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INTRODUCTION

These rules replace our previous set spanning the period 1950-1975 which up to now have been the standard set used
by wargamers world wide and in addition have been used in a derivative form by the U.S. Army for both tactical
experiment and training. They incorporate much feed-back from military users and the latest unclassified technical
and organisational information available at the time of writing. We expect to update this with free amendment sheets
during the life of the set.

As in the case of the previous set, this one uses alternate movement to speed up play and capture some of the flavour
of a fast moving tank battle requiring rapid decisions, while still making full provision for all the fringe areas such as
communication, engineering, air attack and defence, obstacle clearance, field fortifications, artillery support, target
acquisition, terrain, weather, limited visibility conditions, and the reaction of troops to combat stress. The main
differences, apart from technical update, are an increase in time scale to allow more movement during each bound
and so encourage manoeuvre, an increase in the number of fire and manoeuvre options available to individual on-
table elements, and a method of dealing with artillery and air support which is much closer to real life practice. In
spite of the apparent increase in complication, the game is now faster still. As an illustration of this, a test game
played the day before writing this between a British force of a tank squadron, infantry company and recce and
ATGW detachments in defence supported by an affiliated artillery battery and occasionally by other batteries of the
same regiment, against an attacking Warsaw Pact tank battalion, armoured infantry company, recce elements and
massed pre-programmed artillery was completed after prolonged heavy fighting in some four hours.

Since our original set was first written, the small 1/300 and 1/285 model tanks and infantry have taken over almost
entirely from the previously almost universal 1/76 scale, and all our own play is in fact with these. It IS possible to
use the larger models with these rules, but the smaller ones give a far better visual impression, are just as detailed and
are available in far greater variety.

The period covered by the rules sees the introduction of anti-tank guided weapons, helicopters, optical and laser
rangefinders, mechanical and electronic fire control computers, night vision devices, and efficient APDS, APFSDS,
HESH and HEAT ammunition for tank guns. We presume throughout that a player will have a general knowledge
of the weapons he elects to use and so include performance details only. We are confident that these are reasonably
accurate, having cross-checked many independent sources. We have not accepted manufacturers’ brochure figures or
tests carried out under ideal peace time conditions as representative, but have made the utmost possible use of opera-
tions research studies and actual combat accounts. Figures arrived at by the same methods in the previous set were
not in fact significantly queried by military users.

Do not be put off by the thickness of this book or apparent complications. The thickness is because it is complete,
having dealt with all possible situations and not just the easy ones, not because of excessive complication. The 10,000
odd civilian users of the earlier version have sent in an average of rather less than one postal query per month
between the lot of them, and our public demonstrations at shows have amply proved that complete beginners and
youngsters can pick up a copy of the rules and immediately play effectively without help from us. If you lack
confidence in your own ability, start by playing with a platoon, then promote yourself to company commander, and
then to battle group commander, as you acquire familiarity. You will find the thick card ready-reference sheets we
include will suffice for nearly all of your play without much referring back to the main rules.

Finally, we would like to express our thanks to all those that wrote in with suggestions or provided information,
especially a number of serving officers of the Australian, British, Canadian, and by no means least, U.S. armies, and
to pay tribute to Chris Tofalos and Terry Bebbington’s gallant bands of Manchester and Walsall play testers.

June 1979

© Copyright Wargames Research Group

Photoset and printed in England by Flexiprint Ltd, Worthing, Sussex
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MODEL, TIME AND DISTANCE RELATIONSHIPS

METHOD OF PLAY

In order to increase the pace and tension of the game, these rules, like their predecessors, substitute alternate moving
for the previously more fashionable simultancous moving to strict written orders. This goes some way to
reproducing the real-life practice of moving in bounds between successive fire positions, and helps in sorting out
which of confronting elements shoots first. It is still necessary for each unit to be given orders at the start of the game
which can be modified later if desired, but these can be much more general, as can be seen from the special section
dealing with them.

During your turn, which we call a bound, you first test your troops’ reaction to events during the opponent’s latest
bound and deal with area fire, then fire first aimed fire shots at targets exposed during the enemy bound, then move,
fire second aimed shots at targets available at that time and evaluate suppressive fire. Halted elements will almost
invariably get the first accurate shot at a moving enemy. The sequence is described more fully in a special section
later on.

If you play to a time limit, remember that both sides must be given an equal number of bounds. When measuring
delays, count your own sides bounds only.

TIME SCALE

Each bound can contain movement or area fire that would take 100 seconds in real life. However, aimed fire engage-
ments tend to be short, sharp and intermittent, so you only get 30 seconds worth of aimed fire. Each bound partly
overlaps with the enemy bounds preceding and succeeding it and may also incorporate a variable amount of delay, so
one friendly plus one enemy bound can be taken as totalling an average of 5 minutes.

