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1.0 INTRODUCTION

Each folio game represents an actual or
hypothetical battle, as included at the end

of the Standard Rules section (known as the
Exclusive Rules). The map included with the
game represents that actual battle's terrain,
and the pieces represent the actual units
which participated in the battle. The Standard
Rules are rules that generally fit all of the folio
games, and the Exclusive Rules are specific to
each battle represented.

2.0 GAME EQUIPMIENT
This game should include the following com-
ponents:

1 Standard Rules booklet

1 Exclusive Rules booklet

1 Map

1 Counter sheet of playing pieces

If any parts are missing or damaged, please
write to:

Decision Games

P.0. Box 21598, Bakersfield, CA 93390-1598

You can also register this game purchase on-
line at: www.decisiongames.com

2.1 The Game Map

The 22x17” mapsheets portrays the battle
area. A hexagonal grid is superimposed over
the terrain features to regulate the movement
and positioning of the game pieces throughout
the game.




2.2 Charts & Tables

Various visual aids are provided for the players
to aid, simplify and illustrate certain game func-
tions. They are the Combat Results Table, the
Terrain Key, and the Turn Record/Reinforcement
Track. Some Exclusive Rules will occasionally
mention additional charts.

-2.3 The Playing Pieces
The cardboard pieces represent the actual
military units that took part in the battle. The
numbers and symbols on the pieces represent
the strength, movement capability, and type of
unit represented by each piece. Those pieces will
hereafter be referred to as “units.”
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2.3.1 How to Read Units

Most units contain identifiers or names, and
sizes. The identifier or name of a unit generally
has no bearing on play, except as part of some
set-up and reinforcement rules. An identifier
that lists two numbers separated by a slash
represents the battalion # and then the regiment
#from which that battalion derives {though that
parent regiment may or may not be included in
the game). For example, a unit printed with 4/47
is referring to the 4™ Battalion of the 47 Regi-
ment. A single # identifier typically refers to a
single formation of its type {for example, 9 could
refer to the 9% Division). Unit sizes are identified
by a roman numeral:

I = Company 11§ = Regiment
il = Battalion X =Brigade
2

2.3.2 Definition of Terms

Attack Strength is the relative strength of a
unit with regard to attacking other units,
expressed in terms of attack strength points.

Defense Strength is the relative strength of
a unit with regard to defending against the
attacks of enemy units, and is expressed in
terms of defense strength points.

Combat Modifier is the strength of support fire
markers (representing everything from corps
artillery, naval support, aerial bombardment,
organic mortars, etc.) used to attack enemy
units, and is expressed in terms of a "+
value that may be added to the strength of a
friendly unit during combat or as a bombard-

ment value.

Movement is the maximum number of clear
terrain hexes through which that unit may be
moved during a single movement phase; each
such hex requires one movement point of the
movement allowance. More than one move-
ment point will be required for other types of
(non-clear) hexes, though road and trail hexes
will negate terrain costs.

Leg unit is a unit that is not a “mobile” unit,
which generally represents any type of unit
that lacks conveyance or transport.

Mobile unit is a unit that is not a "leg” unit,
which generally represents any type of unit
that moves by a means other than human
feet. A “mobile” unit can be anything from
tanks to wagons. Only “mobile” units are per-
mitted to move during the Mobile Movement
Phase (see 4.1}

2.4 Game Scale

Each hexagon on the mapsheet represents from
several hundred to several thousand yards from
side to side. Each game turn is equivalent to one
or many days of real time.

3.0 SETTING UP THE GAME

The cardboard playing pieces should be punched
out of the counter sheet; the differently colored
units represent forces of opposing sides. Players
should determine which side each will play.

Then the players consult their respective “Initial
Deployment Charts” found in the Exclusive Rules.
Those charts list the strength of each unit in play
on the map during the first game turn. Unit values
are listed as follows.

For example, a 5-6-8 is a unit whereby “5” is the
unit’s attack strength, “6” is the unit's defense
strength, and “8" is the unit's movement allow-
ance.

COMBAT UNIT

Size (Battalion)  Mobile Unit

Designation Mechanized
e N § Type
=
7'4
Attack /
Strength Defense Movement
Strength

SUPPORT FIRE MARKER
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(Back)

(Front)

Support fire markers simply list a single modifier
{such as the “+3" above).

Units may be assigned specific set-up hexes, or
the players may be instructed to choose the set-
up hexes for their units, in which case one player
or the other will be instructed to deploy his units
first. Units specified as reinforcements are to be
placed in a space on the Turn Record Track / Re-
inforcement Track. The Exclusive Rules for each
battle will specify the quantity of reinforcement
units that arrive and on which game turn. Other
information printed on the Turn Record Track/
Reinforcement Track appears as follows.

Turn Number
N\

M
1
First Player——>» 7/4 4—

Support Fire
(7 this turn)

| Second Player
Support Fire
s (4 this turn)

First

First Player \
(i.e., Starting Player)

The support fire # is the allotment of support fire
markers {not points) per game turn. Generally, the
support fire allotment represents such things as
naval gunfire from ships far offshore, or bombers
flying in from distant bases or aircraft carriers,
as well as artillery units of all types and sizes
{which are not represented as units in the game).
The support fire allotment number equals the
total number of support fire markers a player will
receive at the beginning of that current game
turn,

The Exclusive Rules indicate which player is the
first (starting) player. The victory conditions in-
dicate how the game can be won. Play proceeds
according to the sequence of play for the number
of game turns specified by the Exclusive Rules.
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4.0 SEQUENCE OF PLAY

This game is played in successive game turns,
each of which is composed of alternate player
turns. During each game turn the players ma-
neuver their units and resolve combat according
to the sequence outline and within the limita-
tions provided by the rules. At the conclusion

of the last game turn the victory conditions are
consulted and a winner is determined.

4.1 Sequence Outline

Each game turn is divided into a "First Player
Turn” followed by a “Second Player Turn” {one
player takes the First Player Turn while the other
player afterward plays the Second Player Turn).
The turn track on the map indicates which player
is the “first” player. Each of the player turns must
be played through according to the following
sequence.

Movement Phase. The current player may
move all, some or none of his units as he desires
within the limits and restrictions of the rules of
movement, zones of control, terrain effects and
any exclusive rules. The current player may bring
reinforcements onto the map as allowed by his
reinforcement schedule and the reinforcement
rules. The other player may not move any of his
units at this time.

Any mobile units that move during this phase
will not be eligible to move during the upcoming
mobile movement phase.

Combat Phase. After all movement is com-
pleted, the current player uses his units to attack
the other player's units. The current player may
execute his attacks in any order he desires, but
each attack must follow this sub-sequence.

A) The current player states the quantity and
the strength of his attacking units, and what
enemy unit is being attacked by them.

B) The current player assigns available support
fire markers (if he wishes) to add to the
combat strength of his attack {as described
in 8.3).

€) The opposing player assigns available support
fire markers-(if he wishes) to add to the
combat strength of his defense (as described
in 8.3).

