Modern War Wargames Rules

SEQUENCE OF PLAY
Each side follows the sequence listed below, in every one of its turns. 

1. Morale tests
2. Movement
3. Anti-personnel firing: small arms
4. Anti-personnel firing: artillery (artillery barrages and mortars)
5. Tank, ATIW, Field Gun, SP Artillery fire
6. ATGW fire
7. Close assaults 

1) Morale Tests

The only units that have to test morale are dismounted infantry.

1. Transported units. Units that can be transported in MICVs and Reconnaissance vehicles only test morale when they are operating on foot.
2. Casualties and morale. Morale only has to be tested if casualties were inflicted during the opponent’s previous turn (use a counter when losses are inflicted, and remove it from the table after morale has been tested).
3. DRMs Every unit rolls a die and applies the following DRMs.
Factor






DRM
Second-rate troops





-1
Lost close assault in enemy’s last turn


-2
Elite troops






+1
4. Morale results table. The resulting score is then cross-referenced on the morale results to determine the unit’s option for the rest of the turn.
	Morale score

	Action
	Saving roll
	H-to-H combat morale level

	4-7
	Act as desired
	5-6
	3

	3
	May advance at half normal speed. May fire with half effect *
	4-6
	2

	(-2)-2
	May neither advance nor fire
	3-6
	1


* Always round fractions down for firing at half effect.
5. Hand-to-hand morale level. The hand-to-hand combat level, determined following a morale test, continues to count in the enemy turn if the unit is close assaulted.

6. Saving rolls. These apply for the following enemy fire phase. If no further casualties are inflicted, the unit status automatically returns to ‘act as desired’.

2) Movement 

1. Movement rates. Units can move in any direction, with the requirement that the maximum move distance for any stand in the unit, is not to be exceeded. Units move at the following rates each turn: 

	Unit type
	Terrain
	Type
	

	Unit type
	Road
	Open ground
	Difficult terrain

	Infantry (Riflemen, Heavy Weapons, ATIWs, dismounted Motorised Infantry and Reconnaissance)
	10cm
	10cm
	8cm

	Average Tanks
	24cm
	20cm
	10cm

	Fast Tanks and MICVs
	30cm
	24cm
	12cm

	Armoured cars
	40cm
	30cm
	12cm

	Trucks
	40cm
	20cm
	8cm


2. Moving and firing 
a. Infantry equipped with rifles may move their full distance and fire.
b. Infantry equipped with LMGs may move half their movement allowance and fire.
c. Troops observing for artillery units may never move.
d. Heavy Weapons, Field Guns, ATIW and ATGW units may never move, if they wish to fire.
e. Units equipped with tanks and armoured cars may move half their movement allowance and fire.
f. SP Gun units may never move, if they wish to fire. They may, however, pivot on their current spot to face a new target, and then fire.
3. Weapon stabilisation systems: AFVs equipped with these may move a full move and fire.

4. Difficult terrain. This covers woods, rough/rocky ground, marshes, depressions, fields and groves.
5. Obstacles: this covers walls, fences and hedges. Wheeled vehicles may not cross. Other troops treat this as difficult terrain. 

6. Rivers: once contacted in the current movement phase rivers can be crossed as if moving in difficult terrain in the next turn.

7. Hills: these have no effect on movement. Steep hills and slopes, however, count as difficult terrain.

8. Soft sand. This counts as difficult terrain. Throw a D6 for each vehicle crossing this area per move. 6 = bogged down. Throw again for the number of moves to break free.
9. Buildings and fortifications: once contacted in the current movement phase, buildings and fortifications can be occupied in the next turn.

10. Interpenetration: no unit may interpenetrate another. Units retreating from close assaults may pass through units positioned behind them.

11. Mechanised Infantry: MICVs can be placed behind dismounted platoons and count as part of that formation allowing the MIVC to support the fire of the infantry with its VMG (at the same target).  
a. The MICV can still be targeted as a separate element of the unit. 
b. MICVs must stay within one move of their dismounted unit.
12. Transportation. It takes half a move for units to embark or disembark from a vehicle.
a. Units may not fire on the turn they disembark.
b. Troops in vehicles must dismount in order to fire.

c. Units may not close assault on the turn they disembark.
d. Any move towards the transport counts as using up half of the move. Measure from the mid-point of the unit embarking. The dismounted unit needs half a move stationary beside the vehicle to count as mounting. The same conditions apply when dismounting. 

