helicopter, a loss of 1 
DFS point indicates damage. The helicopter may still fly and engage; however, the loss of 1 additional 
DFS point will cause loss of the helicopter . (See Tactical Air/ Air Defense Supplemental Rules for 
expanded play .) 
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TABLE 7 ATK HELICOPTERS CRT [Tgt Loss / Helico pt er OFS Loss ) 

HELICOPTER TGT CCS STRENGTH LESS THAN 25 TGT CCS STRENGTH 25 OR MORE 
OF STRENGTH 1 ·3 4 6 7-9 10 ·12 13 · 15 16 + 1·3 4·6 7.9 10· 12 13 15 16 + 

' 
1 0/ 0 0/ 0 1/ 0 2 / 1 3/ 1 0/ 0 1/ 0 2 / 1 2/ 1 3 / 1 4/ 1 5/ 1 

_, 2 0/ 1 1 / 1 2/ 1 3/ 1 3 2 4/ 1 1/ 0 2/ 1 2 / 1 4 / 2 4 / 2 5/ 2 _, 
= 3 1/ 0 1/ 1 2/ 1 3/ 2 4/ 1 5/ 1 1/ 2 3/ 2 4/ 3 5/ 3 6/ 3 7 / 3 = 
....... 4 1 / 1 2/ 1 2 / 0 4/ 1 5/ 1 5/ 2 2/ 2 3/ 3 4 / 3 6/ 4 7 / 4 8 / 3 -= 

5 1/ 0 2 / 1 3/ 1 5/ 2 5/ 2 6/ 2 2/ 2 3 / 3 4/ 3 6/ 4 7/ 4 8/ 3 
6 2/ 1 2/ 0 3/ 2 5/ 1 5/ 2 6/ 3 2/ 3 3/ 3 5 / 3 6 I 4 8/ 4 8/ 4 

J 

NOTE: This table is applicable to an independent attack helicopter engagement where losses are 
applied to both the target unit and the helicopter unit. The difference in tables is dependent upon the 
combat strength of the target unit . Losses to target units are both " hard " and " soft " targets (right to 
left on tally sheet- both rows). 

Figure 34. TABLE 7. 

EXAMPLE (OPTION 3): 

• US uses ful l movement value al lowance to target in turn 1 and loiters without engaging . 
• US engages with attack helicopter platoon in turn 2. 
• Target CCS is 41 . 
• Enter right side of Tab le 7 when target strength is 25 or more. 
• Enter 13- 15 column since an attack helicopter platoo n has DFS of 14. 
• A die rol l of " 1" gives a readi ng of 4/ 1. (Since the unit has " loi tered " and selected good firing 

positions, the results are doubled against the ta rget unit.) 
• 8 losses against the target and 1 DFS point lost in the attack he licopter platoon. 
• Attack he licopters return to FARRP in turn 3. 

CLOSE COMBAT RU ES 
Close combat occurs whenever the defender chooses to remain in position and engage the enemy 

at ranges 1000 meters or less. This does not imply that a unit accepting close combat is being 
decisive ly engaged and thus loses his ability to maneuver. If the attacking player enters a grid 
adjacent to a defending unit , it is in the defending unit's " zone of control" and must engage that unit 
in close combat unless the defending unit elects to withdraw. Both sides normally suffer heavier 
casualties and one or the other side will be compelled to yield ground . The following rules only apply 
to maneuver units. If an attacking maneuver unit enters the zone of control of a nonmaneuver unit, 
for example an arti llery battery, then the artillery battery is ruled ineffective and taken out of play. If 
detailed Admin and Logistics play is desired, tally sheets are prepared for all units and attrition by 
weapon's system, support vehicles and squad equivalents is calculated based on the close combat 
CRT. 
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PROCEDURES 

Units which move into a grid square adjacent to an OPFOR unit must halt and conduct close 
combat. More than one unit may be used in close combat; however. each attacking uni t must be 
located in the zone of control of the defender. Defending units must declare intent to withdraw as 
attacking units enter the zone of control if they wish to avoid close combat. The unit declining close 
combat. in effect. makes his movement immediately. This unit must move at least two gr id squares. If 
a defending unit accepts close combat in a particular tu rn, and subsequently expends his combat 
pow er prior to the attacker actua lly engaging 1n close combat , the defender must engage 1n close 
combat the follow ing tu rn when his combat power is restored . 

H Ml A ION. 

A ll attacking units tha t enter the defender 's zo ne of control w ill partic ipate in the close comba t. All 
defend ing units which have attacking units in their zone(s) of control must be attacked. This ru le is 
governed by the intention of the attacker. 

EXAMPLE: If the OPFOR commander decides to close assa ult a si ngle company team position he may 
do so. Note the overl apping zones of control. US may not add the CCS of the unit at 0 2 to the CCS of 
the unit at 01 . The unit at 02 may, however, conduct a DF ngageme nt on in-range OPFOR units 
pr ior to close combat. The OPFOR commander (his opt ion) may choose to conduct two close assa ults 
by splitt ing his regiment so tha t the OPFOR battalion at A3 would att ack the US mech company at 
02. 

-

~ 
02 03 

Figure 35. A TT ACK/NG HINTS. 

Defending units may prepare successive or altern ate posit ion s for later occupation. The defender 
must identify such posi tions and record the ir location du ring preparation for play. The scenario 
determines the number of pos itions a unit prepares before play begins, (see US Scenario Gu ide). 
These positions will double the CCS of the unit occupying them. 
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Figure 36. CLOSE COMBAT. 

[Qi 
03 

In the above illustration , the OPFOR Commander may conduct close combat against two US 
companies. (He could l1ave chosen to close assault only the US tank company at 01 with all three 
battalions, and the US rnech company at 02 would be allowed only OF fires prior to close combat .) 
Since the tank battalion at A3 1s engaging the company at 02 in close combat, the CCS of both 
companies will be totaled separately with support ing artillery for two close combat engagements. 

The combat strengths of each defending unit, including artillery, are added into a single defensive 
value for each close combat engagement. All attacking units participating in the close assault, 
including artillery, are also combined into a single combat factor . Keep in mind that the Close Combat 
CRT includes all types of combat tl1at occurs within 1000 meters range, and not necessarily just the 
final assault to seize an objective. 

Defending units may be assisted by FPF from in-range allied artillery unit The FPF value of an 
artillery unit is its doubled combat strength (IFS). However, FPFs can only be used for prepared 
positions (initial or successive). They cannot be used for units in forests or built -up areas who have 
" attained" prepared position status. For those units which are in hasty positions or have " attained" 
prepared position status, priority targets may be fired . This will double IFS. FPF or priority target 
strengths are then added to defensive strength before the computation of combat ratios. When 
attacking units are supported by artillery in close combat , their IFS is doubled and added to the 
combat strength of the attacking unit(s) for the computation of ratios . The purpose of this rule is to 
recognize the increased firepower available from artillery units in direct support. General support, 
general support reinforcing or reinforcing artillery fires are not doubled unless they are in the fact 
capable of and do fire FPFs for the units 1n contact. 

Occupation of prepared positions double CCS points . (Real time construction of prepared 
positions is a minimum of 8 hours .) Hasty positions may achieve prepared pos1t1on status as 
discussed below. 

Defending maneuver units who have been in their present, hasty, positions for three complete 
turns without engaging a target reduce vulnerability to all types of weapons systems by V2 . Forests 
and built -up areas also provide sufficient cover and concealment to halve their vulnerability to all 
types of weapons systems. Regardless of possible combtnations, no defending unit will be allowed 
triple CCS, or will be able to take 113 losses as a result of combat engagements. 



Reinforcement of the attack. OPFOR doctrine calls for the reinforcement of first echelon 
battalions by the second echelon or reserve battalion, at the option of the attacker. during the conduct 
of close combat . This may occur only when the first echelon battalion is at 70% strength or below. 
The procedure is as follows: The reinforcing battalion counter 1s placed on the first ecl1elon battalion 
counter in the zone of control of the defending unit. provided the reinforcing battalion can move to 
that location . No more than two battalions may be stacked . Thus, the CCS of the reinforcing unit is 
added to that of the first -echelon unit . Any attrition resulting must be distributed equally among the 
units. If the attrition cannot be evenly divided, the first echelon unit will be depleted the greater 
amount. After the attack, the unit must again occupy separate grid squares 

Attackers CCS is doubled for close combat . This accounts for the ability of the attacker to choose 
the time and place to maximize his combat power. Attackers that wish to conduct close combat from 
grid squares containing mines or emplaced obstacles must halt for one complete turn before 
conducting close combat. During this halt the defender may engage twice using the Direct Fire CRT 
with the results doubled. This is an exception to the rule that states a unit may not be fired at twice 
by the same unit while stationary in the same grid. (Note. this rule is not used when playing the 
Engineer Supplement.) For meeting engagements or hasty attacks that may occur in the covering 
force area. attackers CCS is not doubled. 

(See Table 5· Close Combat CRT for all close assault combat). 

Results of close combat are determined by a single die roll for each grid square in which a unit 1s 
defending. 

The total attacker's strength, including supporting artillery, is computed as a ratio against the 
total defender 's strength, also including artillery. The die roll result 1s indexed in the CRT, and the 
result 1s a combat strength attrition (e .g .. a 316 indicates three CCS points lost by the attacker and 6 
points lost by the defender). The following is a sample calculation of two attacking battalions 
supported by three battalions of artillery, against one company defending supported by two batteries 
of artillery. 

ATIACKER DEFENDER 

Battalion 1 (CCS) 45 Company (CCS) 15 
Battalion 2 (CCS) 48 (doubled for prepared 

93 positions} X2 
{doubled for attack) X2 Subtotal 30 

Subtotal 186 Spt btry #1 FPF (IFS) 6 
(doubled for FPF) X2 

Spt Arty Battalion #1 (IFS) 16 Subtotal 12 
Spt Arty Battalion #2 (IFS) 15 Spt btry #2 on / call (IFS) 6 
Spt Arty Battalion #3 (IFS) 14 Subtotal 18 

Subtotal 45 Total : 48 
(doubled for supporting 
close assault X2 

Subtotal 90 
Total : 276 

Attacker to defender ratio is: 276:48 or 5.25 : 1. 