D) Calculate the combat differential: the total
attacking strength value minus the total
defending strength value. Adjust that dif-
ferential according to the type of terrain
occupied by the defending unit. Then consult
the column on the Combat Results Table that
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corresponds to that final combat differential.
Roll a six-sided die and cross-reference that
result within the chosen combat differential
column on the CRT, and apply the resuits
immediately.

Mobile Movement Phase. After combat, mo-
bile units (only) are permitted to move during this
phase if such units did not already move during
the preceding regular movement phase. Mobile
movement is identical to reguiar movement,
except that only mobile units (not leg units) may
move during this phase.

Mobile Combat Phase. After the mobile move-
ment phase, mobile units (only} are permitted to
attack this phase if such units did not already at-
tack during the preceding combat phase. Mobile
combat is identical to regular combat, except
that only mobile units {not leg units) may attack
during this phase.

After all movement and combat by the first player
have heen completed, the second player begins
his movement and combat, using the procedure
described above. After the second player has
completed his movement and combat, the game
turn ends. Remove all Support Fire markers
(whether used or not) from the map, but keep
them handy to be available for support fire alloca-
tion during the next game turn. Then advance

the Turn marker one space along the Turn Record
Track/Reinforcement Track, signaling the start of
anew game turn.

5.0 MOVEMENT

During the movement phase, the current player
may move as many or as few of his units as he
wants. The units may be moved in any direction
or combination of directions (into non-prohibited
terrain) up to the limits of each unit's printed
movement allowance. Units are always moved
one at a time, tracing a path of contiguous hexes
through the hex grid. As each unit enters a hex, it
pays one or more movement points (MP) from its
movement allowance (MA).

During the mobile movement phase, the current
player may move as many or as few of his mobile
units as he desires, but only those that hadn't
already moved during the preceding movement
phase of the same player turn.

The mobile units may be moved in any direction
or combination of directions (if into non-prohib-
ited terrain) up to the limits of each mobile unit’s
printed movement number (in hexes). Mobile
units are always moved one at a time, tracing a
path of contiguous hexes through the hex grid. As
each mobile unit enters a hex, that unit pays one
{or sometimes more)} movement points from its
printed movement allowance.

5.1 Movement Restrictions

Movement may never take place out of sequence.
A player’s units may only ever be moved during
his own movement phase {or mobile movement
phase, if a mobile unit). During the combat phase,
a unit that has either attacked or defended

may possibly advance or retreat, but that is not
considered a move, and does not require the
expenditure of any movement points. Neither
player may ever conduct movement during the
opposing player's movement phase and/or mobile
movement phase.

A unit may never enter any hex containing an
enemy unit, nor enter any prohibited terrain hex
(such as an all water hex). No unit may ever leave
the map.

A unit may never expend more movement points
than its total printed movement allowance during
any one turn. A unit may expend all, some or
none of its movement paints during any single
turn, though any unused movement points may
not be accumulated from phase to phase or from
turn to turn, nor ever transferred to ancther unit.

When any unit's movement has been completed,
it may not be moved again during that same turn,
except as a retreat or an advance after combat.

5.1.1 Z0C Movement Effects

- Any leg unit that begins its movement in a hex

not in an enemy zone of control (EZ0C; see 6.0)
and enters a hex adjacent to an enemy unit must
stop its movement immediately, regardless of
how many MP it has remaining.

A mobilg unit must expend half of its printed MA
{plus the normal cost of terrain} when it both
exits and enters an EZOC during the same Move-
ment Phase. However, when a mobile unit exits
an EZOC and enters a non-EZOC hex {or exits a
non-EZOC hex and enters an EZOC hex), only the
normal cost of terrain applies.

Any leg unit that begins its movement in an EZ0C
may move into an adjacent hex that is not inan
EZ0C per the normal terrain cost, and may con-
tinue movement normally. However, that leg unit
must halt its movement if it enters another EZOC.

A mobile unit does not expend half its MA to
leave an EZOC, but would be required to expend
half of its MA if it then entered another EZOC
during that same movement (as well as the
normal cost of terrain in each entered hex).




At the start of its move, a 4-4-10 mobile unit
enters an enemy 2-3-8 leg unit's EZOC hex
{paying 1 MP for clear terrain). That mobile unit
continues to move by exiting that EZOC hex
{paying 5 MP, half of its printed MA, because
it did not start its movement in that EZ0C hex)
and entering a different adjacent EZOC hex
(paying 1 MP for clear terrain, for a total of 6
MP). Then that mobile unit enters an empty
hex (paying 1 MP for clear terrain), and then
another empty hex (paying 1 MP for clear ter-
rain), and finally the last empty hex {paying 1
MP for clear terrain), where it must stop after
expending its entire printed MA.

Note that after moving into the second hex,
the 4-4-10 could not move directly into the “X”
hexes because of the half MA cost for leaving
an EZ0C directly into another EZOC.

5.1.2 Infiltration

Any leg unit that begins its move already adja-
cent to any enemy unit {in an EZOC) may move
into one adjacent EZOC hex if it expends all of its
MA (disregard the normal movement cost in that
adjacent hex).

Any mobile unit that begins its move already ad-
jacent to any enemy unit {in an EZOC) may move
into one adjacent EZOC hex if it expends half of
its printed MA {rounded down) plus the normal
terrain movement cost of the hex it enters. It may
continue moving if it has MPs remaining.

In either case, it's therefore possible to move any
unit from one EZOC to an adjacent EZOC. Mobile
units may be able to infiltrate from one EZ0OC to
another, move out of EZOC, move several more
hexes, and enter another EZOC.

EXCEPTIGN: Units may generally not move from
EZOC to EZOC across a minefield hexside or to
enter a fortification hex; however, this restriction
doesn't apply to commandos. Commandos don't
pay any additional movement costs to enter or
exit EZOC.

None of the above applies to retreat or advance
after combat, which isn't considered “normal”
movement.

5.2 Effects of Terrain

Any unit must expend one movement point to
enter a clear terrain hex. To enter other types

of hexes, a unit must expend more than one
movement point; see the Terrain Key printed on
the map for the movement cost for each type of
terrain entered (for example, 2 MP = 2 movement
points required to enter that hex). Additionally,
some hexsides are printed with other types of
hexside terrain features (such as a river}, which
also require movement points to cross in addition
to the movement points required to enter the hex
itself. That cost is in addition to the terrain cost
for entering the hex. All movement point costs
are cumulative.

No unit may enter a hex if that unit does not pos-
sess sufficient movement points remaining to pay
for the cost to enter, as well as the cost of any
crossed hexside terrain feature, if any.

5.2.1 Road Movement

Any unit that moves from one road hex directly
into an adjacent road hex through a road hexside
expends only ¥2 movement point, regardless of
other terrain in the hex.

5.2.2 Trail Movement

Any unit that moves from one trail hex directly
into an adjacent trail hex through a trail hexside
expends only one maovement point, regardless of
other terrain in the hex.