13. Transporting Heavy Weapons. MICVs may transport one Heavy Weapon base in addition to their infantry unit, however, it takes a complete move for the Heavy Weapon to embark and disembark from the transport.
14. Going Prone. 
a. This action can only be performed in open ground and hills.
b. Dismounted infantry, heavy infantry, reconnaissance units and engineer stands may go prone. 

c. The unit or stand counts as being in partial cover with a -1 DRM to small arms fire.
d. For observation the unit still counts as being in the open.
e. Prone units can be fired over by erect friendly units.
f. It takes half a move for units to go prone.
g. Units may move from prone to standing up without any movement penalty.
h. Units may go to or from a prone position only once in the same move.
i. Prone troops that are close assaulted automatically rise but receive no cover benefit.
j. Crawling. Prone units in the open or on hills can crawl a maximum of 4cm (6cm for heavy infantry) per turn. 
k. Troops on hills count as moving and can be observed as if in the open.
l. Denote the prone status with a prone marker. 

15. Column formation.

a. Dismounted units must adopt column formation while moving along roads. 
b. There is no movement penalty for this formation change.
c. Dismounted units may adopt column formation to negotiate terrain features, intervening units and obstacles. 

d. Units cannot fire their weapons while moving in column.

e. Units may go prone and crawl while in column formation.

f. There is no movement penalty for this formation change but the unit may only adopt or move from column position once in the same move.

3i) Firing: General 

16. Observation: enemy units can only be fired upon if they can be seen. 

a. Troops are assumed to have 360 degree visibility which extends across the entire table. Line of sight is measured from the centre front, side or rear point of the observing base to any point of the target unit. 
b. Troops in the open, or firing from cover, are located automatically unless the line of sight is blocked by intervening terrain. 

c. This does not apply to concealed forces that have withheld their fire (have not fired yet in game) where the following tests apply:

i. To locate infantry and heavy weapons in cover at a distance of between 10cm and 25cm and vehicles and artillery between 25cm and 50cm a score of five or six on a D6 is needed. 

ii. At 0 to 25cm a score of five or six is necessary to locate infantry and heavy weapons in buildings (including fortifications).

d. Any tests required to permit firing are performed first in the appropriate firing phase of the turn sequence.

e. Reconnaissance units increase all location ranges by 5cm for infantry and 10cm for vehicles. 
17. Concealed units: only one test is permitted for each concealed unit in each turn.

a. If a successful score is thrown then the concealed unit is visible to all enemy forces within the appropriate location distance i.e. 25cm or 50cm.

b. Concealed units firing are visible as if they are in the open.

c. Units withholding fire need to be located if they are concealed.

d. Units that don’t fire subsequently but have been previously located are now visible at the location distance if occupying concealed positions.

	Cover =  

Target
	Cover (Chance Test)

Infantry in Buildings
	Cover (auto)
	Chance Test

	Infantry / Support Weapon
	25cm
	10cm
	5-6

	Vehicle / Artillery
	50cm
	25cm
	5-6


18. Arcs of fire

a. Field Guns, HMGs, AFVs without turrets and VMGs: units may fire at any target within 45° of their frontal facing.
b. AFVs with turrets and other troops: units may fire at any target within 90° of their frontal facing.
19. Target priority. Direct fire must be applied against the closest visible target as permitted by the following target priorities:

1. Tanks, Armoured Cars, SP Guns, ATIW and ATGW must fire at:

a. Enemy Tanks, SP Guns or Armoured Cars, then

b. Other enemy armoured vehicles e.g. MICVs

c. When these targets are eliminated fire may then be directed at any available soft targets.

2. Dismounted infantry and HMGs must fire at:

a. Enemy dismounted infantry and then

b. Mounted Mechanised Infantry, Gun and Heavy weapons crews

c. When these targets are eliminated fire may then be directed at other targets.

3. Field Guns, artillery barrages and mortars have no target restrictions.

4. The proximity rule is subordinate to the target priority rule.
20. Reserve fire: if a unit has not moved or fired when capable of this in it’s own turn, it may interrupt the opposing player’s next turn and fire at any suitable target. 
a. This facility is only available to small arms and other weapons (except mortars) performing direct fire. 
b. This can be performed at any point in the opposing player’s movement phase and is resolved at the end of this phase.