Figure 37. SAMPLE ATTACKER TO DEFENDER RA TIO. 
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Enter the column on Close Combat CRT headed 5:1 to 5.99:1 with the resulting die roll. If a "2" is 
rolled, the attacking units lose 2 CCS points (1 to one battalion and 1 to the other). The defending unit 
loses 5 CCS points. In the final step, the attacking units withdraw a minimum of two grid squares 
(note that because a 2 was rolled, this was an unsuccessful attack). 

The Close Combat CRT indicates whether the attack was successful or unsuccessful. If the attack 
is successful, the defending units are required to withdraw at least two grid squares immediately and 
may move up to half its movement value . It may not move again until the next turn . Successful 
assaulting units must occupy the grid square formerly defended with one of the assaulting units for 
one complete turn following close combat. If unsuccessful, assaulting units must withdraw two grid 
squares immediately. Such retreated units may move only half its movement value during the next 
turn . 

TABLE - 5 CLOSE COMBAT CRT 
A TKR to DFNDR 1 4 to 1 3 t 0 1 2 t 0 1 1 t 0 2 1 to 3 1 t 0 4 1 t 0 5·1 t 0 6 1 to 7 1 or 
Strength Ratios 1 3 01 1 2 01 1 1 01 1 9 9 1 2 99 1 3 9 9 1 4 9 9 1 5 9 9 1 6 99 1 Better 

-
~ 

1 1 0 1 0 6 3 5 1 5 3 4 3 3 4 3 5 3, 6 2 6 
_, 2 2/ 0 2 0 2 1 3 1 3 2 4 4 3 5 2 5 ' 3 3 3 6 _, 
= 3 3/ 0 3 0 3 1 4 1 3 3 3 4 215 3 5 2 5 1 5 ex: 
....... - 4 4 0 4 1 4 2 4 2 3 4 2 4 3 5 2 5 2 6 0 4 
c:::l 

5 5 1 4 2 4 3 4 t 3 4, 5 3 4 2 4 2 5 1 5 0 f 5 
6 6 2 6 3 5 3 , ' 3 2 3 3 2 3 1, 3 1, 4 0 4 0/ 6 

UN SUCC ESSFUL ATTA CK .... ~ SUCC ESSF UL ATTA CK ~ 

NOTE: In addition to allocating combat losses to both the attacker and defender, the roll of the die 
also determines whether the attack was successful or unsuccessful, per the solid " ladder" line. 
Ratios are determined by comparing total attacker strength to total defender strength and then 
applying this ratio to the appropriate column. Results are applied to both "hard" and "soft" targets . 

Figure 38. TABLE 5. 



MISCELLANEOUS RULES 

TALLY SHEETS. 

The ta ll y sheet serves severa l purposes. 

m tl JANK l CREW 

o APC 

6 APC WI TOW 

~ APC SCOUT 

ors DIRECT FIRE STRENGTH 

CCS CLOSE COMBAT STRENGTH 

ARTilLERY UNITS IN SUPPORT 
B/ I 760 155 SP 
C/1 760 ' 155 SP J 
A /2 769 BIN SP I 

OTHER UNITS IN SUPPORT 
ATK HELICOPTER PLATOON 
CLOSE AIR SUPPORT MISSIONS 

UllY SHEET INSTRUCTIONS 

OFS - NUMBER or COLUMNS WHICH CONTAIN 
6 OR tl SYMBOLS 

CCS - HUMBER or WIBOLS REMAINING 1JOW 
COUNTS '1 VALUE I 

CASUAL TY ASSESSMENT PROCEDURES 

INSTRUCTIONAL SET 
MECH TEAM - TK HVY IA 11 ·68 MECH 

1 2 3 4 5 6 7 8 9 10 

TANKS t:I t:I t:I t:I t:I t:I t:I t:I 

TOWS 0 0 
APC'S <> <> <> 

MECH TEAM - MECH HVY [B/1 ·68 MECH) 
1 2 3 4 5 6 7 8 9 10 

TANKS t:I t:I t:I ti t:I 

TOWS 0 0 0 0 0 
APC'S <> <> <> <> <> <> <> 

ARMORED CAVALRY TROOP [A/1 ·25 CAVJ 
1 2 3 4 5 6 7 8 9 10 

BLUE TROOP LIST AND TALLY SHEET 

BEGINNING OFS 12 CCS 15 
~ 

11 12 13 14 15 16 17 18 19 20 

t:I t:I 

<> 

BEGINNING OFS 11 CCS 16 
11 12 n 14 15 16 17 18 19 20 

0 
<> 

BEGINNING OFS 18 CCS 21 
11 12 13 14 15 16 17 18 19 2] Of - OEOUCT FROM RIGHT 10 LEFT BY 

SPEClflEO CATEGORY II E, A!K 
HELICOPHR PLATOON EITHER tl 
OR o 'AT FIRERS CHOICE 

TANKS t:I t:I t:I t:I ti t:I t:I t:I t:I t:I t:I t:I 

CCS - OEOUCT FROM TOP TO BOTTOM ANO 
RICH! TO L[fl 

If - DEDUCT FROM BOTTOM ROW UNTll 
DEPLETED THEN TOP ROW I BASED 

TOWS 
APC 'S 

6 0 
<> <> 

6 0 6 0 
<> <> <> <> 

UPON ATTRITION OF I PER ?O TANKS NOTE Blmm l 4 ?1n MORTAR STRENGTH IS FACTORED INTO CCS OF UNITS 

Figure 39. SAMPLE TALLY SHEET. 

• It i v1 u I display of the internal ta k organization of unit 
• It provides a m ans for d1ff rentiatmg between long range direct fire combat trength (by 

counting up appropriate columns}, and close combat str ngth (by counting weapon 
systems). 

• It prov1d s m an for allowing th firer m a direct fire engag ment to choo e h1 targ ts 
(tanks or soft t rgets) by c tegory 

• It provide a m ans for differentiating the vulner b1ht1e of tank and infantry units to 
artillery fire 

• Although the tally sheet d1spl ys individual tanks, APC mounted infantry quad . nd 
APCs mounting TOW mis 11 s, these symbols represent differ nt types of combat trength 
point . For instance. e ch infantry squad APC ymbol I o r pres nt th combat pow r 
contributions of the company 81 mm mort rs and the b ttahon 4 2 inch mortar Each 
tank symbol al o repr sents the combat power contribution of the battalion 4 2 mch 

tar 
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UNIT EFFEC IVE E S 

When OPFOR units are depleted to less than 30 percent or US units are depleted to less than 40 
percent of their original CCS, their remaining combat value must be removed and the unit symbol 
recorded as destroyed and removed from the gameboard. (See Optional Rules for more detailed 
treatment.) 

AIR SE WEAPO S EFFECTS. 

Air defense weapons effects are already incorporated into the CRT results for tactical air strikes 
and attack helicopters. (See Air Battle Supplement for more detailed simulation.) 

IN LI CE PLAY. 

This discussion covers only those aspects of intelligence play required for Open Mode play. 
Additional rules and requirements can be found in the Intelligence Supplement and Optional Rules. 
These rules may be expanded for Closed Mode or CPX play. 

The requirements for spotting were outlined at the beginning of Section II. When a unit is spotted 
(by shooting or moving) the counter is flipped up to reveal the type unit (diagram). Although the unit 
identi fication is revealed, e.g., "1-3 Tank Battal ion," only the fact that it is a tank battalion may be 
reported at ranges greater than 1,000 meters. Once the attacking counter enters the zone of control 
and participates in close combat , specific unit ID may be made . Obviously when a unit (counter) 
cannot be spotted. the blank side of the counter will face the opponent. The exception to this is for 
artillery counters which are flipped and turned per mission . 

Dummy counters (blanks) may be placed on the battle boards to deceive the opposing player. 
However, dummy counters must be removed when they are spotted. 

Insure that you understand these Basic Rules and Section I of the booklet . You will have the 
opportunity to reinforce your knowledge with the use of the Instructional Set and the TV tape . 

The Basic Rules are designed to give you the fundamental rules to be applied to an Open Mode 
Exercise as part of controller training . Do not study the Optional Rules until you have completed 
training with the Basic Rules. Section IV provides some abbreviated rules and guidelines that should 
provide a good summary and review of the Basic Rules . Section V provides a discussion of the tally 
sheets included in FIRST BATTLE . 



OPTIONAL RULES 

GENERAL 
The Optional Rules increase resolution and capabilities of the system and are designed for more 

sophisticated play. They may be used with any or all of the Supplements to FIRST BAITLE. A word 
of caution- DO NOT attempt to use any of these rules until you have mastered the Basic Rules . You 
must be able to operate in less than 30 minute game turns with i11 e Basic Rules before using the 
Optional Rules. The rules described in this section will increas the number of ass ssm nt routines 
and increase the time it takes to complete a game turn . Tl erefore, you must b prof1c1ent with all 
manipulations in order to mainta in the 30 minute actual time simulation 

LE: SMOKE 
RTILLERY 

Artillery may be used in a DF role when an attacking OPFOR unit is within DF range or enters the 
zone of control of the artillery counter. Each tube with a DF capability may count as .5 CCS / DFS 
points . The Direct Fire CRT (Table 4) or Clos Combat CRT (Table 5) will be used Losses to the 
artillery unit wi ll be a direct reading from either table but will be in Indirect Fire Str ngth oints . 
(Vulcan and other OF capable air defense weapon systems may be awarded .5 DFS I CCS per firing 
unit .) ' 

EXAMPLE: 

A US 155 (SP) battery has an IFS of 6 and a DFS of 3. It engages a ta get beyond 1000 meters 
which stops to return fire . Enter the right side of Table 4 in the 1-5 column. A die roll of "6" 
produces 3 losses on the target and 1 IFS lost by the 155 (SP) battery. The US battery di places. 
It now has a IFS of 5 (5 tubes) and a DFS/ CCS of 2.5 or 2 (round down) 

TABLE · 4 DIRECT FIRE CRT 

c:::> = ......, 
c::::i 

OFS of Un it Continues to Mo e/Returns f11 e 

3 4 2 
4 2 5 3 
5 3 I 6 3 

[®~''ITn'IT ru lEJ ________ F_1
9
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In the example above, the artillery unit could have been used in a OF role in close combat, and its 
CCS points of 3 used alone or as part of a total Close Combat Strength . If the attack was successful 
(in any case) the artillery counter would then be assumed to be overrun and destroyed. and, removed 
from play. 