5.3 Stacking Restriction

No unit may ever end its movement stacked with
any other unit (although a unit may move through
hexes occupied by any other friendly units at no
extra MP cost). Stacking is prohibited.

6.0 ZONES OF CONTROL

surrounding each hex

constitute the zone of

in that hex. Hexes into ZoC @
which a unit exerts a zone @

of control are called zone

exert a zone of control at all times, regardless of
the phase or the player turn, during the entirety

The six hexagons @
control {ZOC) of any unit @.@
of control hexes. All units

of every game turn.

Zones of control extend into all types of terrain
and across all types of terrain hexsides. How-

ever, some fortifications (for example, the West
Wall} will negate enemy zones of control into the
fortification’s hex.

The presence of zones of control is never af-
fected by other units, enemy or friendly. If enemy
and friendly zones of control extend into a hex,
they have no effect upon each other; both co-
exist, and the hex is mutually affected by hoth
Z0C. If a unit is in an enemy ZOC, the enemy unit
is also in that unit's ZOC.

6.1 Effects on Movement

Zones of control inhibit the movement of enemy
units, as explained under 5.1.1.

6.2 Effects on Retreat & Advance After
Combat

Units retreating after combat are prohibited from
retreating into hexes in an enemy Z0C (see 7.2).
Units advancing after combat ignore enemy Z0C
{see 7.9).

7.0 COMBAT

Combat is only ever possible among opposing
units that are presently adjacent, but is not
mandatory. Any support fire markers being used
as bombardment are exceptions (being adjacent
is not a requisite), though bombardment is not
considered to be combat.

The current player (of the current player turn) is
the “attacker;” the other player is the “defender.’
Combat only ever occurs during the current
player’s combat phase, per the steps outlined
under 4.1.

4

The current player is not required to declare all of
his intended attacks at the outset of the combat
phase; he may decide each attack as he reviews
the map, though all attacks must be resolved to
completion one at a time. Separate combats can
be resolved in any order the attacker wishes,
provided each combat is resolved before the next
combat is declared.

7.1 Which Units Attack

Among all of the opposing units adjacent to each
other, the attacking player may decide which

of his units will be participating in an attack on
which defending units, as well as which of his
units will not be participating in any attack. A
defending unit can be attacked by as many {or
as few) attacking units as the attacking player
desires, as long as all the attacking units are ad-
jacent, and provided each of the attacking units
is not attacking across prohibited or restricted
terrain (such as a sea hexside).
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The type of terrain the attacking unit(s) are in
has no effect on their eligibility to attack, except
in the case of a prohibited hexside between the
attacker and the target hex.

Eligible attacking units from two {or more) hexes
(if they are each adjacent to the defender’s hex)
can add their printed attack values together to
attack as a combined value. Support fire may be
added per 8.0.

The current player may conduct as many attacks
{only during his own combat phase) as there are
existing enemy units on the map to be attacked
{by the current player’s adjacent eligible units,
if any).

7.2 Combat Parameters

No particular unit may attack more than once
during the same combat phase, and no enemy
unit may ever be attacked more than once during
the same combat phase (though an enemy unit
may be subjected to bombardment by support fire
and then a normal attack during a combat phase).

7.3 Combat Differential

The combat differential is the net quantity of
attack strength points {including any support

fire) compared to the net quantity of defense
strength points {including any support fire). The
differential is the sum of the total defense value
subtracted from the sum of the total attack value.

After calculating the combat differential {see
4.1}, consult the Combat Results Table and
cross-reference the column indicating the terrain
type in that combat hex (the defending unit’s hex)
with the die roll. In other words, the intersection
of the die roll line and column yields a combat
result. Implement the indicated combat result
immediately (before resolving any additional
attacks).

MNOTE: Support fire, if available, may be added
by a player during his own combat phase. The
defending player may also add his own support
fire markers, if available, to combat during the
other player's combat phase. In any case, support
fire markers used during a player's own combat
phase are not available to be used during the
enemy combat phase, nor vice versa, during the
same game turn.

NOTE: All attack and defense strengths are
always unitary. That is, a unit's strength may not
be divided among different combats, whether

as the attacker or the defender. Likewise, a unit -
may not have its attack and defense strengths
combined for any reason.
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7.4 Effects of Terrain

Defending units, only, benefit from the terrain in
the hex they occupy and/or that hex's perimeter
hexside terrain feature. The terrain within the
hexes occupied by attacking units has no effect
upon combat.

Defending units do not benefit from river or ditch
hexsides unless all of the attacking units are at-
tacking that defending unit across a non-bridged
river or ditch hexside into that hex.

The effect of terrain on combat has been inte-
grated into the Combat Results Table. Refer to

the terrain in which the defending unit is present,

and cross-reference that terrain type with the
combat differential per 7.3. The combat die roll
resuft must correspond to that column.

Terrain benefits for combat are never cumulative;

a defending unit always benefits only from the
most defensively advantageous terrain type

in its hex. For example, a unit in rough terrain
surrounded by a river hexside would benefit only
from the rough type of terrain.

7.5 Fortifications

If a particular game includes fortifications
{whether printed or as game pieces), the printed
defense strength of any unit in a fortification hex
is doubled while that unit is in that hex. More-
over, the combat modifier (the "+ value) of any
attacker’s support fire or bombardment marker
applied to a fortification hex is halved {round
down). This rule does not apply to support fire
markers applied by the defending player.

7.6 Combat Resolution

The combat results, as printed on the Combat
Results Table, are explained as follows.

De = The defending unit is entirely eliminated.
D3 = Thedefendingunit must retreat three
’ hexes.®- - : B
D2 = The defending unit must retreat two
hexes.*

Ex = One attacking unit and the defending unit
must be flipped to their depleted side (or
eliminated if already depleted). Among
multiple attacking units, the attacker
chooses which unit becomes depleted.

A1=The attacking unit(s) must retreat one
hex.*

A2 = The attacking unit(s) must retreat two
hexes.*

A3 = The attacking unit{s) must retreat three
hexes.*

{A&) = One attacking unit must be depleted (or
be eliminated if already depleted, of the
attacker’s choice among multiple units).

Ae = All attacking units are eliminated.

*The retreating player may choase to ignore his
retreat requirement by choosing to deplete his
own unit instead (see 7.8).

NOTE: A dot combat result is no effect.

If the combat result is a retreat, the retreating
player retreats his own unit in accordance with
the retreat rules (see 7.7).

7.7 How to Retreat

When a combat result requires a unit to be
retreated, the owning player must immediately
attempt to move that unit the indicated number
of hexes away from their combat position. This
movement is not normal and therefore requires
no movement points to be expended.

A retreating unit must retreat a path of hexes
that is farther away from the enemy unit(s)
that caused the combat result {or, farther away
from the defending unit that caused an attacker
retreat).

If possible, a retreating unit must retreat along
a path of vacant hexes (that is, not occupied by
other friendly units), though a unit may retreat
through friendly occupied hexes if no other re-
treat routs of vacant hexes is possible. Under no

“circumstances may a unit retreat into or through

any hex presently occupied by an enemy unit or
inan EZOC.