GROUND SCALE
All distances in the rules are given in metres.

The ground scale we recommend for 1/300 or 1/285 models on a normal sized table is to take 1 inch measured on the
table as equivalent to 50 metres in real life, or Imm as 2 metres. If you are playing with those sizes of model on an
especially small table, you may prefer to take 1 inch as 100 metres, or Imm as 4 metres. If you prefer larger models,
and have ample space, you can take 1 inch as 25 metres, or lmm as 1 metre.

Whichever scale you choose, you will probably find that you quickly get used to measuring on the table with an
ordinary expanding rule and mentally translating. If not, you can mark up a wooden lath with the scale you prefer,
then measure with that.

TROOP SCALE

Each figure or weapon represents one real man or weapon. The figures and models used can be of any scale from
1/300 to1/72, but we heavily recommend those of 1/300 or 1/285 that have now been almost universally adopted.
1/285 is the American standard. The models are exceptionally accurate and detailed, but packaged in inconvenient
numbers that do not fit in well with real life organisations, and the range is limited except in the case of American
and Russian vehicles. 1/300 is the British standard, is more variable in accuracy, but is sold in singles, and covers the
vehicles, other ground combat elements and tactical aircraft of all the major powers.

CHOICE OF NATIONALITY

Unlike World War II wargamers, players are not restricted to armies of the major weapon producing states. Both
western and Russian weapons have been exported all over the world and many minor states use both, sometimes with
an added mixture of World War II army surplus. Details of such armies can be found in the Institute for Strategic
Studies annual paperback, The Military Balance. Alternatively, you can invent fictitious armies either using existing
vehicles and weapons or inventing your own. Our points value system will stop the latter getting out of hand. We
have several such armies, the main pair being the Mohicans, who being “Red” Indians prefer soviet bloc equipment,
and the Fenians, from Fenris, a country rather similar to Germany, who use mainly western European equipment
and a tactical organisation rather similar to that of the French. The Firewater River dispute has provided many
interesting hours of such contentious entertainment as the Otdogsburg Incident and the Battle of the River Sludge.
Come and see future instalments at the Aldershot Army Show!



PLANNING YOUR ARMY

CHOICE OF TROOPS

Each small group of figures or vehicles is called an element, each type of which has a points value. Unless the game is
part of a map campaign, elements may be freely chosen up to a maximum points value agreed by both players or

fixed by competition organisers, except for the following constraints.

a) Elements must be combined into units which either exactly reproduce the organisation and equipment of their
real life prototypes at the time the battle is supposed to take place, or in the case of fictitious armies, are

consistent with an organisation which has been properly worked out and written down.

b) Any specialist anti-tank elements nominally centralised under battalion or higher level control and in excess of

two for each infantry company present on the table have their points cost doubled.

<) There must be at least one element on the table for each element based off it.

POINTS VALUES OF INFANTRY ELEMENTS

These include all types of element that could be found within an infantry rifle platoon whether in fact part of such a

platoon or not. They can be:

Obsolete rifle group of 5 or 6 men with bolt-action or early self-loading rifles, submachine gun, hand grenades
and hand thrown or rifle projected anti-tank grenades. Fires once per bound as either rifle group or AT
SYENAAE '« v vwminiins wresiamans s warSnraats SRTRRTY B TATIE B8 VAR UE SR SRR SRR SRR T i a0

LMG group of 2 or 3 men manning bipod MG firing full power ammunition. Fires twice per bound as bipod

LAW group of 2 men manning obsolete light anti-tank weapon such as PIAT or bazooka. Fires once per
PO o wos wmamonses svsvemmmmrins sompmoan o0 Sressnie SERABEE S50 ORI 56 IR VR RS VSIS SRR 2 RS T B o

Rifle group of 3 or 4 men with self-loading rifles, hand grenades, modern LAW such as M.72 and possibly
projected grenades. Fires once per bound as either rifle groupor LAW . . ... ... ... . ..
Infantry group of 4 men with self-loading rifles, hand grenades, LAW and a magazine-fed bipod LMG firing
reduced power ammunition. Fires either once per bound as LAW, or once as bipod MG and once as rifle

MAW group of 2 men manning medium anti-tank weapon such as Carl Gustav or US 90mm. Fires once per
BOBNG a5 v s i e’ s e v SeEeE O SRR GRENE 9 SEAE B SORE O SEReT b SR 8 Keaesen e e g

Light ATGW group of 2 men manning man-portable light anti-tank guided weapons system with one sight
unit and three missiles. Fires once per bound. Cost if using st generation missiles such as S$8.10, Entac,
Vigilant, Mamba, Bantam, Snapper or Sagger, orifusing Dragon. ......... ... ..ciiiiiiiiiinnnnn...