Smoke is considered in visibility and all weapon system effects in the CRTs. Use of smoke for 
special operations may be ruled on by the senior control ler. The fol lowing represents an optional 
mode of employment : 

Artillery units may shoot one smoke mission, but no other types of missions, in a single turn . 

Smoke coverage remains for one turn to preclude spotting unless retired in subsequent turns. 

F 

1 grid 
3 grids 

1 battery smoke mission 
1 battalion smoke mission 

A flank shot must reflect proper execution of tactics and shou ld be ruled on by the Battle Board 
Umpire. Execution of a flank sl1ot simulates the best possible use of terrain, movement, and abi lity to 
direct the majority of a unit's weapon systems against a target . Accordingly, flank shots by maneuver 
units will double the attrition on a target, and permit the simu lation of battle areas, battle positions 
and "kill zones." Flank shots by attack helicopters, artillery, etc . will be handled as normal missions
attr1t1on will not be doubled. 

F ~T TIO 
In addition to the stacking rule for OPFOR battalions, the following may be applied for either side 

when units reach 30% (OPFOR} and 40% (US): 

E 

Unit may 101n with like units provided that t hey combine combat strength in the same location and 
real time movement values (MV) are used. 

ING U1 

Units may be pulled back off line, using real time movement, to the rear where they are 
reconstituted at a rate of 5% applied each 6 hours (20% for a 24 hour period) . 

Commanders may pull units off line prior to reaching 30 or 40 percent in order to reconstitute 
combat strength. 

NOTE· Reconstitution rate for US is used only when the Logistics Supplement is not being used. 

The play of reconnaissance units is not included in the basic rules since they make play a little 
more complex for the beginner, but they aid greatly in adding rea lism. If reconnaissance units are 
played, the following rules should apply to Air Cavalry troops, Armored Cavalry troops, US 
reconnaissance platoons, and OPFOR reconnaissance companies and battalions. These units operate 
over widely dispersed frontages . 



GROUND RECONNAISSANCE UNITS 

The grids in which these counters are employed mark only the center of mass of the unit The 
zones of control of these units extend two grids out from the grid in which the marker 1s located, if 
the units have been stationary one turn. When reconnaissance units are moving, their zones of 
control are the adjacent grids only, as with any other type of units. Whichever zone of control applies, 
normal or extended, a reconnaissance unit can spot exposed or moving targets from any pomt withm 
its zone of control out to 3000 meters line-of-sight . Within its zone of control , a recon unit can spot 
concealed positions, locate minefields and other obstacles (but it cannot clear them without 
assistance). and can either report its findings or call in indirect fires . Reconnaissance units may be 
attacked by fires only if the unit (counter) can be spotted. But defending units can become engaged in 
close combat if the attacker enters the adjacent grid, as with other types of maneuver units. In all 
ways not specified above, reconnaissance units behave as other maneuver units. 

The simu lation of air cavalry units is difficult because of the varied modes of operation in use, the 
transitiona l nature of air cavalry doctrine and the prospect of TOE changes . Thus, the procedure 
out lined here should be considered a start point for local modification Air cavalry units employ teams 
of scouts and attack helicopters to survey wide areas. They can gather detailed intelligence from 
areas which they overfly- their overfligl1t zone- and can gather general , less detailed, intelligence on 
any activity they can spot from their overflight zone. The overflight zone in this simulation procedure 
is 3 grids wide and 15 grids long. The unit counter is in the center of mass of this zone. This zone can 
be represented by a gridded piece of acetate with the air cav troop symbol in its center . This piece of 
acetate also includes a representation of that unit's observation zone, in which it can spot targets. 
Any grid which is even partially included in this zone is considered under observation regardless of 
line-of-sight . Within its over-flight zone an air cavalry unit can gather intelligence on emplaced 
obstacles and within its observation zone can spot targets for artillery, attack helicopters, or 
intelligence purposes. Employed in this fashion, the air cavalry troop is not subject to attrition in this 
simu lation . 

Some air cavalry unit TOEs now include an attack :1el1copter platoon. If such a unit is to be 
represented, then that platoon can be employed as any other attack helicopter platoon and can then 
be played with an attack helicopter platoon counter available in the game set. The air cavalry troop 
represented in this simulation is assumed to be able to maintain its operations on a sustained basis 
during day light hours. It can move its overflight zone 10 km every turn if 1t so desires. 

This may be facilitated with the following procedures. It should be noted that an offensive scenario 
may be simulated using these rules. Idea lly, a US offensive scenario would incorporate the use of 
battalion counters for US and company counters for OPFOR. However, experience during field 
evaluation of FIRST BATILE has indicated that the use of company size counters for US will suffice. 
This has provided flexibility to switch from defensive to offensive scenarios during command post 
exercises without having to increase the number of player/ controllers for the OPFOR to handle an 
inordinate number of company size counters and multiple engagements. Further, exercise time was 
not used to prepare additional counters or replace existing counters on the Battle Boards. 

c 
When US has a tactically sound opportunity to conduct a counterattack against OPFOR units, the 

offensive/ defensive roles of both are essentially reversed. (Controller/ umpire arbitrates on 
soundness if disputed.) 

l~~mmrm~J __________________ 4__,7 
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FO CE STRUCTURE 

GE 

H 

• OPFOR battalion counters are assumed to occupy two gnds instead of one; OPFOR choice of 
location . CCS is computed for half the battalion (one grid attacked by US) only . The remaining 
half may engage with direct fire only as US moves, if OPFOR has not expended his OF 
capability, and all other OF rules apply. The half battalion being close assaulted may also use 
OF again against the counterattacking US unit. 

NOTE: OPFOR units must assume a defensive posture when counterattacked by US. In so 
dcing, OPFOR must reposition its battalion counters so that there is a minimum of 1 grid 
separation between units. 

• If the OPFOR battalion defense is successful, the unit remains in position for the remainder of 
the turn in which the close assault was conducted and for one additional turn . OPFOR may 
then resume the offensive, if tactically sound, as a full battalion occupying one grid. 

• If the attack on OPFOR was successful, the US battalion occupies one of the grids vacated by 
OPFOR, (attackers choice) and OPFOR must withdraw two grids. All units of the OPFOR 
battalion must withdraw to adjacent grids. 

• The US force may stack four companies plus reinforcements (and combined or reformed units), 
as does OPFOR in an attack role. The US force must have sufficient movement value to occupy 
the grid vacated by OPFOR, if successful. If not, the attack (close combat) is assessed the next 
game turn . 

• If US is successful, 11~ occupies the grid in the same turn and remains in the stacked 
configuration until a defensive mission is again announced. 

• If US is unsuccessful, he must withdraw two grids, regardless of previous movement values 
used. 

• The US force must announce at the beginning of the turn his intent to counterattack. If 
approved by the battle board controller. US executes llis attack at the beginning of the turn as 
does OPFOR while attacking . (Essentially, roles of attacker and defender are reversed . CRTs 
are read with US as attacker, and OPFOR as defender.) 

• Multiple battalion counterattacks are resolved one at a time and the actions between attacker 
and defender are kept as discrete as possible . Capabilities of units for each turn cannot be 
exceeded. 

• When auestions arise, the player-controllers should use the normal OPFOR rules applied to 
US units, and vice-versa . Controllers should assist in each of these type engagements and 
rulings made are final. 

• When units of either side are stacked in one grid, losses are applied equally to all units in the 
grid . 

UARTERS A TTR 'TION. 
If it is desired to play headquarters of maneuver and combat support units. these optional rules will 

expand play. This may be used with or without the Electronic Warfare Supplement, and should not be 
used with the Logistics Supplement . 

PR PA A Y HEETS 

Unit headquarters are represented on the optional tally sheets in the soft target row . Personnel in 
the headquarters are indicated by a circle (Q ) representing 10 personne l and associated weapons 
(squad equivalent). When using the Admin Supplement headquarters units are attrited by crossing 
out squad equivalents in the normal manner, one for each combat strength point lost. The number of 
personnel casualties are then determined using appropriate tables from the Admin Supplement. 



PROCEDURE. 

For all engagements except Close Combat: (See Table 14). 

Effect on 
Damage/ Effect Subordinate 

Die Roll Disruption on HQs Units Remarks 

1-3 Light Lose 1 /2 Lose 1 /2 MV No cumulative 
MV next next turn effect. 
turn 

4-5 Medium Lose 1 / 2 Lose 1 /2 MV Cumulative et-
MV next next 2 turns feet if attacked 
2 turns next two turns 

and die roll is 
"4" or "5 " for 
those two 
turns; last roll 
would have ef-
feet of a roll of 
"6"; has re-
stored 2 turns 
following at-
tack . 

6 Total Lose all MV Lose all MV Headquarters 
Counter re- next turn; 1 / 2 restored 2 
moved from MV following turns following 
play turn; 1 /3 off attack. 

combat strength 
(DFS, CCS, IFS) 
next turn . 

For Close Combat- maneuver unit in "zone of control". 

1-2 Light Lose 1 / 2 Lose 1 / 2 MV No cumulative 
MV next next turn effect. 
turn 

3-6 Total Lose all MV Lose all MV Headquarters 
Counter re- next turn; 1 / 2 restored 2 
moved from MV following turns following 
play. turn; 1 / 3 off attack . 

combat strength 
(DFS, CCS, IFS) 
next turn . 