A unit may not retreat into or through any
prohibited terrain (such as an all-sea hex). Sea-
borne units that are required to retreat to a sea
hex must be depleted (or eliminated if already
depleted or & one-sided unit).

While retreating, a unit may not enter any hex
in an EZOC. Friendly units and friendly units
with a zone of control into a particular hex do
not negate.any EZOC into that same hex for the

- purposes of retreat.




Any unit that must retreat must terminate its
retreat movement the number of hexes away
required by the combat result retreat number
{from its original combat hex). If it cannot, it is
depleted in the last hex it can legally retreat to or
is eliminated if already depleted or is a one-sided
unit. In that case, the retreat path is considered
to be the last hex that eliminated unit could
legally retreat into; see 7.9.

If any unit is unable to retreat per those restric-
tions, it is eliminated instead.

7.7.1 Bombardment Retreat

A unit that must retreat because of a bombard-
ment must retreat farther away from the closest
enemy unit, or toward a friendly unit of the
owning player’s choice if there are no enemy
units on the map. If such a retreat will cause a
unit to inevitably retreat closer to an enemy unit,
it may retreat toward either one, but must then
be depleted. If any unit is unable to retreat after
bombardment, it is eliminated.

7.7.2 Displacement

If a retreating unit's only available final hex in a
retreat path is occupied by another friendly unit
(not involved in that same attack), the retreat-
ing player may choose to "displace” {move) that
other friendly unit from its hex (in order to allow
the retreating unit to occupy its hex) to one ad-
jacent hex as if that other friendly unit was also
retreating as a result of combat. Such displace-
ments may never be made into a prohibited hex,
nor into an EZOC, nor into a hex in which the
retreating unit would be stacked with another
unit. After the displaced unit has moved, the
retreating unit may retreat into that other friendly
unit's formerly occupied hex.

Additionally, a displaced unit is also permitted
to displace another friendly unit using that same
procedure, and that other displaced unit may
displace yet another friendly unit, and so forth
(a given unit may be displaced more than once).
Note, however, any unit displaced is assumed to
have suffered a retreat (as if a normal combat

result), and is thus ineligible to conduct any at-
tack during that turn.

Displacement is voluntary; a retreating unit un-
able to retreat because of the presence of other
friendly units may be depleted or eliminated
instead of displacing, as described in 7.8, rather
than displace another friendly unit.

A retreating unit may not displace another
friendly unit if any eligible vacant hex is avail-
able. Similarly, a retreating unit doesn't displace
another friendly unit when merely moving
through that other unit’s hex during the course of
aretreat.

7.8 Stiff Resistance

Instead of obeying a retreat combat result, a
player may declare “stiff resistance” instead,
whereby that unit is not required to retreat at
all; however, that unit must then be immediately
depleted. A player may opt to declare a depleted
or one-sided unit to offer "stiff resistance” to
avoid the retreat combat result. (The depleted or
one-sided unit must be eliminated in that case,
but the retreat result is thereby nullified.} That
prevents any advance after combat into that
combat hex; see below.

7.9 Advance After Combat

Attacking units are only permitted to advance
after combat following a retreat combat result on
an attacked (defending} enemy unit. No defend-
ing unit may ever advance after combat, even
after an "A1,” "A2” or "A3" combat result.

Whenever an enemy unit is forced to retreat or
is eliminated as a result of combat, it will leave a
path of vacant hexes behind it called the path of
retreat (this includes units that were eliminated
when unable to complete the entire retreat; see
7.7). Any or all units that participated in the com-
bat that caused the retreat are then eligible to
advance along that path of retreat. The decision
to advance after combat must come immediately
after the retreat is completed, but no unit is ever
forced to advance after combat. Advance after
combat is special insofar as all of the advancing
units that caused the retreat may ignore enemy
zones of control along the entire path of retreat.

Any unit(s} advancing after combat may end their
movement in any of the hex(es) along that path
of retreat, but they may not stray from the path
of retreat while moving. If multiple units advance
after combat, no more than one may end its
movement in any one hex of the path of retreat.

After an advance after combat, an advancing
unit isn't eligible to attack or perform any other
activity during that player turn {unless specified
otherwise by a particular Exclusive Rule). An
advanced unit is subject to attack by any eligible
enemy units as of the immediately following
enemy combat phase.

8.0 SUPPORT FIRE

Support fire represents indirect fire assets not
represented in the game by actual game pieces.
As such, support fire exists as markers players
are allotted from a chit pool, which may only ap-
pear on the map during the resolution of combat.
[n other words, support fire markers do not exist
on the map as units; they simply represent the
incoming fire from such supporting assets.

Each side is provided with its own pool {chit
pool} of support fire markers, which are allotted
by the support fire allotment number printed on
each space of the Game Turn Track / Reinforce-
ment Track. The support fire # is the allotment of
support fire markers {regardiess of their value)
per game turn. The support fire allotment number
equals the total number of support fire markers a
player will receive at the beginning of that game
turn. If two numbers are listed, the first number
is the support fire allotment for the first player,
whereas the second number is the support fire
allotment for the second player. The Exclusive
Rules indicate which player is the first (starting)
player.

For example, “8/9" printed in the first game turn
space of the Crusader game map indicates the
British player (who is the first player} is allotted 8
support fire markers, and the German player (who
is the second player) is allotted 9 support fire
markers (see 3.0 and 10.1).

8.1 Alfotted Support Fire
Markers

If the allotment of support fire
markers indicated on the Game
Turn Track/Reinforcement Track
is less than the total quantity of markers in the
pool for that player's side, that player must select
from the lowest-valued markers before selecting
higher-valued markers. That is to say, selected
support fire markers must be selected in order
from lowest to highest.

8.2 Support Fire Limitless Range

Support fire markers have no range limits; they
may be added to any combats occurring any-
where on the map unless stated otherwise by the
Exclusive Rules.
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8.3 Support Fire Application

All support fire markers function the same,
though some markers have different printed

“+" values (the combat modifier). The value
represents combat strength players may apply to
combats that occur during the course of the turn.
Naturally, the higher valued support fire markers
are more powerful than the lower valued mark-
ars. A support fire marker may only be used once
during each game turn.

When any combat is announced, the attacking
player may declare his intention to apply support
fire to that combat, as may the defending player.
However, the attacking player must always apply
the first support fire marker, if he chooses to do
s0. Then the defending player may decide to also
apply a single support fire marker of his own.
Thereafter, the attacker may apply his second
support fire marker to that combat, if he chooses
{(whether or not the defender applied a support
fire marker of his own). Finally, the defender may
apply the last support fire marker, if he chooses
{even if no support fire markers had been applied
by either player until then). In other words, the
attacker and the defender alternate applying
their own support fire markers, if they choose, to
each announced combat.

