








Direct Fire Mechanics. 

Shooting players identify the shooting unit and weapon system, the target unit, and the range to the 

target in whole hexes. Lookup the value the Combat Results Table to find the minimum die roll 
required for a good hit. The shooter then rolls the number of dice equal to the current unit strength 

(aka the number of weapons available). Die that are equal to or greater than the table value are 

good hits that destroy a target vehicle. The reduction in unit strength is assessed only at the end of 
the phase. 

Attack Aviation Direct Fire. 

Follows all same rules, except each AH-64 can fire up to 16x AGM-114 Hellfire attack dice per 

aircraft, per game. Attack helicopters can fire out from restricted terrain and through ground IV lines, 

but their LOS is blocked by downrange hill masses. 

Simultaneous Combat Rule. 

All combat is assumed to be simultaneous. Direct fire damage is assessed after the completion of 

the Shooting Phase. Even if a unit has just been destroyed, it still gets a chance to fire one last 

volley before its destruction is assessed. 

ATGMs. 

Missiles or ADA cannot effectively engage dismounted infantry. All other weapons are anti-personnel 

capable. 

Line of Sight Rule. 

Units must have line of sight to engage with direct fire. To fire, there must be no obstructions along 

the straight line from shooter to target, measured from hex center to hex center. Obstructions are 

defined as restricted terrain, IV lines, smoke, or friendly units. 

Cover & Concealment. 

Defenders are allocated 1 x dug in Battle Position (BP) per ground maneuver unit. Players must 

emplace BPs prior to the start of Turn 1. Units in BPs, on IV lines, or dismounts in restricted terrain 
are considered "in cover." Direct fire dice against them are halved. 

Engineer Breaching. 

Engineer vehicles that are not suppressed can reduce 1 x obstacle strip per turn. Their range is O and 

must occupy the same hex as the reduction site. Friendly units may pass through engineer units 

unimpeded if a breach lane is opened. 
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Concealed Defender/ Hide Site Rule. 

Before the beginning of Turn 1, the defender must select which hex(es) to conceal their units, then 

write down the name of the hex ID number on a note card face down. If the defender chooses to 
move or engage with the concealed unit, they must unmask them. If the attacker places a UAS to 

collect on a hex with a concealed unit during the JC/Fires phase, the defender must unmask it. 

Prior choosing to shoot or move, the defender must unmask: announce intention, display notecard, 
and place the unit on the map (the pre-written hex). Meeting engagement sub-rule: If the attacker 

attempts to move through a hex with a concealed unit, the defender must announce, unmask it, and 

the attacker falls back one space, then conduct shoot phase as normal. Only units may be 
concealed, this rule does not apply to BP icons. 

Attachments. 

Engineers and Air Defense are Attachments. They must always be attached to a maneuver unit and 
cannot move or be targeted independently. When targeting that maneuver unit with direct fires, hits 
cannot be allocated against engineers until the unit is destroyed. 

REDFOR BN Offense- Depth Attack/ Integrated Attack Rule. 

If the BLUFOR defender leaves a 1 km gap in their obstacle effort, the REDFOR player must 

announce intentions during any time during Turn 1 movement phase, and identify the criteria, 
confirmed by second party. The REDFOR battalion now becomes a brigade, and all unit strengths 

increase by 4x. Rat-trails or bypasses outside the BLUFOR AO do not apply to this rule. 

Attack Aviation. 

Only available for one turn. Fires up to 16x HFs dice per aircraft per game. The attack aviation unit 

can fire its missiles at any combination of units. Can only launch during movement phase. Starts 

from a friendly controlled corner of the map. Movement unrestricted by terrain, but player must still 
show flight route. If unit enters enemy ADA WEZ at any time, unit is destroyed immediately. Unit 
egresses after 1 turn. 

Air Defense. 

Due to their early warning radars, ADA units will engage and destroy any aircraft that enter their 

maximum range Weapons Engagement Zone (WEZ) instantaneously, even during the movement 
phase. This ability is negated if the ADA unit is suppressed. 