Figure 41 . TABLE 14. 

l~~11fn1fill~/ ____ _ ___ _____ __ ____;;,.,..J 49 
GTA 71-2-3 



Assessment of Personnel and Equipment Losses may be simulated using Table 15. Levels of 
personnel and vehicles must be known prior to game play for each type of headquarters represented. 

DIE ROLL 

1 
2 
3 
4 
5 
6 

HEADQUARTERS, 
PERSONNEL AND EQUIPMENT LOSSES 

Multiply .07 x number of personnel and vehicles in headquarters. ,, 
.06 

,, ,, ,, ,, 
,, 

.05 II JI ,, ,, 

II 04 ti ti II " 
II .03 fl ti ,, ,, 
,, 

.02 II II JI II 

*Note. Do not use this table if the Admin Supplementary Rules are being used. 

Figure 42. TABLE 15. 



ABBREVIATED 
RULES 

AND 
GUIDELI NES 

SPOTTING/ ACQUIRING 

I 

c 
0 
UI 

--
--tn 

-
-
---
-
-
-
-
-
-
-

• Spotting and acqumng require line-of sight within 3,000 meters and 
OPFOR in suitable terrain. 

• When measuring grid squares diagonally, or other than straight North 
South or East-West measurements, measure 3,000 meters from center of 
grid square to center of grid square for spotting and acquiring. (A helpful 
tool is a 3" 5" card cut to 3,000 meter map scale.) 

• Movement of units is counted by grid squares, whether diagonally or N S, 
E-W. 

• Units in prepared positions may spot from any adjacent grid square. 

INDIRECT FIRE 

• Towed artillery may either shoot or move in a turn-not both. 
• A scheduled initial prep, FPF, rolling barrage, or priority target have 

double IFS. 
• FPF is applicable to prepared positions only and not positions that have 

attained "prepared position status" (i.e., in towns, forests, or remained in 
place three turns without engagement). 

DIRECT FIRE 

• Direct fire engagements are conducted at two to three kilometers, 
provided the target can be acquired. Limit: 2 per unit turn (limited by 
movement); one may be close combat. 

• A unit in direct fire range can be fired upon by as many unit that can 
acquire the unit as it continues to move. If it stops to return accurate fire, 
· forfeits the remainder of the movement value for that turn 

l~~n'if~~/ _________________ 5__,l 
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CLOSE COMBAT 

AIR 

c mb 1 m nd ory when n oppo ent m neuver mto an 
quar , unle the defender d cline to accept an assault and 

ou ting grid for maneuver, counter may move diagonally, from 
rid ny 1agonal movement is measured the same as from east to 

r fr orth o south. Obviously, mea urement on the diagonal 
distant th n E-W or S. or th1 low resolution system, 

h r nd (1 OOOm increments) are counted, the difference 
onal or traight movement is not taken into account for each 

mov iffere ce 1 included into the overall average. 
An tt ck1 g umt may have to "pay the price" from direct fire a they 
m n uv r mto an adjacent grid square. However, once the close combat 
h been esolved, the unit that must withdraw will not be fired upon by 
direct fire as he moves back (withdraw without further losses). 
If ar euver unit moves into a grid square adjacent to an opposing 

r illery u it, the artillery unit is considered destroyed and eliminated from 
play 
An ob tacle, one p ed (either river or man-made) has no effect on 
ub equent unit 

h he pter nd tactical air missions are computed separately They 
1 ed against units in a grid square adjacent to a unit defending 

g in t lo e comb t but their strengths cannot be included when 
p1lin CCS 

ct1 air must be cheduled prior to game play a "pre plans", but may 
co m1tted during play "as immediate " against spotted target (can 
applied to any unit within a radius of 3 kilometers from target grid 

r u ed) 

COMBAT RESOLUTION 

n agement by any weapon system are halved if the 
prepared position or hasty position in fore t built-up 
b en in h sty position for at le t three con ecutiv 

urn without firmg or moving or OPFOR contact. 
Combat I se are doubled when at acking, by any means, unit which 
t an ob t cle (including unford ble river). 

1 ion tus me n doubling CCS and halving the effects of 
n d1r c fir ngagement , ttac helicopters and airstr' 



• Combat Strength : 

In computing close combat strength (CCS). both sides should add supporting artillery (IFS). 
Multiple maneuver units may also be involved in close combat (provided they all maneuver into the 
zone of control) . In this case, the "assaul t " would wait until all attacking units are in position. (NOTE: 
At this time the defender may choose to withdraw.) 

Combat power for close combat will be declared by opposing players at the same time; thereafter 
it will not be changed. 

A first -echelon battalion attrited below 70 percent of its CCS may be reinforced by only one 
second-echelon or reserve battalion for a close assault (i .e., stacking) . 

Ineffective units are those at less than 40 percent of their CCS or IFS for the US, less than 30 
percen t CCS or IFS for OPFOR. 

• Tally Sheet : 

In work ing w ith tally sheets, be aware that losses are compiled against two types of targets, 
" hard" targets (tanks) and "soft" targets (personnel carriers) . Sheridans, PT 76s, BMPs, BRDMs, etc. 
are soft ta rgets . 

In the case of a close combat, a tactical air attack, and an attack helicopter mission, combat losses 
are assessed against both hard and soft targets- on the tally sheet. from right to left, top to bottom. 

In the case of a direct fire engagement (and return fire). combat losses are assessed against 
either hard or soft targets- as designated by the firer . 

In the case of an independent artillery mission. losses are assessed against soft targets first
from ri ght to left on the bottom row of the tally sheets; when 20 soft targets have been destroyed, you 
may attrit one tank. This means, you must get 20 cur,1ulative CCS points before a tank is a loss. then 
the process starts over again . When attritting pure tank units use the same type process. Once you 
have a cumu lative tota l of 20 CCS points by artillery fire, strike off one tank. 

In the case of US targets, note that a TOW weapons system counts as one-ha lf value for CCS . 

• Optional Ta ly eets are designed to expand play. 

Optiona l Form (All Units) . 

This tally sheet wi ll handle any company size unit or headquarters and should only be used with 
the Log istics Supplement . Provisions are added to handle consumption of POL, ammunition 
expenditures. and losses of vehicles, weapons and equipment other than major maneuver weapon 
systems. Units may cover these tally sheets with acetate to make book lets for brigades or battalions. 
Examples and instructions are found in Section V. 

Optional Tal ly Sheets for OPFOR forces are in the same configuration as in the kit scenario except 
that blanks are furnished to allow the user to " personalize" the OPFOR for any scenario . Examples 
are found in Section V. 
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Light Infant ry Tally Sheets 

Light infantry units may be played using the optional tally sheet. Combat points are allocated 
based on squad equivalents and indicated on the tally sheet by a circle (one point per squad 
equivalent) in the soft target row. Tows are also indicated on the sheet in the normal manner. Units 
are then attrited in the standard manner, right to left, top to bottom. Once attrition data has been 
noted on the ta lly sheet, the operations NCO will inform the Admin Player/ Controlle r, who will then 
translate combat points lost into personnel losses by grade and MOS (see Admin Supplement Rules) . 

MISCELLANEOUS 
• The air cavalry troop will be played as a normal maneuver unit, except that 

its combat pow r will be recorded on the counter and it will only be used 
for direct fire engagements. Rearm and refueling requirements have been 
incorporated into its beginning combat strength and the troop will be 
authorized one direct fire engagement per turn. It can also be maneuvered 
to spot targets for indirect engagements. 

• Sometimes it becomes difficult to keep track of the status of your unit 
counters (i.e., which have moved? which have fired?). Therefore, the 
following techniques are recommended. 

Wh en a un it counter has finish ed his m ovement fo r a turn (a nd all co mbat engagements). turn the 
counter over like a tent . 

When an artill ery unit has fi red one mission . flip the counter up to reve al un it ident if ica t io n. After 
it has fired its s cond miss ion for that turn, turn it on its side. 

When the last mission is comp let e turn the cou nter over l ike a tent. 
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TALLY SHEETS 
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GE ERAL -
This section provides illustrations of OPFOR and US tal ly sheets for optional play. Sample OPFOR 

tally sheets are included for primary OPFOR maneuve r elements and should suffice for most 
scenarios . Blank OPFOR tally sheets are provided in the kit so that the OPFOR can be tasked 
organiz d as desired. (The sample OPFOR tal ly sheets can be used as guides for completing the blank 
tally sheets .) 

US tally sheets for optional play use a somewhat diffe rent format than those for OPFOR because 
they (US tally sheets) must be compatible with the simulation of administration and logistics 
functions . The detail with which the US ta ll y sheets are prepared will vary with the scope of the 
exercise and the admin/ log play. For examp le, if it is desired to " track" only the maneuver units and 
the major weapons systems (tanks, TOWs and APCsJ. then the tal ly sheets wi l l be fairly simple, 
simi lar to those provided for in the FIRST BATILE " kit scenario ." On the other hand, if it is desired 
to sim ul ate and track the combat support and combat service support units and their associated 
equi pme nt. then the ta ll y sheets become inherently more c;omplex in order to portray the various 
items of eq uipme nt avai lab le in those units. 

Detai led inst ruct ions for the preparation of tal ly sheets are found on the Annotated Tally Sheet 
fo lder inc luded wi th the kit. These instru ctions wi ll not be repeated here; however, a few sample US 
and OPFO R ta ll y sheets are inc luded as examples with appropriate exp lanatory notes. 

Maneuve r unit ta ll y sheets simi lar to those used for the kit scena rio emp loy a simple legend for 
tanks ( ~ ), TOWs ( O ) and APCs ( 0 ). Tal ly sheets prepared for combat service support units will 
require some so rt of legend or simi lar system to identify vehicles or major items of equipment . The 
system employed on the sample US ta ll y sheets uses a non-standard legend. Users are encouraged 
to develop other legends or similar systems if desired to support their own n eds or requirements . 