If the attacking player declines to play a second
support fire marker, the defending player may
apply his second support fire marker nonetheless,
although the attacking player may not then play
any additional support fire markers after-the-fact.

If the defending player declines to play his first
support fire marker, he is nonetheless eligible
to apply his second support fire marker; though
the defending player may not then retroactively
play his first support fire marker. Once a player
declines to apply his first or second support fire

Fire & Movement Standard Rules

marker, his opportunity is forever lost during that
announced combat.

Applying support fire is always voluntary, though
once declared, a player may not change his mind,
nor may the announced combat be cancelled.

As implied, a player may add up to a maximum of
two support fire markers to an attack or defense
from among the markers he has been allotted
that game turn to any particular combat. Once
used, they are then returned to the player’s chit
pool.

Whether as the attacker or the defender, the
applying player simply places his support fire
marker(s) in the combat hex (the target hex of the
declared attack), and then adds the support fire
markers “+" number to his total attack value {for
example, if two 4-4-10 units are attacking a 2-3-8
unit, the total attack valug is “8;" if the attacking
player then adds two “+2" support fire mark-

ers, the final attack value becomes “12." If the
defending player adds a “+6" support fire marker
to that same combat, the final defensive value
would then become “9,” that is, a defending 2-3-
8 unit +6="9".

8.4 Bombardment Support Fire

Prior to resolving any announced combats,
Support Fire markers may be used alone to
attack enemy units {that is, not in concert with
any actual ground attack), in a process known

as a “bombardment.” To conduct a bombard-
ment, the current player may select any enemy
unit(s) anywhere on the map as the target of
gach bombardment {only during his own combat
phase and prior to the resolution of the first
regular ground attack). He then conducts each
bombardment exactly as if a normal attack using
the Support Fire marker's “+" value {“combat
modifier”) to calculate the differential {minus the
targeted unit's defense strength). In such a case,
a bombardment is resolved like normal combat,
except “Ex” results only affect the target never
the bombarding marker. Further, an A1, A2 or A3
result is always ignored.

Each Support Fire marker may only target one
enemy occupied hex. Further, a maximum of two
markers may be used to bombard the same hex
during the same player turn, though both the
markers may be of any value from amang the
markers drawn from the chit pool. Once a marker
is used, it's returned to the chit pool where it's
eligible for reuse as described in 8.1.

8.4.1 Counter-Battery Fire

A player may also add {a maximum of two) sup-
port fire markers (per the same alternating pro-

cedure as 8.3) to the defense of any friendly unit
that is the target of a bombardment. The value of
the defending player's own support fire marker(s)
thus simply reduces the bombarding player’s total
bombardment value by an equivalent amount.

For example, if the bombarding and the defending
player's support fire markers are each "+6,” then
the bombardment value is thus “0."

8.4.2 Friendly Fire

After resolving a bombardment, if the Combat
Results Table indicates any type of “{A}" resul,
the bombarding player must apply that resuit to
a single friendly unit that is closest to that origi-
nally targeted enemy unit. If there are multiple
friendly units equidistant to that enemy unit, the
bombarding player may choose which of his own
friendly units is affected by the “{A)" result.

8.5 Terrain Effects

Support fire may be used anywhere on the
map, regardless of intervening terrain or
units (enemy or friendly). Support fire is not
subject to line of sight restrictions, except when
stipulated differently by the Exclusive Rules.

In all cases, the defending units benefit fully from
the terrain in the hex they occupy when attacked
by any support fire, per the adjustment integrated
into the Combat Results Table.

8.6 Support Fire Restrictions

Combat results have no effect on the allotment

of support fire markers during the current or any
future game turn, except when stipulated differ-
ently by the Exclusive Rules.

G

A player may not divide or split the “+" value of

any support fire marker among different targets.
Each support fire marker must be applied to one
particular target hex only.

Support fire markers may never be accumulated
from game turn to game turn. If they are not used
during the game turn that they are allotted, they
are returned to the chit pool.

No individual hex may be subjected to more than
one bombardment (see 8.4} per game turn.

9.0 SUPPLY

There are no supply rules {unless otherwise
noted in a specific game’s Exclusive Rules). All
units are always considered in supply. Isolated or
surrounded units suffer no penalties.




COMBAT RESULTS TABLE

Terrain Type Combat Differential (attacking strength minus defending strength)

Mountain, Mines -1 0 +1 +2,43 | +4,+5 | +6,+7 | +8,+9 +10

City, Rough, River v 2 1 0 +1 2,430 VA 45 6,470 48,49 +10

Broken, Marsh, Ferry, Town, -3 2 1 0 +1 +2,+43 | +4,45 | +6,+7 | +8,49 +10

Stream, Escarpment

Bridge, Woods, Ditch, Grove, -4 3 2 -1 0 +1 +2, 43 | +4,45 | 46,47 [.48,49 +10

Mixed

Clear, Desert -5 -4 3 2 -1 0 +1 +2,43 | +4,45 | +6,47 | 48,49 +10

Die Roll Result

1 (A) A3 A2 ° Ex Ex D2 D2 D2 D3 De De
2 (A) (A) A3 AZ ° Ex Ex Ex D2 Dz D3 De
3 (A) (A) (A} A3 A2 ° Ex Ex Ex D2 D2 D3
4 (A} (A) (A) {A) A3 A2 e Ex Ex Ex D2 D2
5 Ae (A) (A) (A) (A) A3 A2 ° Ex Ex Ex D2
6 Ae Ae (A) {A) (A) (A} (A) Al ® Ex Ex Ex

De = The defending unit is eliminated.

D3 = The defending unit must retreat three hexes {or deplete one unit of the defending player’s choice, instead; see 7.8).
D2 = The defending unit must retreat two hexes (or deplete one unit of the defending player's choice, instead; see 7.8).
Ex = One attacking unit and one defending unit must be flipped to their depleted side (or eliminated if already depleted).
A1 = The attacking unit(s) must retreat one hex [or deplete one unit of the attacking player's choice, instead; see 7.8)

A2 =The attacking unit(s) must retreat two hexes (or deplete one unit of the attacking player's choice, instead; see 7.8)
A3 =The attacking unit{s) must retreat three hexes (or deplete one unit of the attacking player's choice, instead; see 7.8)
(A) = One attacking unit must be depleted {or eliminated if already depleted).

Ae = All attacking units are eliminated.