Cost if using modern missiles such as Milan, or Spigot, butnot Dragon . ...............oiiiiinnennn.

Light mortar group of 2 men manning light mortar such as British 2 inch. Fires once per bound in direct fire
OTHY ey ovses wa vomes SR7em s woEled i SoEeh seoliies Senne i TURoE i R 1 BaNeE iE SESOTeReT 8 W
Light AAGW group of 2 or 3 men manning man-portable anti-aircraft guided weapon system such as SA.7,
Redeye or Blowpipe. Single throw-away launcher if part of infantry platoon, otherwise three, but only one
ShOt PEr BOUNA . .. .. e e e e

POINTS VALUES OF INFANTRY SUPPORT WEAPON ELEMENTS

30
50

30

These include all elements that could be found within an infantry battalion manning weapons less mobile than those
above, but still man-portable over long distances. They will always have a crew of at least 2 men, usually 3, some-

times 4 or more. They can be:

Sustained-fire MG of normal calibre on tripod or wheeledmount . .......... ... .. ... ... .. iiiiai...
0.50 or 12.7mm HMG on wheeled or tripod single AAmoOunt. ... .......oituiiiiiiiineiiaiiinaannnnn
57mm recoilless anti-tank GUN . ... .. ot e e
73mm, 75mm, 80mm,82mm or 90 mm recoilless on wheeled or tripod mount .. ........................
Medium mortar from 60mm to 82mmcalibre. ... ... ...
Mafipack ATAETATOWED o cwveyr o vosms swssmmn T s swivs s Vo 55 Teiven o S & selaws s & o 5

10

15
15
12



POINTS VALUES OF HEAVY OR VEHICLE MOUNTED WEAPONS

These include all army weapons that are permanently mounted on vehicles and also those weapons capable of being
ground fired which rely on vehicles or animals for transport and can be man-handled only slowly and for limited
distances. They can be:

VehiclemountedMGr. . o« voews ws s v s 5 sms o 5l e SUEE 65 SR8 B0 FHE 4% £5 505 23 55 mmmmms 5
Vehicle mounted or multiple AA 0.500r 12.7mm HMG . ... ...ttt 10
LESMMHNG: .. cooecmm sin oo vimssrsmn swiem 55 Snsie =5 Sris 5 SUrRs SRS 56 16 i SR R 12
20mm and 23MmMm GULOCANION . . ...\ttt ittt e et ettt et e e e e e e e e e e e e e 15
MY AULOCANTION v cccwimin s wisasasnn s seis ot shmvossiiaratis widsaris a0 SoGEA B8 EOTErass o0 G068 90 TRIENE WS S ST 3 20
27mm to 35mm autocannon or 20mm Gatling .. ...ttt 25
40mm auto-grenade Jauncher . . ... ... ... .o 12
60/orBlmit AEV Sit-mOTa cue o v S @ G5555 55 55063 5ol sir Gemmers s1s ssisiaie ois ssair et sismieie ois sioetace. s 15
AFV multiple smoke projector installation or 2in. Smoke MoOrtar . ... .......vuueinieineeneeenennnn.. 5
ARV HamiethToWet: cowwusn cnwmsss wvsim e somsy 5 T 8 5000 56 005 51 5 iien s sistese s s 20
4.2in. and 107mm heavy MOTTars . . . ... ... ... e 20
126 Neavy THOTTALS: o o wamms e saion S EiaEs CUaEE 13 FOTAR 78 DEFOE To0005 55 & asmme re seine. o 25
160mm heavy MOTTArS ... ... ..ttt e e e 30
240mrn heaVYMOTTATS: vusn s vuvinss o sraminie s e i 45 E0E §5 SR s 05 SO0RE Toiek 55 50555 55 Sainain siermmmans 35
Russian 73mm in BMP and BMD, and AFV mounted 75mm, 82mm and 90 mm recoilless ............... 15
105mimito L07mm. eC0IIIRSS . v s momun smimms o sraens s womion ¥ i s sesied 65 ST S8 SEE 0% TR E0E e e 20
British 120mm recoilless .. ... ...ttt e e 25

AFV mounted light ATGW system with one or two missiles ready to fire sighted by operator under armour, but
needing to be reloaded by exposed personnel from up to four spares carried internally:

Cost if using 1st generation missiles, such as Saggeron BMPorBMD . .......ooiiiiiiinnnennnn.. 30
Cost if using modern missiles, such as Milan, Sagger Bor Spigot ..........c.uiuiiiiiinneaennnnnn.. 50

Vehicle mounted or transported light ATGW system with one sight unit and up to six missiles ready to fire plus an
equal number of reloads:

Cost if using Ist generation missiles such as SS.10, Entac, Vigilant, Mamba, Bantam, Snapper or Sagger. . . . . 40
Cost if using modern missiles such as Milan or Spigot ... ... ... it 60

Vehicle mounted or transported heavy ATGW system with one sight unit and up to fourteen missiles, at least four of
which are ready to fire or reloadable from under cover:

Cost if using 1st generation missiles such as SS.110r SWAtter ... ....vutintttn e, 60
Cost if using modern missiles such as Shillelagh, Swatter B, Harpon, TOW or Spandrel.................. 75
Cost if using modern missile with at least 4,000 metre range such as Swingfireor HOT .................. 80

If the real life quantity of ready or reload missiles is less than above, the real figure must be used in the game. This
does not justify a cost rebate.

37mm to 45mm AFV, anti-tank or AA ZUNS . .. ...ttt 25
57Tmim AFV; anti-tank OF AAPUNS .« c woios o fiinis dia 5503 98 5705 618 5 51670 63 5000 008 slaminss o2 sareiein oo wimim o 30
US WW2 75mm AFV gun, asin Shermanand M.24 . ... ... i e 30
Russian 76mm AFV or anti-tank gun, as in PT.76 and SU.76 . . .. oottt ettt e 35

British 76mm AFV or anti-tank guns, including 17pdr, 77mm and those in Saladin and Scorpion, French
75mm in AMX.13 and EBR, German 75mm/L48 as in Pz.4, US 76mm as in Sherman, M.10 and M.41, and
Russian 85mm as in T.34/85 and ASU.85 . .. ...\ttt et e 40
US 90mm AFV guns as in M.48, M.47 and JpzKan, British 84mm 20 pdr, French 90mm smoothbore in
AMX.13, EBR and AML.90, Swedish 90mm in IKV.91, and Russian 100mm AFV, anti-tank and field gun as

InT.54, T.55and SUT00 . ..ottt e e e e et e e e e 50
French 105mm smoothbore AFV gun as in AMX.10 variants and US 75mm smoothbore AFV gun ... ... ... 55
Russian 122mm AFV gun as in JS.3, T.10, ISU.122, M.1974 and D.74 towed artillery piece, and US 120mm

AV as i M0300s s vmervns su v 03 00000 S5 HEREE 56 50051 THEe HE 555,60 secmets wa seimam s eeierae s 60
French 105mm rifled AFV gunin AMX. 30 . . ..o e e 65
British 105mm rifled AFV gun in Centurion, Leopard.1 and M.60, and Russian 115mm smoothbore AFV

BUN N T 02 . oo e 70
British 120mm rifled AFV gun as in Chieftain and Conqueror. ... ............ovuureiinne e, 85
German and French 120mm smoothbore AFV guns as in Leopard.2, AMX.32 and M. 1, and Russian 125mm

smoothbore AFV gunas in T.64@nd T, 72 « i vsnre sananis swovion va viuislom o sl » s v §aieas o6 555 o6 2 100
Extra cost for any but 75mm, 115mm, 120mm and 125mm smoothbores if provided with APFSDS. ........ 15
Extra cost of providing AFV gun with proportion of smoke ammunition. . . ..........c.vuviunreennnn.... 5



70mm, 75mm, 76mm, 95mm or 3.7in. pack howitzersorinfantryguns .. ......... .. ..o i, 25

British 25pdr, US and Italian 105mm, and Russian 122mm M.1938 howitzers ...............co0vvn... 30
British, German and French 105mm, and Russian 122mm D.30 howitzers. .. .........coiiininninnnn. 35
British 5.5in., US 155mm in M.109, and Russian 152mm M.1943 howitzers. ... ......covviurinnnrnnnns 40
Russian 152mm in ISU.152, M.1973 and D.20 towed, US 155mm in M.109A1, and French, German and