The non -standard I gend used in he samp le US tal ly sheets is as follows: 

~ Tank / Armored Recovery Vehicle 

0 Other tracked vehicles 

~ SP Artillery 

[!] trucks / Wheeled Vehicles 

0 Dismounted Personnel (squad equivalent) 
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Determination of Direct Fire Strength (DFS) and Close Combat Strength (CCS) for rear area U.S. 
units is highly Judgmental Basically, the following gu1del1nes apply· 

DIRECT FIRE STRENGTH (DFS ): 

Sum the direct fire weapons with a range in excess of 1000 meters. (In many cases this will be 
Lero.) 

CLOSE COMBAT STRENGTH (CCS). 

Sum the tanks, one-half the TOWs and the greater of either APCs or squad equivalents. For CSS or 
other rear area units, you may use one-half the number of squad equivalents. (If the weapons organic 
to the 10 man squad equiva lent do not reasonably equate to one-ha lf of an infantry squad slice of 
combat power, the player/ controller may subsequently raise or lower this proportion.) A squad 
equivalent is assumed to be that number of soldiers, with associated weapons, equivalent to the 
combat strength of an infantry squad . For purposes of preparing tally sheets for CCS and other rear 
area units, a squad equivalent is assumed to be 10 soldiers. 



SAMPLE OPFOR TALLY SHEETS (OPTIONAL) 
The sample OPFOR tally sheets presented here are intended for use as guides in preparing OPFOR 

tally sheets for opt ional play. Users may deviate from these samples when requ ired by the scenario or 
for different task organ izat ions of OPFOR. 

OPFOR Sample 1 . MRR (2d Ech), MRD 

OPFOR TALLY SHEET 
MI Z ( 2." EC H) R E G T __ ___,_,_....,_T"""--D I V 

1st Bn (FIRST ECHELON ) 
'"COMBA I Of S :11 ccs .u, 

SlRlNGlH I 2 3 4 5 6 ) 8 9 I 0 11 12 13 14 15 16 I 7 18 19 20 21 22 23 21 25 16 27 28 29 30 31 32 33 

TANK S 
l=l 

Fl 
l=I Fl 

l=I 
l=I 

l=I l=l Fl 
l=I l=I Fl l=I 

~ 1---- -

BMP 'S i 0 1i 0 g 0 g 0 I& 0 g 0 i 0 12 0 g ~ g 0 i 0 
2nd Bn [FIRST ECHELON ) 

COMBAT ors 31 cc s 1. •b 
SIR[NGIH I 2 3 4 5 6 ) 8 9 10 11 12 I 3 14 15 16 I 7 18 19 20 21 22 23 24 25 26 21 2 8 l! 30 31 32 33 

TANK S 
l=I 

l=I 
l=I 

l=I 
l=I 

l=I 
l=I 

l=I l=I Fl Fl Fl Fl 
>-

0 g & 0 ~ & g !g g BMP ' S 0 0 0 0 0 ~ 0 0 0 6 0 ~ 0 0 0 
3rd Bn [SECOND ECHELON ) 

CO MBAl Of S 2<::'. ccs 33 
SIR£NCIH I 2 J 4 5 6 1 8 9 10 11 12 13 14 15 16 I 7 18 19 20 21 22 23 2 ~ 25 26 21 28 29 30 31 32 33 

TA NKS 

A 

0 0 i 0 0 0 0 I~ g ·~ BMP'S 0 0 6 0 0 0 0 6 0 0 0 0 0 0 10 10 0 0 10 
4th Bn [RES ) -CO MBAI OIS 9 ccs 14 

SlRlNGIH I 2 3 4 5 6 ) 8 9 10 11 12 13 14 15 16 I 7 18 19 20 21 22 23 24 25 26 2) 28 29 30 31 32 33 

TAN S ~ ~ 
Fl 

~ 
Fj 
~ 

Fl 
~ 

l=I Fl Fl l=I l=l l=l 

Bt'1P' S 

RE CON CO 
COMBAI ors z ccs 3 

SIRE NCIH I 2 3 4 5 6 ) 8 9 I 0 11 12 13 14 15 16 I 7 18 19 20 21 22 23 24 25 26 21 2 8 29 JO JI 32 33 

PT 7 6s 

BRO MS 0 0 0 

l™Z~VITn'iJ' ll!f~] ________________ ___,s1 
GTA 71·2·3 



OPFOR Sample 2 . TR (Res), MRD 

OPFOR TALLY SHEET 

1st Bn [FIRST ECHELON ) 
COMBAT ors 21 ccs 31 

STRENGTH I 2 3 4 5 6 ) 8 9 I 0 11 12 13 14 15 16 11 18 19 20 21 22 23 24 25 26 n 28 29 JO 31 J2 33 

TAN KS l=t Fl 
l=t 

Fl l=l Fl l=l l=1 l=t 
l=l l=l l=l 

l=l Fl l=l 
l=l 

l=l l=l l=l 
l=l 

l=l 
l=l l=l l=l l=l l=t l=t l=l t:1 l=t l=t 

BMP'S 

2n d Bn [FIRST ECHELON ) 
COMBAT ors 33 --ccs 50 

STR[NGIH 1 2 3 4 5 6 l 8 9 10 11 12 13 14 15 16 1 l 18 19 20 21 22 2 3 24 25 26 2 l 28 29 JO 31 32 JJ 

l:l Fl 
l:=1 

Fl 
l:=1 

l=l l::j l=l l::j Fl ~ l=l 
l:=1 

l=l l:i Fi l:i l=l l:i l=l l:i l=l 
1:::1 

Fl 
1:::1 

l=l 
l=l 

l=t 
1:::1 

Fl 
1:::1 

l=1 
1:::1 TANKS 

l:i l:i l::l H tj l:i l:i t:l J:I l:i l:i l:i l:i l:i t=l l:i ·- _..._ 

BMP S 
.__ 

3rd Bn [SECOND ECHELON ) 
COMBAl ors ccs 

SlRENGIH 1 2 3 4 5 6 ) 8 9 10 11 12 13 14 !i J! 11 16 19 20 21 22 23 24 25 ?6 11 28 29 30 31 31 33 

TA NKS 

- (DE TACµ EO TO l ~T ECl,.l REGI > ) 

BMP'S I I I I I I I I I I I I I I I 
4th Bn [RES ) 

COMBAT ors ccs 
SlRl NGlH 1 2 3 4 5 6 ) 8 9 10 11 12 13 H 15 16 11 18 19 20 21 22 23 24 25 26 27 28 79 30 JI 32 33 

TAN S 
(.DETACHED lo I s T ECH REGT s.) 

BMP 'S I I I I I I I I I I I I 11 I 
RE CON CO 

CO MBAT ors } ccs 3 
STRENGTH I 2 J 4 5 6 ) 8 9 10 11 12 13 14 15 16 17 18 T 9 20 21 22 23 24 25 26 2) 28 29 30 31 H 33 

PT 76s 

BRO MS 1i i6 



OPFOR Sample 3 . Recon Bn, MRD 

OPFOR TALLY SHEET 

co __._.R~E ......,CO ....... N~B~N-~---'M~RO~-D IV 
1st -&tr [FIRST ECHELON ] 

COMBAT ors 4 ccs 7 
STRlNGfH I 2 3 4 5 6 ) B 9 I 0 11 12 I 3 14 15 16 17 18 19 20 21 22 2 3 24 25 26 27 2B 29 30 31 32 33 

TANK S 1::1 
t::l 
1::1 

~ 

BMP 'S ~ c§> ~ ~ 
2nd ~ FIRST ECHELON 

COMBAT ors 4 ccs 7 
STRlNGIH I 2 3 4 5 6 7 8 9 I 0 11 12 13 14 15 16 17 18 19 20 21 2 2 2 3 2 4 25 26 2 7 2 8 29 30 31 32 JJ 

TA NKS 1::1 
1:1 
1::1 

'"" 
BMP'S ~ ~ I~ 10 

- CV 
3rd JI.Ir [SECOND ECHELON ) 

COMBAT ors 4 ccs 7 
STRENGTH I 1 3 4 5 6 7 8 9 10 11 12 13 I ~ 15 16 I.!_!! 19 20 21 71 2J 2 I 25 26 21 28 29 JO 31 32 33 

TA NKS r=l 1::1 

1::1 - - -
BMP 'S ~ I~ ~ ~ 

4th Bn [RES ) ·-COM8Al ors ccs 
SIRlNGIH I 2 3 4 5 6 7 B 9 10 II 12 13 14 IS 16 11 I B 19 20 21 22 23 24 25 26 21 28 29 30 31 J 2 33 

TAN KS 

BMP S 

RECON CO 
COMBAT ors ccs 

\ I R[HG TH I 2 J 4 s 6 ) 8 9 10 II 12 I J 14 15 16 I 7 18 19 20 21 2 2 23 24 25 26 21 28 29 30 31 32 33 

PT 7 6 s 

BR O MS 

[~~11frITflW~] ________________ --J59 

GTA 71 -2-3 



OPFOR Sample 4 . TK (Reinf) (1st Ech), TD 

I 

OPFOR TALLY SHEET 
TANK(lwrEGl REINF) REGT __ ~T~-DIV 

1st Bn [FIRST ECHELON ] 
CO MBA T ors 27 ccs '1 I 

ST RENGTH 1 2 J 4 5 6 7 8 9 10 11 12 I J 14 15 16 17 I 8 19 20 2 I 22 23 24 25 26 11 18 19 JO JI 32 33 

~ 
t=l 

f:1 
t=l 
~ 

t=l l=1 Fi ~ r=l 
~ 

t=l 
~ 

l::l ~ Fi ~ t=l 
1:1 
~ ~ TANKS 

l=1 1:1 l:l l:l l:l 1:1 1:1 l=l l:l l:l . 
i 0 BMP'S 0 0 0 0 0 

0 10 
2nd Bn [FIRST ECHELON ) 