Full-Strength Infantry Type Unit
(Regiment) Sample:

S
.2 3 i

Attack Defénse Movement
Strength  Strength  Number

Depleted Mechanized Type Unit
(Battalion) Sample:

®K
Unit 7% @

Mobile
o = No effect. identifier] 4 4 12 Unit
ISLAND WAR COMBAT RESULTS TABLE
Terrain Type Combat Differential (atiacking strength minus defending strength)
Mountain, Rough 2 -1 0 +1 +2,+3 | +4,45 | +6,+7 | +8,49 +10
Broken, Town -3 2 -1 0 +1 12,43 | +4:45 L4847 ] +8, 49 +10
Jungle, River -5 -4,-3 -2 -1 0 +1 +2,43 | +4,45 | +6,+7 | +B,+8 +10
Clear, Sea 7 -6,-5. | ~4,-3 -2 -1 0 +1 2,43 445 | 4647 | 1840 | 410
Die Roll Result

1 (A}~ A3 A2 ° Ex Ex D2 D2 D2 D3 De De

2 (A) (A) A3 A2 ° Ex Ex Ex D2 D2 D3 De

3 (A) (A) (A) A3 A2 e Ex Ex Ex D2 D2 D3

4 Ae (A) (A) (A) A3 A2 ° Ex Ex Ex D2 D2

5 Ae Ae (A) (A) (A) A3 A2 e Ex Ex: Ex D2

6 Ae Ae Ae (A) (A) (A) (A) Al ® Ex Ex Ex

De = The defending unit is eliminated.

D3 = The defending unit must retreat three hexes (or deplete one unit of the defehding player’s choice, instead; see 7.8).
D2 = The defending unit must retreat two hexes {or deplete one unit of the defending player’s choice, instead; see 7.8).
Ex = One attacking unit and one defending unit must be flipped to their depleted side (or eliminated if already depleted).
A1 =The attacking unit(s) must retreat one hex (or deplete one unit of the attacking player's choice, instead; see 7.8)
A2 =The attacking unit(s) must retreat two hexes {or deplete one unit of the attacking player’s choice, instead; see 7.8)
A3 =The attacking unit{s) must retreat three hexes {or deplete one unit of the attacking player's choice, instead; see 7.8)
{A) = One attacking unit must be depleted (or eliminated if already depleted).
Ae = All attacking units are eliminated.

e = No effect.

Note: Combat differ-
entials greater than +10
areresolved onthe +10
column while differentials
less than the lowest {left
most) differential usethe
left most column.
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10.0 INTRODUCTION

10.1 Historical Background

The Suez Canal was a critical strategic objective
in the Great War, both for British trade and

as a political symbol. If the Central Powers
controlled or could fire on the canal, they would
interdict traffic and possibly stimulate rebellion
in the Middle East against the European
colonial powers. A failed Ottoman attack in
1915 caused the British to increase security, but
only slow progress had been made by August
1916, when the second Ottoman attempt was
made. The assault was expected, but the
Ottomans nevertheless achieved surprise by
attacking at night. The ensuing battle was a
touch-and-go affair, ending with the British
pushing the Turks back, though the latter were
able to salvage most of their heavy guns.

10.2 Scope of the Game

There are two players in the game. The Central
Powers player controls Gttoman Turk and
German units and is the first player in each
game turn. The British player controls British
units. The game begins with the Central Powers
movement phase of the Zero Hour turn.

10.3 System Rules Changes

All standard rules apply except as
modified below. Rules 13.0 through 19.0
are new rules for this scenario.

4.1 Mobile Movement & Combat is not
used; skip those phases in the turn sequence.

5.3 Stacking is modified to allow
certain friendly units to end a phase
in the same hex. See 17.0.

7.6 A3 & D3 Results inflict a loss in addition
to the retreat. The owning layer selected
a one-step unit for elimination, or a two-

step unit for depletion. Only one step is lost
regardless of the number of units involved.

1.9 Advance After Combat. Mobile units
{those with circled movement factors} may
advance after combat per rule 7.9. All other
unit advances are limited to a maximum
length of one hex (the one originally occupied
by the retreated/eliminated defender).

8.0 Fire Support is modified
extensively; see 18.0.

10.4 Game Scale

Each hex represents about one kilometer (0.6
mile). Each turn represents one third of a day.
Central Powers units represent battalions

or groupings of companies (500 — 1000

men). British half-brigades represent two
battalions {about 1,500 men), and mounted
brigades represent 800-1000 troopers.

11.0 SET UP

11.1 Set Up Sequence

Place the Turn marker in the Zero Hour box of
the TRT. The British player deploys first (11.2)
followed by the Central Powers player (11.4).
11.2 British Deployment

In hexes adjacent to any British trench:
52" Division, 160+161/R [8 counters]

On or adjacent to Kantara (0239):
Armored Train, 42™ Division [8 counters]

Hill 40 (0637): Yeo/R [1 counter]

Pelusium Station {1532): ICC/R,
MobC/R [2 counters]

Ballybunion (0644): 3LH/ANZ[1 counter]
Hill 70 {0937): NZMR/ANZ [1 counter]
Dueidar (1336): 5LH/ANZ [1 counter]

On or adjacent to Romani (2031): 1 LH/
ANZ, 2 LH/ANZ, 53" Division [4 counters]

Fire Support Pool: two +4, two +3,
one +2 markers [5 counters]

Set Aside: Remaining FS markers [6 counters],
reduction counters [see 13.2; 14 counters]

11.3 British Activation

British units set up on and west of Pelusium
Station may not move until activated. At the
start of each British turn starting with 4 August
Morning, roll one die for each:unit. Ona "1-2"

it activates; on a “3-6" it remains inactive.

Automatic Activation. The instant that a
Central Powers unit moves within four
hexes (three intervening hexes) of an
un-activated unit, or a Central Powers
fire support marker is used to bombard
it, the unit immediately activates.

Additional Fire Suppert. Each time a unit
of the British 42" Division activates, add
one of the set aside fire support markers
(drawn randomly) to the pool. Continue
until all markers have been added.

Player Note. Indicate an un-activated unit by
rotating it 90 degrees or placing a blank marker
on it, or some other mutually agreed method.

11.4 Central Powers Initial Deployment

On or east of the 26:0¢ hex
column: 3% Division; 1 Ex, German
AK-1 and AK-2 [19 counters]

Fire Support Pool: three Ottoman, two
Austro-Hungarian, two German +6, and
four German +4 markers [11 counters]

Central Powers Air box: German air unit

Central Powers Reinforcements box: 27
Division [9 counters], two German +5 and one
German +4 fire support markers [3 counters]

Set Aside: Kress (see 13.1); See below.

11.5 Central Powers Reinforcements

At the start of each Central Powers turn, if

a Central Power unit occupies a railroad hex
containing a town or village on or west of the
20xx column of hexes, roll one die (regardless
of the number of eligible hexes occupied). If

the result is “1-3", then the three battalions

of one regiment of the 27% Division arrive on
the east map edge. Each unit pays the normal
movement cost to enter the, then operates
normally thereafter. For each regiment selected,
randomly pick two of the fire support markers in
the Reinforcement box and add them to the pool.




12.0 VICTORY CONDITIONS

12.1 Central Powers Instant Victory
Play stops and the Central Powers player
wins if at the end of any British turn there
is a Central Powers engineer unit occupying
a hex adjacent to the Suez Canal.

12.2 British Instant Victory
Play stops and the British player wins the instant
there are no Central Powers units on the map.

12.3 Victory on Points

If neither player wins an instant victory, the
victor is determined at the end of the Afternoon
6 August turn. The Central Powers player gains
victory points (VP} by having his units on any

or all of the hexes listed in 12.4. Count the

total VP score and compare to the following.

