V1.0a
All the counters for Assault and B&S are now in. The mod is now complete for these two games. I also added a few what if counters. I have cleaned them up a little as the values were not clear initially. If there is anyone who is interested in making some of the poorer quality counters more legible let me know. I have also uploaded a copy of the close air support rules. I am not sure where they came from but they certainly are of interest. If you know who wrote them please let me know.
For the new counters I was playing with the idea of adding in ERA and the new composite metals which all have a major impact on HEAT rounds. They also effect armor piercing rounds but this can be taken care of by increasing armor values. Anyway for HEAT I have just used the simple rule of halving ( rounding down ) their hit chance against such armors.

I should have mentioned that I would not have been able to complete all the counters without the help of Pete Maidhof!
V4.5

Added all the US counters for B&S as well as about half the Soviet ones. 

Cleaned up several counters which had errors on them.

V4.3

Added an extension that contains maps E and F.

Modified map A but I hope to redo A,B,C,D when the project nears completion.

Minor tweaks

V4.2 notes

The morale markers have been added to the right side of the counter. Right click on the counter to access.

The suppression marker has been added to the left side of the counter as an option. Right click on the counter to access.

The hit marker has been added to the bottom side of the counter. Right click on the counter to access.

The cover marker has been added to the top side of the counter. Right click on the counter to access.

Whenever a unit is moved an M will appear on the counter to indicate same. Ctl M will toggle this on or off. Or press the move counter at the top of the screen.

A line of site line has been added. This does not show on your opponents screen, so that a player can check the LOS without giving anything away.

A mask option is available on each unit. This effectively flips the unit to the hidden side. Alternatively you can use a concealment marker.

Any feedback would be appreciated as there is still a lot of work to do on the game. 