CO MBA T ors , 7 ccs 4 1 
ST REN GTH I 2 3 4 5 6 7 8 9 10 II 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 19 JO 31 J2 J3 

T A N K S l:l l:l l:l l:l ~ ~ t=I l:l l:l l:l l:j l:l ~ l:l l:l l:l l:l l:l l:l l:l l:"1 
~ 1:1 1:1 1:1 R l:l l:l 1:1 l:l l:l 

3rd Bn [SECOND ECHELON ) 
C OMS Al ors 14 cc s 21 

STR EHG lH I 2 3 4 5 6 I 8 9 -10 \I 11 13 H 15 16 17 18 19 10 21 21 23 24 25 16 11 28 29 JO 3 I 32 JJ 
l:l l:l l:l 1:1 l:l l:l 1::1 

TAN KS 
R ~ Fl Fl~ t=1 1:1 t=1 1:1 ~ t=1 

1:1 1:1 ~ 

BMP 'S 

4th Bn [RES ) 
CO MBA T ors 14 ccs 21 

SI R[N GIH I 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 13 24 25 26 2 7 28 29 JO JI J 2 JJ 

TAN KS 
~ 

t=l Fl F1 F1 Fl F1 F1 
l:l ~ R 

BMP'S 0 0 0 0 0 0 0 0 0 0 
RECON CD 

CO MBAT or s ,. ccs '.3 
ST REN GTH 1 1 J 4 5 6 1 8 9 10 11 12 1 J 14 15 16 17 18 19 20 21 22 23 24 25 26 2 7 2 8 29 30 31 J 2 3 3 

PT 76s 

BRD MS <&
1
0 

I~ 



OPFOR Sample 5 . TR (2d Ech ), TD 

OPFOR TALLY SHEET 

1st Bn !FIRST ECHELON ] 
CO M BA 1 ors , I ccs 31 

STR[ HGTH I 2 3 4 5 6 1 B 9 I 0 11 12 13 14 15 16 11 18 19 20 21 22 2 3 24 25 26 27 28 29 JO 31 J2 33 

TANK S 1:::1 
t:l 

1:::1 
t:l 

1:::1 
t:l 

1:::1 
l=1 

t:l Fl 
t:l 

t:l 
1:::1 

t:l 
1:::1 

t:l 
1:::1 

t:l 
1:::1 

1:::1 
1:::1 

1:::1 1:::1 ~ l:j l:j 1:::1 1:::1 l:j l:j l:j 

BMP 'S 

2nd Bn !FIRST ECHELON ] 
COMBAT Of S 1 ccs '31 

STR[NGTH 1 2 J 4 5 6 1 8 9 10 11 12 13 11 15 16 11 18 19 20 21 22 2 3 2 4 25 26 2 7 2 8 29 JO 31 J? J3 - ...... 
TA N S 1:::1 

t:l 
1:::1 

t:l 
1:::1 

t:j 
1:::1 

t:l 
1:::1 

t:l 1:::1 t:l 1:::1 
l=1 

1:::1 
t:l 

1:::1 
Fl 
~ 

t:l 
1:::1 

1:::1 t:l 1:::1 1:::1 Fl 1:::1 t:l 1:::1 1:::1 t:l ,_ -
BMP' S 

3rd Bn !SECOND ECHELON ] 
COM BA I ors 21 ccs 31 

ST RC HG TH I 2 3 4 5 6 J 8 9 10 11 12 13 11 15 16 I 7 I B 19 20 21 21 23 21 25 26 21 2B 11 30 31 32 33 

TAN S l=l 
Fl 

l=l 
Fl 

1:::1 
Fl 

t:l 
t:l 

t:l 
t:l 

1:::1 
t:l 

l=l 
t:l 

l=l 
1:::1 

1:::1 
1:::1 

1:::1 
1:::1 

t:l 
1:::1 1:::1 1:::1 1:::1 1:::1 t:l t:l l=1 t:l t:l ,__ -

B f!IP' S 

4th Bn IRES ] 
COMBAT ors ccs 

SIRC HCTH I 2 3 4 5 6 1 B 9 I 0 II 12 13 14 15 16 I 1 18 19 20 21 22 23 24 25 26 21 28 29 30 31 32 33 

TA NK S 

Bl!IP' S 

RECON CO 
co Al ors .:: ccs 3 

SIRC HCIH l 2 3 4 5 6 1 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 J2 33 

PT 7 6s 

BR OMS g ~ 

~1AVID111'~~] __________________ 6__,1 

0-0 0-1 8 
GTA 71-2-3 



OPFOR Sample 6. MRR (Res), TD 

OPF OR TALLY SHEET 
MIZ{-){RES) REGT TANK DIV 

1st Bn !FIRST ECHELON ] 
COMBAI ors ' .2 ccs 3~ 

STR[NGTH I 2 3 4 5 6 7 8 9 I 0 II I 2 I 3 14 15 16 17 18 19 20 21 22 2 3 24 25 26 2 7 28 29 30 31 32 33 

TA NKS 
t::l 

t::1 t::l t:1 t::l t:1 t::l t:1 t:1 
~ l=l l=l t::l 

BMP 'S 0 6 0 6 g 0 1i 0 g 0 1i 16 0 ~ 16 6 6 
2nd Bn [FIRST ECHELON ] - CO BA l ors 24 ccs 3 7 

SIRENGJH 1 2 3 4 5 6 1 8 9 10 11 12 13 14 15 16 1 7 18 19 20 21 22 23 2 4 25 26 2 7 2 8 29 30 31 32 33 

TAN KS l:t 
t::t 

l:t 
~ 

t:1 t:1 t:1 l:t l:t t:1 t:1 t:1 t:1 l:t t:1 t:1 t:1 l:t 
l=l l=l l=l l=l l=l l=l l=l l=l l=l 

BMP' S i 0 1g 0 g 0 0 
-
3rd Bn [SECOND ECHELON ] 

CO BAT ors ccs 
SIR[HGTH 1 1 J 4 5 6 1 8 9 10 II 12 1 J 14 15 16 17 18 19 20 21 2 7 2J 24 25 26 21 28 29 JO 31 32 33 

TA N S 

(DETACHE D TO l"'..-EC.H RfGTS) 

BMP 'S 
I I I I I I I I I I I I I I 

4th Bn [RES ] 
COMBAI Of S ccs 

SIR£NCIH 1 1 3 4 5 6 ) 8 9 I 0 11 12 1 3 14 15 16 1 7 18 19 20 21 22 23 24 25 26 2) 28 29 30 31 J 2 33 

TA N S 

(DETACHED To 1'''1 ECH REGTS) 

BM P'S I 11 I I I I I 11 I 11 
RECON CO 

COMBAT ors ~ ccs ~ 
SIR£NGTH 1 2 J 4 5 6 ) 8 9 10 II 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 JO J J 32 33 

PT 76s 

BR OMS ~ 6 



SAMPLE US TALLY SHEETS (OPTIONAL) 
The sample tally sheets presented here are examples of tally sheets prepared for light infantry, 

combat support and combat service support units. They are based on current MTOE's w / changes. 

COMPANY TEAM TALLY SHEET UNIT DESIGNATION if INF CO 

"CU RR ENT 
CLOSE CBT STRENGTH % 

DFS 1 I® 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 lB 19 20 21 22 23 

ccs 1 2 3 4 5 6 7 8 IG.; 10 11 12 13 14 1 5 16 17 18 19 20 21 22 23 

;5oF'"\ 

TA Nit!! (HAR CJT 
6 0 -row.s 

VE'~\Cl,.~.:i; 0 0 G G G (!] 
~ (SOFT) 

HEADQUARTERS 
& 

<:i onnnRT 1<:nn1 

Pf't<O.oi.JN6L 0 D 0 0 0 0 0 0 0 0 0 () 0 0 0 0 0 

UNIT IS IN FFECTIVE AT 40% 

UNIT OPTIONAL INFORMATION FOR CPX SI MULATION 

DESIGNATION # v HICL S P RSONN L 

1. UNITS ATTA CHEO (OPCON. ETC) . 

2 . UNITS DETACHED (OPCON . ETC) : 

"3 , DIRECT FIRE ENGAGEMENTS THIS TURN . LAST TURN 

"4 , CLOSE COMBAT ENGAGEMENT THI S TURN . LAST TURN 

"!i , KILOMETER S MOVED THIS TURN . LAST TURN 

"NOTE: USE THE ABOVE OPTIONAL INFORMATION TO COMPLETE TH E BATTLE BOARD WORKSHEET 
FOR TRANSMITTAL TO THE LOGISTICS PLAYER / CONTROLLER . FORWARD EQUIPMENT ASSET 
CARDS FOR ALL VEHICLES HIT TO THE ADMIN P/ C AT THE END OF EACH TURN. 