16+ Central Powers decisive victory.
13-15 Central Powers operational victory.
10-12 Central Powers tactical victory.
7-9  Draw.

4-6  British tactical victory.

1-3  British operational victory.

0 British decisive victory.

12.4 Victory Hexes

At the start of the game, all towns and
villages west of Katia (exclusive) are British
controlled, while all towns and villages

east of Katia (inclusive) are Central Powers
controlled. A player gains control of a hex by
moving a unit into or through the hex, and
retains control until an enemy unit enters

or moves through the hex. At the end of the
game, the Central Powers player is awarded
points for the control of towns as follows.

0234 (El Kab) 2VP
0239 (Kantara) 4P
0644 (Ballybunion) 2VP
0936 (Gilban Station) 1VP
1532 (Pelusium Station) 2VP
2031 (Romani) 6 VP
2633 (Katia) 2 VP
3331 ({To Bir el Abd) 1VP

13.0 SPECIAL UNITS

13.1 Kress von Kressenstein

The Kress counter represents the command
attention of Kress von Kressenstein and the
staff of the Ottoman &* (7 Expeditionary)
Corps. This counter is held off the map. Kress
can be used to assist one attack per Central
Powers combat phase. Shift that attack one
column to the right. Kress may not be used on
the defensive. The counter is never affected by
combat outcomes, and may be reused each turn.

13.2 British Reduction Counters

British infantry brigade groups are three-step
units. The full strength side of the brigade
group counter represents the three-step
strength; the reverse side represents the
two step strength. If the unit takes another
step loss, remove it and replace it with a
reduction counter of the same designation.

13.3 British Armored Train

The armored train unit may move only
via contiguous railroad hexes. [t may
enter and exit enemy ZOCs freely.

14.0 TERRAIN

14.1 Suez Canal

A British unit may cross the canal between
hexes 0139 and 0233 by expending its entire
movement allowance; it must start in one of
the hexes and end its move in the other. No unit
may cross the canal at any other point. ZOC

do not extend across canal hexsides. Combat
may not take place across a canal hexside.

14.2 Trenches

Movement Effects. It costs one additional
movement point to cross a trench hexside,
regardless of direction or if the hex is
friendly or enemy. This does not affect
retreat or advance after combat.

Combat Effects. If all attacking units are
attacking across trench hexsides, the defender
uses the trench defense line. If units are
attacking a defender across a combination

of trench and non-trench hexsides, use the

line for the other terrain in the hex. Trenches
benefit only units f the owning side.

15.0 SURPRISE

15.1 Effects on Central Powers Units

All Central Powers units have their movement
factors doubled during the zero hour turn.

All Central Powers ground units during the
zero hour combat phase are shifted one
differential column to the right; this can be
cumulative with the Kress bonus {13.1).

15.2 Effects on British Units

No British units may move during the British
movement phase of the zero hour turn. Retreat
and advance after combat are conducted
normally. British units adjacent to Central
Powers units during that British combat phase
may attack normally. No British support fire
may be used during the zero hour turn.

16.0 RAIL MOVEMENT

The British player may move one unit per
movement phase via railroad in addition to
moving the armored train unit. The unit must
start on a railroad hex. It may move an unlimited

number of contiguous rail hexes. It may not
conduct any non-rail movement in the same
phase. It may not start in or enter an EZOC.

17.0 STACKING

17.1 Stacking Limits

Friendly units may end a phase stacked in the
same hex subject to the limits listed below. If

a retreat causes a hex to be overstacked, the
owning player must displace units to restore the
limit. No stacking is allowed in marsh hexes.

Central Powers Stacking Limit. Up to
three units from any formation.

British Stacking Limit. Up to two units
may stack in one hex. The units must be
from the same division or the Reserve.

17.2 Moving Stacks
Stacked units do not move together;
each unit is moved individually.

17.3 Stacks in Combat
Stacked units must defend and attack
together in a single combat.

18.0 FIRE SUPPORT

18.1 Fire Support Procedure

Bombardment (8.4) is the only form of fire
support allowed. Only observed hexes (18.2}
may be bombarded. At the beginning of a
combat phase, the active player must place all
fire support markers {18.3) to be used in that
combat phase, and must announce which if
any adjacent units will attack that target hex.
After all attacking markers are placed, the
defending player places any markers desired.

Central Powers Limits. The Central Powers
player may use one or two support
fire markers per hex bombarded.

British Limits. The British player may use only
one support fire marker per hex bombarded.

18.2 Observation
A unit observes all hexes adjacent to it and
all hexes within the observations range listed
below. When counting the range, do not count
the observing unit's hex, do count the target
hex. Range is the only limitation on observation;
it is not blocked by any terrain. See also 18.5.
Central Powers Observation
Range: four hexes, six hexes if the
observing unit is in a hill hex.

British Observation Range: five hexes, seven
hexes if the observing unit is in a hill hex.




18.3 Fire Support Markers

Each side receives fire support markers as
indicated in the set up {11.0}. Each player’s
markers (except air; see {18.5) are placed into
a pool (a bow! or pile) and drawn for use. Each
marker may be drawn once per three-turn
day; once used, set it aside until the morning
turn of the following day. When a marker is
drawn, keep it face down so neither player
knows the actual fire strength. The markers
are revealed once all have been placed (18.1).

18.4 Bombardment Resolution
The bombardment resolution
process is aftered as follows.

CRT Column. To resolve a bombardment, find
the strength of the artillery marker(s) on the
appropriate terrain line of the CRT. Do not
consider the strength of the target unit.

Results. Ignore "Ex,” "No Effect,” and all “A”
results. Retreat is not allowed. After a
D2, D3, or De result, the target unit must
take a one-step loss (but see 18.5). Ifa
defender’s hex is emptied by bombardment
and an attack was declared against the
hex, the attacking units may advance.

Ground Attack. If the bombardment is being
made in conjunction with a ground attack,
resolve both the attacker’s and defender’s
bombardments prior to resolving the combat.

Bombarding Stacks. If stacked units are
being bombarded, resolve the bombardment
against each unit separately {(but it still
counts as a single bombardment).

18.5 Air Unit
The air unit is a support fire marker with
the following special abilities.

Utilization. It is available for use every
turn and the strength is known to hoth
players. It does count toward the Central
Powers’ fire support limit {18.1).

Range. It may be placed anywhere on the map,
regardless of the proximity.of friendly units.

Observation. Rather than bombarding, it may be
flipped to its observation side. The placement
hex and all six adjacent hexes are now

considered observed (18.2) for bombardments.

19.0 NIGHT
The three night turns affect play as follows.

Disengagement: Central Powers units
(only) may exit enemy ZOC without paying
the movement point cost (5.1.1).

British attacks shift one column left.