Rounding Numbers. 

Round up to the nearest whole number of dice. Multiple modifiers can stack at the same time. 

e.g. 50% X 50% = 25%

Obstacle Emplacement. 

Defenders start with a pre-defined number of green pieces representing 1 km of linear effort 
(mines or AVD). Place anywhere. They effect the entire hex. Obstacles can be stacked in the same 
hex or use the double obstacle. Breach vehicles reduce 1 strip deep per turn during shoot phase. 



f•Jl)I I� 11llf)(�l�I) (Jill� 

IC / Fires Phase (Attacker then Defender} 

Cleanup: Remove smoke from previous turn. All suppressed units recover. 

IC (UAS): Attacker can launch UAS twice per game, endurance of 3 turns each. Fly UAS on top of 
one hex (NAI) per turn, ID'ing any concealed defender in the hex. 10km range limit from friendlies. 

Obscuration: Fire up to 1 out of 4 smoke missions per game, no roll. Place Smoke chit on hex. 

Call for Fire: Identify target and roll 1 die (representing bracketing difficulty). If the unit is in 
cover, add +1 to the difficulty roll. If the roll is less than or equal to the observing unit's score, the 
fire mission is a good IDF hit, mark with Suppressed chit. All IDF hit units are suppressed: they 
cannot move, direct fire dice are halved. Suppressed engineer units cannot breach; suppressed 
ADA cannot engage. IDF hits do not destroy armored vehicles. Hit dismounts are reduced by -1 
STRENGTH in cover or -2 strength in the open. Up to 1 CFF per turn. Use the red numbered chits to 
signify the number of hits and place them on the unit card. 

Next Player - Defender conducts steps 1 - 4. 

Movement Phase 

Break IDF Contact Check: Roll 1 die (representing break contact difficulty) for each 
suppressed unit. If the roll is less than or equal to the suppressed unit's PROFICIENCY score, the 
unit is no longer suppressed. If not, the unit remains suppressed until the next IC/Fires Phase. 

Conduct all movements: Units may move hexes up to a maximum of their SPEED value. 

Dismounts: Dismount/ remount squads. 

Aviation: Launch decision, only once per game. Conduct aviation movements. 

Next Player - Defender conducts steps 1 - 4. 

S'l'llENG'l'U 
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Direct Fire Phase 

{All Attacker Engagements then all Defender Engagements} 

Identify shooting unit, weapon sys, target, and range. 

Check LOS. Units shoot once per turn. 4ea M2A3 Bradley IFVs
25mm Chain Gun - Range = 2 

TOW II ATGM - Range = 4 

3ea Infantry Squads 
Small Arms - Range = 1 

Combat Results Table Lookup. 
Javelin ATGM - Range = 4 

Roll. 

Find minimum value for a good hit in the Combat Results Table. 

TOW-2B -
M2A3 

BRADLEY 

25mm • 

.... ·.,- AGM-114HF -

Infantry 

ZTZ-99 

ZTZ-99 

ZBD-04 

Infantry 

ZTZ-99 3 

ZBD-04 2 

2 

6-8 
4 km 5 km 

km 

3 3 3 

2 2 2 

2 

Roll dice equal to number of firing weapons (unit strength, represents a volley). 

Die rolls that are equal to or greater than the table value are good hits and 

destroy 1 target vehicle each. Halve the physical quantity of dice if the target is 

in cover, or if firing unit is suppressed (e.g. 2 dice instead of 4). Wait till end of 

the phase to simultaneously apply damage to both players. 

Next Player. 

Once attacker completes all engagements, Defender conducts steps 1 - 3. 

Assess battle damage. 
Reduce strength of each unit by the number of hits against it by placing the 

appropriate number chit on the unit card.

Hit shits are double-sided chits numbered

1-2, 3-4, and 5-10. 

14ea ZB0-04A IFV 

30mm COAX - Range = 2 
100mm Main Gun HE - Range = 3 

HJ-8 ATGM - Range = 4 

Special Ability 

NONE 
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