FIRST BATTLE, OPTIONAL FORM 1 (29) c 
GTA 71 2· 3 

l~~Vll'nlf~~] _________________ 6~3 
GTA 71-2-3 



COMPANY TEAM TALLY SH EET 
"CURR NT 

UN IT DES I G NA Tl 0 N -'--1.:=.:......:D;_l;...;.V_ l-4'-'-'-MC..::.__ 

CLOSE CST STR ENGTH '!', 

OFS ~or.Jf! 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 1B 19 20 21 

ccs 1 2 3 4 5 6 7 B ® 10 11 12 13 14 15 16 17 1 B 19 20 2 1 

TANKS fHARO ) 

EJ 0 El 0 El G El I!l G G1 [!] 0 [!] El 
M CH ! SOFT) 

~ v~i.toc~e4J 

HEAOOUART RS G [!) 8 8 8 B. [;] G 
& 

9 El 8 8 13 El 8 G 8 B 
c:i 1nn"1>T 1<:nn 1 

PE~ONN E"I.- 0 0 0 0 0 Q 0 0 0 0 0 0 c 0 0 0 0 c 
U IT IS IN EFF ECTIV E AT 40 ' 

UNIT OPTIONAL IN ORMATION FOR CPX SIMULATION 

0 SIG ATIO n V HI CLES P RSO N l 

1 UNITS ATIACH EO fOPCON. ETC) 

2 UNITS DETACHED (OPCON ETC ) 

· 3 OIR CT FIR E ENGA G M NTS THIS TUR LAST TURN 

·4 CLOS COMBAT E GA G M E T THI S TUR LAST TURN 

· 5 KILOM T RS M D V 0 THI S TURN LAST TURN 

"NOTE US E THE AB OV OPTIONfl INFORMATION TO COMPL TE TH E BATILE BOARD WORKSHEET 
FOR TRANSMITIAL TO THE LOGISTICS PLAYER / CO NTROLLER FOR WARD EQU IPM ENT ASS ET 
CARDS FOR All V HICLES HIT TO THE AOMIN P C AT THE ENO OF EACH TURN 

22 23 

22 23 

FI RST BATTL OPTIO Al FORM 1 (29) C 
GTA 7 1 2 3 

6 4 ffi 0 OO:~]J 
GTA 71-2-3 



COMPANY TEAM TAL LY SH EET u NIT D E s I GNAT I 0 N __;B:::...._;R-'-'I pc;..6...;_l:..;_.....;c.....;o;.___ 
"CUR A NT 
CLOSE CBT STRENGTH "• 

OF S NON E 1 2 3 4 5 6 7 8 9 10 11 1 2 13 14 15 16 17 1 8 19 20 21 22 23 

ccs 1 2 3 4 5 6 7 8 9 ~ 11 12 13 14 15 16 17 18 19 20 21 22 23 

TANK S (HA RD) 

\/ fH 1cu.::.s G El G 0 G 8 G B El G 8 El G G G l!l 0 (!] El 8 8 EJ , __ 
I 

H AD OU AA T AS 

C::llPPl"ll>T I C::l"lFT\ 

PE"R SO r-J'"-' E"L 0 0 0 0 0 0 0 0 0 0 c 0 0 0 0 0 0 0 c 0 

UNIT IS IN EFFECTIVE AT 40 11. 

UNIT OPTIONAL INFOR M ATION FOR C PX SIM ULATIO N 

D SIGNATION # VEHICLES PERSONNEL 

1 UNITS ATIACHED (O PCO N. TC) 

2 UNITS D ETA CHED (OPCO N. ETC) 

•3 DIR ECT FIR E ENGA GE M ENTS THIS TUAN LAST TUA 

·4 CLOS E COMBAT ENGAGE M ENT THIS TUA LAST TUA 

· 5 KILOM ETERS M OVED THIS TUAN LAST TUAN 

"N OTE US E TH E ABO VE OPTION A L IN FOR M ATIO N TO COM PLETE TH E BATILE BOAR D WORKSHEET 
FOR T AA N SMITIA L TO TH E LOGISTICS PLAYER/ CO NTROLLER FORWARD EQUIPM ENT ASSET 
CARD S FOR ALL VE HICLES HIT TO THE A DMI N P/ C AT TH E END OF EACH TU AN 

FIRST BATTLE. OPTIONAL FO AM 1 129) C 
GTA 71 2 3 



CO MPANY TEAM TA LLY SHEET UNIT DESIGNATION __ M_ P_ ...._0 __ _ 
"CURR NT 
CLOS CBT TR NGTH "-

OFS ,Jot.le 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 

ccs 1 2 3 4 5 6 7 8 G> 10 11 12 13 14 15 16 17 18 19 20 2 1 

TANK S (HAR O) 

V~ li•CLeS EJ El El B 8 El l!l 8 (!] E1 B s 0 [!] [!) G G 8 G G 0 M€et1 (SOFT) 

V Ei~IC ,LO '>i 
8 (!] [!J G EJ B G (3 G G 8 B G G B HE AOOU ART RS c:i [!] G G G (So"1\ 

'" >DD ()R T l'"'FTI 

P'flSotl.ltJ iH. .. 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
UNIT IS IN FF CTIV AT 401\ 

UNIT OPTIONAL INFO RM ATIO N O R CPX SI M ULATION 

0 SIG ATIO fll P V HICLES PE RSO NN l 

1 UNITS ATTACHED (OPCO N. TC ) 

2 UNITS DET ACHED (OPCON. ETC! 

•3 DIR CT FIR NGAGE M NTS THI S TURN LA ST TU RN 

•4 CLOS COM BAT N GAG M E T THIS TU R LAST TU RN 

•5 KILO M ET RS M OV 0 THI TUR N LAST TU RN 

"N OTE US E TH E A BOVE OPTIONAL INFOR M ATION TO COM PLETE TH E BATTLE BOA RD WORKSH EET 
FOR TR AN SMITTAL TO TH E LOGISTIC S PLAYER CONTROLLE R FORWARD OUIPM ENT AS SET 
CARDS FOR All VEHICLES HIT TO THE AOM IN P C AT TH ENO OF EACH TURN 

22 23 

22 23 

(:J El 

FIRST BATTL • OPTIO NAL FO RM 1 (291 C 
GTA 71 2 3 



COMPANY TEAM TALLY SH EET UNIT D ES IGNATION __.~t-'-O_C.._0 __ _ 
"CURRENT 
CLOS CBT STRENGTH % 

DFS )IOtJe 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 

ccs 1 2 3 © 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 

TANKS (HARO) 

~e' H IC.LE 5 8 El [!] 8 El ~ [!] Gl G Gl 
MECH (SOFT) 

VE l-l ICI..,..;;> [!) G !!! 8 El G El El 8 8 H AOOUARTERS 
& 

<;tJDDf\RT ISOFTI 

f'ek'5o "-lf.IG L 0 0 0 0 0 0 0 0 
UNIT IS INEFFECTIVE AT 40' 

U NI T OPT IONAL I NFOR M ATI O N FOR CPX SIMULAT ION 

1 

2 

·3 

·4 

· 5 

0 SIGNATION ~ v HICLES PERSONNEL 

UNITS ATTACH ED (OPCON . ETC) 

UNITS DETACHED (OPCO N. ETC) 

DIR ECT FIR E ENGAGEMENTS THIS TURN LAST TURN 

CLOSE CO M BAT ENGAGEMENT TH IS TURN LAST TURN 

KILO M ETERS M OVED THIS TURN LAST TURN 

"NOTE USE THE ABOVE OPTIONAL INFORMATION TO COMPLETE THE BATTLE BOARD WORKSHEET 
FOR TRANSMITTAL TO THE LOGISTICS PLAYER CONTROLLER FORWARO EQUI PM ENT ASSET 
CAROS FOR ALL VEHICLES HIT TO TH E AOMIN P C AT THE END OF EACH TURN 

FIRST BATTLE. OPTIONAL FO RM 1 (2 9) C 
GTA 71 2 J 

l ~~Vll'n'ii'llf~l __________________ 6~1 
GTA 71-2-3 



CO MPANY TE AM TA LLY SHEET UNIT D ES IGN ATIO N /MfCo Sf.TB~ 
'CURR NT 
CLOS CBT STA NGTH ... 

D S t.l o ll € 1 2 3 4 5 6 7 8 9 10 11 1 2 13 14 15 16 17 18 19 20 21 

ccs 1 2 3 4 5 6 7 8 9 @ 11 12 13 14 15 16 17 18 19 20 21 

~T [I ~ 0 @] IIl 0 l!J ~ [] m /.!] [!] (!] [!] m @] [!] l!1 []] [fil 
l-A l4 1t9 lll MW ) 

VE: ~ ICL.€~ 

"°Pr ill BJ !II [!} 00 [i] (!J 0 [j] 
~ !SOFT) 

ffi ~ (!) @) (i) [jl f!l G [ii G 

ll& H• < L C~ 0 B G G G 0 13 ~ El El EI G El 8 8 G G G [!] 0 HEADQUARTERS 
& 

"llPPnRT ISOFTI 
Pe !l50NIJ F L 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 

UNIT IS IN FFECTIV AT 40 ... /./errs : MU1-71 veu tC t..f.S 5Hot'(IJ AS l!J [iJ t!C T 

UNI T OPTION A L IN FOR M ATION FO R CPX SIMU LATION 

D SIGNATION a V HICL P RSONNEL 

1 UNITS ATIACH D iOPCON. ETC) 

2 UNITS D TACH D iOPCO ETC) 

' 4 CLOSE COMBAT GAG M T THIS TUR LAST TUR 

· 5 KILOM T RS MOV D THIS TURN LAST TUR 

· OT US TH ABOV OPTIONAL IN ORMATION TO CO M PLET TH BATIL BOARD WORKSHE T 
FOR TRANSMITIAL TO TH LOGISTIC PLAY R CO TROLL R FORWARD OUIPM E T ASSET 
CARDS FOR ALL V HICLES HIT TO TH ADMIN P C AT TH ND OF EACH TUR 

22 23 

22 23 

FIRST BATTLE , OPTIC AL FORM 1 1291 C 
GTA 71 2 3 



COMPANY TEAM TALLY SH EET 
' CURRENT 
CLOS E CBT STA NGTH "-

OFS NO~ 1 2 3 4 5 

ccs 1 2 3 1(4) 5 

'l' .-,,IK 9 !l t ~RO J 

IUI C,..U / ~ -..-- . 

HEAOOUART RS (!] G G G [!] 
& 

SlJDDnRT I SOFTI 

PE~NNeL 0 u 0 0 0 

6 7 

6 7 

8 0' 

0 0 
UNIT IS INEFF CTIVE AT 40.,. 