Mo bombardments may be conducted.
The air unit may not be used.
20.0 ORDERS OF BATTLE

20.1 Central Powers
Ottoman 3™ Division: 31%, 32", 39%,
Composite (Comp) Regiments
Ottoman 27 Division: 79™, 80™, 81 Regiments
Ottoman 1* Expeditionary Corps
Troops: Pioneers, Composite Engineers;
Composite Cavalry Battalion, Arab
Cavalry; Syrian Camel Corps (SCC)
German Asia Corps (Asienkorps;
AK): two machinegun groups

20.2 British

42" Division: 125", 126%, 127 Brigades.

52" Division: 155%, 156%, 157" Brigades.

53" Divisien: 158" Brigade only.

Australia & New Zealand Mounted Division
(ANZ): 1%, 27, 39, 5% NZMR Brigades.

Reserve: 160* & 1615 Machinegun companies
{combined), Imperial Camel Corps (ICC},
Mobile Column (MobC), Yeomanry
Cavalry Brigade, Dismounted (Yeo)

21.0 GAME NOTES

21.1 Designer’s Notes

The Turkish army of the Great War is often
depicted as the “sick man" of European forces,
but it did have some strengths. The recently
concluded Balkan Wars (1912-13) cleared out a
lot of leadership deadwood, initiated reforms,
and provided some combined-arms experience.
The German-Austro-Hungarian contingent,
called Pasha [ or the Asienkorps (Asia
Corps) provided critical expertise and morale.

The Turks as a result had an advantage in the
open field against the British. While the latter’s
“troops were highly motivated, and often well
trained as individuals, but coordinating higher
level formations was a difficulty during the early
war years (reflected in the activation rules).

Both sides were affected by logistical problems,
specifically a lack of water. For the British, it
made it difficult to bring up artillery, as most

of the guns were horse drawn and the teams
could not be properly supplied (they were
building a pipeline into the Sinai simply to enable
operations). The Turks suffered under the same
disadvantage; the restrictions on bringing in the
27" Division reflect the need to capture water
sources. Water is also why oases and villages
give a benefit to the defense; the presence

of water made life easier, as well as giving

the troops more motivation to fight harder.

The Kress and Surprise rules put some non-
material factors into the game. The human
dimension counted for a lot in this theater.

Kressenstein's objective in the campaign was

to take Romani and establish a forward base to
interdict the canal. Even if this were not feasible,
there was considerable opportunity for the
Central Powers to delay the expected British
offensive by seizing their railheads and disrupting
their forward logistics. Hence, Romani is worth
more VP than Kantara, even though the latter

is on the canal. On the other hand, getting an
engineer to the canal is an instant win because it
would have led to a crisis back in the Home Office.

Researching the game was something of an
adventure. There were some good sources

for the British, notably the official history. The
Central Powers were a little more difficult to
pin down. | came across a map (in Turkish!)
with what locked to be a fairly complete order
of battle. | added in the 27 Division as it was
further east in support, and had the first wave
succeeded, could have been brought up.

21.2 F&M System Notes

| modified several of the basic system rules

to model the conditions of the Great War. The
starting point was elimination of the mobile
movement and combat phases, and restricting
advance after combat, to show the lack of
exploitation after combat. The amount of
artillery each side can use is limited, again
reflecting coordination and logistics issues.

lincreased the A3 and D3 results to include
both retreat and loss of a stepto reflect the

greater attrition of mass infantry armies, as
well as the panic which sometimes hit units.

21.3 Player Notes

Central Powers: you are fighting with a
handicap in numbers, starting with essentially a
reinforced division against the equivalent of three
British divisions. But you have several advantages:
the first turn surprise rule, considerable artillery
support, and Kress von Kressenstein. As you can
keep the initiative you have a shot at winning.

You also have a slight advantage in mobility
in the desert, so there you have a little more
room to maneuver. If you can push a couple
of units, especially an engineér, deep into
the British rear you keep open the possibility
of getting to the canal and grabbing a quick
victory. At the least it will force the British
1o pull back units to defend the canal.

British: you have to hold on until you can get
sufficient reserves moved forward. You have to
decide how hard you will fight for the Romani
position. Giving it up too soon means that the




enemy will get the 27 Division, while hanging
on too long slows the release of your reserves. TERRAW EFFECTS CHART
In-Hex Terrain Effects
If/when you repulse the Turks and get reinforced, Open 1
you have to make the decision as to how far you P
want to counterattack. To gain a decisive victory, Sand 2
you'll need to get as far as Katia, and given the Hill or Ridge 2 see 18.2
enemy defenses, this can be a difficult thing. .
QOasis 1
Marsh 3; no stacking allowed
Village 1
Town 1
Track 1/2; 1/3 for British infantry and machinegun
Railroad 1/2; see also 13.3 and 16.0
All-Sea/-Lake P
Hexside Terrain Effects
Trench +1
Water (Suez Canal, All-Sea, All-Lake) : P {but see 14.1); ZOCs blocked, combat P
#=MP cost to enter or cross P = Prohibited

SUEZ 1916 CRT
Terrain Type Combat Differential (attacking strength minus defending strength)

Town, Trench R RIRR IRy S SN | 0 +1 142,43 i+4,45 146,47 +8,+9: +10
Hill, Village, Oasis -4 -3 i-2 i 0 +1 +2,43 i +4,+5 : +6,4+7 i +8,+9
Clear -5 ie4. 3-3.1-2 i-1 10 +1 +2,43 : +4,45: +6,+7
Sand, Marsh 6 -5 i-4 -3 i-2 i 0 +1 +2,+3 1 +4,45
1 (A} A3.1A2 e Ex {Ex D2 D2 D2 D3

2 (A) i{A) A3 {A2 ie Ex Ex Ex D2 D2

3 (AY-i{A) H(A) FA3 (A2 ioe Ex Ex Ex D2

4 (A) i(A) i{A) i{A) i A3 {A2 o Ex Ex Ex

5 Aet(A)+i (A} i(A) {{A) { A3 A2 ° Ex Ex

6 Ae {Ae i(A) i{A) :(A) i(A) (A) Al ° Ex

De = All defending units are eliminated.

D3 = All defending units must retreat three hexes; at the end of the retreat, deplete one defending unit.
D2 = All defending units must retreat two hexes {or deplete one unit

of the defending player’s choice, instead; see 7.8).

Ex = One attacking and one defending unit are depleted.

Al = All attacking units must retreat one hex (or deplete one unit

of the attacking player’s choice, instead; see 7.8)

A2 = All attacking units must retreat two hexes (or deplete one unit

of the attacking player’s choice, instead; see 7.8)

A3 = All attacking units must retreat three hexes; at the end of the retreat, deplete one attacking unit.
{A) = One attacking unit must be depleted.

Ae = All attacking units are eliminated.

® = No effect

Note: a unit which is depleted and then is depleted again is eliminated. One
step units are also eliminated if depleted. See scenario units for three step units.
The owning player always chooses which units will be depleted.

+10
+8,+9
+6,+7
De
D3
D2
D2
Ex

Ex

+10
+8
De
De
D3
D2
D2
Ex
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