Tardeli 155mm ROWITZEIR : svoimes v voimiess o Souions SEoam o w ok W0 Beliind) Ko el s ey Sl 4 s v 45
Russian 130mm gun, US 155mm gun, FH.70 155mm howitzer and US 8in. howitzer in M.110............ 50
Russian 180mm gun and 203mm howitzer, and US 175mm gun and 8in. howitzer in M.110A2............ 60
Czech M.51 and US M.21 salvorocket launchers. ... ... ... ittt eaes 35
Russian BM.14 or BM.24, and US M.91 salvorocket launchers . . ..... ... ... ittt iiiiiinnnn. 40
French RAP.14, German LARS and Russian BM.21 salvo rocket launchers ........................... 50
French Rafale, US and German LRRS and Russian BM.25 salvo rocket launchers ...................... 80
Single launcher for heavy rocket such as Frog, Sergeant, Corporalor Pluton ........................... 95
Extra cost to provide non-rocket artillery with rocket assisted ammunition ................... ... .00 10
Extra cost to provide artillery with bomblet or scatter mine ammunition. . . .......... o0 ieeiiunnnnnn.. 25
Extra cost to provide artillery with CLGP ammunition . ....... ... ..ttt 35
Extra cost to provide artillery with SADARM or gas ammunition. . . ...ttt iiieinnnnnn.. 55
Ezxtra costiofsingleniiclear warhead O hell ... . o com s sommmes rmimmman e v s s w@eemer se s 1,000
Light AAGW system with several missiles such as SA.7, SA.9, Blowpipe or Chaparral ready to fire mounted

ORATEN '« cvsvsiiaivrs s i i eaatis i 6 SR8 7SS L SR S S, 58 B0 8 SUSNSH I B8 38 TSRS 50
Point defence AAGW system with SA.8, Rapier, Crotale, Roland orsimilar. ............ ... ... ... ... 100
Area defence AAGW system with SA.6, Hawkorsimilar............ ... .. oo oo, 150

POINTS VALUES OF ARMOURED FIGHTING VEHICLES

The points cost of an AFV is the combined value of all its vehicle mounted weapons, its degree of armour protection,
its level of mobility, and of any special equipment carried. Infantry elements or infantry support weapon elements
carried by the vehicle are not included, even if their weapons can be fired from the vehicle as well as from the
ground.

Armour classes are defined in a later section. Their costs are as follows:

(@17 51 R 20 Class V ...oviiiiiin.. 45 ClassIX ...t 80
CLESE I = o vvawnes crmavwnsion o 25 CE1ERS W i s v onevave swosvscass 50 Clasg X i os o civmanianis 100
ClassIII ................ 30 Class VII................ 55

Class IV.. o wiwinine s wvivsnae v 40 [ @41:1:1: 574 | § SRR 60

Partial spaced armour denoted by the suffix ‘s’ increases armourcostby........... ... ... oo i, 10
More complete spaced or special armour denoted by “S increasesitby........... ... .. . il 20
The absence of a turret for the main weapon reduces armour costby. . ....... ... ... ... 5
Mobility classes and costs are as follows:

Wheeled APV icion on cames e 5508 5% dopieh o8 S9ReR Vasmy e Fadn s Soeng &8 oee i Hasases i3 saiviese 0
Halfetracked AV ..o e e e e e 0
Very fast tracked AFV, capable of more than 59kph (37mph)ongoodroads . ............... ... ........ 20
Fast tracked AFV, capable of 43kph (27mph) to 59kph (37mph)on goodroads. . . .............ouna... 10
Medium speed tracked AFV, capable of 25kph (16mph) to 58kph (36mph)on goodroads . ................ 5
Slow tracked AFV, capable of less than 25kph (16mph)ongoodroads. . ..., 0

POINTS VALUES OF SOFT TRANSPORT

Animals to mount an infantry element, carry an infantry support element, or pack or tow a heavy weapon or
vehicle; together with diivers,; limbers and Vehicles. . covim o cvmns se vovin s vevin smvm s se evmem s o 5 2
Jeep type Vs tonne or Y2 tonne vehicle, with or without trailer ......... ... ... ... i, 5
"Truckuip'te: L IOGTBCAPECITT '« «vnwn s smmnmn samsorn o wosirs &% iginte e o e eammre et i e ¥ @6 o 8
Larger lorry or specialised artillery tractor. . .. .. ...ttt e e e e 10
1

SECtIOTTASSAAIE BOFE - covine v s w5 wrvasis sty @ W aeiae seamaariie e SITaTs S AISTR AT SRR S ST AT B ¥
Landing craft or river patrol boat. . .. . ... . e 50
HOVERCTATT s s s sommmios s s miaiins o0 913 SUSSE ad §emibis K s sURans ss@ie/sine SIsisiese @ SRimIwassie ok SEmvais Wi 5% o 250
The costs of any permanently mounted weapons and special equipment must be added to the basic costs.

All weapons normally employing vehicle or animal traction must be provided with it except when dug-in in a static
defensive role.