8 9 10 11 12 13 14 15 16 

B 9 10 11 12 13 14 15 16 

(!] G 8 G 0 [!} G B 

0 0 

UNIT OPTIO NA L IN FOR MATI ON OR CPX SI MU LATIO N 

17 18 19 20 21 

17 1 B 19 20 21 

D SIGNATIO • VEHI CLES P RSON L 

1 UNITS ATTA CHED (OPCON. ETC) 

2 UNITS DETACHED (OPCON . ETC) 

' 3 DIRECT FIRE ENGAGE M ENTS THI S TURN LAST TURN 

'4 CLOSE CO MBAT ENGAGE M NT THIS TURN LAST TURN 

' 5 KILO M ET RS MOV D THI S TURN LAST TURN 

' NOTE USE TH ABOV OPTIONAL INFORMATION TO COMPL T TH BATTL BOARD WORKSH T 
FOR TRANSMITTAL TO TH LOGISTICS PLAY R CONTROLL R FORWARD EQUIPM ENT ASSET 
CARDS FOR ALL VEHICLES HIT TO TH E ADMI P C AT TH END OF EACH TURN 

22 23 

22 23 

FIR ST BATTL , OPTI O A L FORM 1 !29 ) C 
GTA 7 1 2 3 



COMPANY TEAM TALLY SHEET 
·cuRR NT 
CLOS CBT STRENGTH ' 

DFS ~ 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 2 1 22 23 

ccs 1 2 3 4 5 6 7 <D 9 10 11 12 13 14 1 16 17 18 19 20 2 1 22 23 

f\r?Mp eEC 
TA NK S (HARD I 0 
i)~HIC(..5~ 

VE!ll tcLeS G s m 
~ (SOFT ) 

8 0 0 G 0 El 8 El 8 GI 0 8 G G 

HEADQUARTERS [;] G G 8 El (!] G & G 8 8 8 C!1 0 8 0 G 
~IJDD" RT t ~nFTI 

Pel26o1J1Je L.- 0 a 0 0 0 0 0 0 0 0 0 0 c 0 0 0 0 
UNIT IS IN FFECTIV AT 40, 

UNIT OPTIONAL IN FOR MATION FOR CPX SIMULATION 

DESIGNATIO N R VEHICLES PERSONN EL 

1 UNITS ATTACHED (OPCO N. ETC) 

2 UNITS DETACHED (O PCON . ETC) 

•3 DIR CT FIR ENG AGE M ENT S THIS TUAN LAST TUR N 

'4 CLOSE CO MBAT ENGAGE M ENT THIS TURN LAST TUR N 

·s KILOMETERS M OVED THI S TURN LAST TURN 

'N OTE USE THE ABOV E OPTIONAL IN FOR MATION TO CO MPLETE TH BATTLE BOARD WORK SHEET 
FOR TRANSMITTAL TO THE LOGISTICS PLAYER/ CO NTRO LLER FOR WARD EQUIPMENT A SET 
CARDS FO R All VEHICLES HIT TO THE ADMIN P/ C AT THE END OF EA CH TURN 

FIRST 8ATTLE. OPTIO NA L FOR M 1 (29) c 
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INDEX 

Abbreviated rules. 51 52 
Acqumng, 14, 15 

abbr v1ated rules. 51 
range measuremen t, 16 

Acquisition 
for counterfire. 17 
probability of. 17 
tabl . 30 

Adjacent grid, 14, 16 
Air Cav Troop 

use of. 54 
Air d fense 

weapons eff cts, 44 
Air reconnaissance 

zon s of con trol , 47 
A1rmobile 

dismounted units. 27 
Air strike, 8 

pr planned. 11 
Air support 

abbr v1a1 ed rules, 52 
ARTEP, 4 
Artill ry 

against hard targets, 53 
capability nd movem nt allowance. 29 
d1r ct fire role. 45 

ff cts on pr par d positions and built -up areas, 31 
Assault h l1 copte r, 27 
Attack h llcopt r, 36- 38 
Attrition 

HQ units. 48- 50 
Battle board. 6 
Barrag . 29, 31 
Bridges 

blown, 22 
Built -up areas. 22 

artill ry eff cts 1n, 31 
Capabilit1 s 

OPFOR, 18 
us . 19 
un it , 17 

Chaff, 17, 31 
Chi f con troll r, 4 
Cl ar path rul , 21 
Clos combat , 15 

bbr v1at d rul es. 52 
discussion of, 38- 42 
stacking, 20 
str ngth, 1 3, 38 

Clos d mod , 1 
sch m tic, 2 

1..o lumn I ngth, 21 
Combat ff cts 

on movem nt, 26 
Combat 1n ff ct1ven ss. 44 
Combat pow r, 5 

d claring . 53 
Combat R suits Tabl s, 7 

attack h l1copter, 38 
close combat, 42 
d1r ct f ire. 34 
1nd1r ct fire, 30 

TACAIR, 36 
Combat strength. 7, 14, 17, 53 

non-maneuver units, 56 
Command post exercise, 1 

multi-echelon. 3 
single echelon. 3 

Conflict r solu11on. 8, 9 
Control m asures. 1 1 
Contrell r training, 10 
Counterattack, 4 7-48 
Coun terf1 re, 29. 30 

acqu1sit1on table, 30 
resolution. 31 

Counters. 6, 54 
dummy, 44 

Cross country rate. 21 
Defending unn. 38- 40 
Def1nit1ons. 10 
Delay, 35 
Direct fire 

abbr v1a ted rules, 51 
AD w eapons. 45 
Comba t R sui ts Table, 34 
d1scuss1on or. 33- 35 
flank shot, 46 
st rength, 7, 14 
w a pons systems. 14 

Dismount d mov m nt 
rat s. 26 

D1sput s. 4 
D1stanc • 20 
Engag m nt rang . 14 
Equipment , 6, 7 
Final protec11ve fire, 29, 31 
Firepow r, 5 
Fire support plans. 11 
Flank shot, 46 
Fores ts 

effec ts on movemen t, 31 
Game turn, 8, 9 
Grid 

adjacent . 14, 1 6 
Guidelines. 53 
Hard targets, 53 
Hasty pos111on . 5, 14, 40 
He dquarters units 

att riuon, 48, 49 
p rsonnel and equipment losses. 50 
pr parat1on of tally sheet, 48 

H licopter 
assaul t r suits table, 28 
assaul t unit , 27 
attack h llcopter. 36- 38 
r fu ling, 27 
staging area, 27 

Highway rul . 21 
lnd1r ct fir 

abbrev1a 1 d ru l s. 51 
against tanks. 30 
Comba t R suits Tables. 30 
count rf1re. 30 
eff cts of, 31 
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engagements. 28, 29 
organic, 13 
preparation, 31 
priority targets. 31 
resolution of. 29. 30 
r solution of counterfire mission, 31 
spotllng , 15 
strength. 17 
strength by caliber, 32 

In ffect1v units. 53 
Infantry 

light, 54 
Instructional set. 5. 9 

TV tape. 44 
Int ll1g nc 

gath ring by r con units, 47 
play of. 44 

lnteracuve game turn. 8. 9 
Kit sc nano, 5 
Light infantry 

a11m1on of. 54 
Lin of sight, 1 6 
Low resoluuon. 13 
Man mad obstacles. 11 
Masking, 16 
Man uv r, 5 
M chaniz d infantry squad. 13 
Min f1 Ids. 22 

w11h1n 1000 m t rs of d f nd1ng unit, 41 
M1scellan ous rul s. 43 
Mortars, 13, 43 
Mov m nt 

fl r clos combat. 42 
cl ar path rule. 21 
crossing portion of grid, 22 

ff cts of firing on, 29 
highway rule. 21 
1n built -up ar as. 22 
in minefields. 22 
m1n1mum w1d1h path, 21 
mount d and dismounted. 23- 27 
movem nt valu • 17 
rul s. 20 
through a US unit, 28 

Non -maneuv r un11s. 56 
Obs rvauon. 15 
Obstacl s. 22 

min field w11hin 1000 m t rs of defending unit, 41 
1 rrain elf ct • 23- 25 

Off ns1v sc nano. 47 
On call fir s. 29 
Op n mod • 1, 9, 10, 44 
OPFOR. 5 
Opuonal rul s. 45- 50 
Optional tally sh t, 53- 55 
Org n1z r's Gu1d • 1 2 
Passag of l1n s. 28 
Phasing, 8 
Pick -up zone. 27 
Play r, 10 
Player/ controll r, 7, 10 
Pr dominant l rrain, 16 
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Pr paratory fires, 11 , 29, 31 
Pr pared pos111ons. 5. 16 

ach1ev1ng prepared pos1t1on status, 40 
construc tion time. 40 
double defensive strength, 31 
elf cts of artillery on, 31 

Priority targets, 31 , 40 
Ratio 

attacker to d fender, 41 
Real time. 8 
R arm 

attack h l1copt rs. 36 
Reconna1ssanc 

units, 46-47 
use of air cav, 54 

R const1tut1on 
of units. 46 

Refu ling 
helicopters. 27. 36 

Reinforc m nt, 20 
prior to close comba t, 41 , 53 

R moval from play, 32. 44 
Sagger m1ssil • 14 
S qu nc . 4 
Sh ndans, 32 
Smok . 32 

ff cts. 46 
us of, 46 

Sofl 1arg ts. 32. 53 
Sortl s 

allocauon of. 35 
Spot ung, 14, 1 5, 1 6. 17 

abbr v1ated rul s. 51 
Squad slic . 13. 38 
Stacking, 20 
Supplements. 1 2 
Surv1vabil1ty, 5 
Tactical air support. 35-36 
Tactics 

company leve l. 5 
Tally sheets. 7 

for op11onal play, 55 
gu1d lines. 53 
optional samples. 57- 75 
purpose of. 43 
sample. 43 

Tank 
M- 60, T- 62, 13 

TOW missile, 53 
Training ObJ ct1v . 4 
Tr ff1cabil 11y 

mov m nt 1abl s, 23- 25 
l rr in eff cts on movem nt , 20 

Two s1d d s1mula11on. 8 
Un11 count rs. 11 , 54 
W apons sys1 ms, 1 3 
Zon of con trol . 14. 15. 38 
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