21. Cover: cover is a terrain feature capable of concealing units. 

a. Cover is provided by woods, hedges, walls and buildings. 

b. Terrain which blocks line of sight are buildings, woods, hedges, walls, intervening higher hills and smoke.
	Terrain
	Observe (Cover)
	Observe (Building)
	Firing (Cover)
	Firing (Entrenchments & fortifications)

	Woods, hedges, walls
	Yes
	
	Yes
	

	Buildings
	
	Yes
	Yes
	

	Entrenchments & fortifications
	
	Yes
	
	Yes

	Hills
	Yes
	
	No
	


a. Entrenchments and fortfications count as buildings for observation.

b. Hills provide cover for stationary units for observation but not for firing.

c. Troops on hills may observe and fire over intervening terrain (but not smoke) on lower elevations.

d. Troops on lower elevations may observe and fire on troops on hills over intervening terrain (but not smoke).
22. Heavy Weapon casualties: each Heavy Weapon stand can absorb one hit for casualties.
23. Softskins and transport: soft transport is treated as an infantry target and passengers in trucks count as in open ground for anti-personnel fire. For each passenger casualty, roll a saving throw for the vehicle. A roll of 3-6 is a save, otherwise the vehicle is destroyed.

24. Hits on armoured vehicle transports: MICVs count as armoured vehicles for firing resolution. If destroyed by gun fire, passengers need to roll a saving roll of 4-6 on a D6.  

25. Hits on AFVs: if firing a gun from behind a line extending from the front face of the target AFV, this counts as a flank shot. Likewise if in front of this line, this is a frontal shot and behind the rear face line, a rear shot.

26. Infantry unit casualties: for units with a mix of weapons, allocate each hit on the unit using a D10, ignoring the "0", 1-8: rifleman, 9: LMG.  If a LMG has already been eliminated, the default is a Rifleman.

27. Field Guns: these units comprise one gun and four crew for casualties. 

a. They are equivalent to Anti-Tank Gun units per the WWII Rules. 

b. On table artillery performs direct fire only and is treated as Tank Gun types requiring no observer. 

c. For anti-personnel fire they have the same effect as Artillery Barrages if of Heavy calibre and Mortars if Light. 

28. Range is measured from the centre front point of the firing base to the closest point of the target.
29. Firing path. Individual bases eligible to fire must be able to trace unblocked flank lines from their front to the target. The firing path is blocked by any intervening terrain or friendly bases.  

30. Close Assaults. Firing at units engaged in close assault is never allowed.

31. Friendly units. Firing through or over friendly units is never allowed, however, mortars and Field Guns are allowed to fire over.
32. Automatic fails. Any roll of 1 is a miss even when DMs indicate there is no chance of failure.
33. Suppressive fire. This is used when it is otherwise impossible to score a casualty result due to negative modifiers. 
a. Suppressive fire is available to small arms, tank, field gun, anti-tank gun, anti-tank infantry weapon and ATGM fire.

b. Dismounted units may perform suppressive fire as long as they are not reduced to under half casualties.

c. Roll two dice, the target is suppressed on a roll of 11-12. 
d. Place a suppression marker next to the unit.

e. The unit must perform a Morale Test at the start of their next turn.

f. Dismounted units perform a Morale test as per section 1.

g. Other units use a specific Morale results table detailed below.

h. Other units include:  

i. Heavy weapons, Tanks, Armoured Cars, Anti-tank guns and Field guns.
ii. Motorised and Reconnaissance units, mounted on vehicles.

i. One Morale Test is performed for each suppression result.
	Morale score

	Action

	4-6
	Act as desired

	3
	May advance at half normal speed. Any firing is penalised with a -1 DRM.

	1-2
	May neither advance nor fire


1. Motorised infantry and Reconnaissance units may dismount but are penalised in the same manner as the vehicle for movement. 

3ii) Anti-Personnel Firing: Small Arms 

34. Targets. Small arms (covering rifles, LMGs and HMGs) may target Infantry, Heavy Weapons, Field Gun units and transport. 
35. Procedure. Note the number of dice per weapon.
	Weapon
	Number of dice

	Rifle
	1

	LMG
	3

	HMG
	6


36. Casualty table. Consult the casualty table and roll the appropriate number of dice for the relevant weapon, in an attempt to achieve the relevant score to hit men. Moving and firing incurs a DRM of -2.
	Range of firing weapon
	
	Target unit’s terrain
	
	

	Rifle, LMG
	HMG
	Open Ground
	Cover
	Entrenched or fortified

	0-15cm
	0-18cm
	2-6
	4-6
	6

	16-30cm
	19-36cm
	4-6
	6
	No hits possible


37. Saving roll. Defenders attempt their saving roll (see morale section) for all figures hit. Heavy Weapons and Field Gun units have a saving roll of 2-6. 

4) Anti-Personnel Firing: Artillery (Barrages and Mortars) 

38. Observation. Artillery barrages are assumed to be firing from the army’s rear area and are never deployed on the table. Mortars are deployed on the table, but they may fire at units they cannot themselves see. Accordingly, artillery fire must be observed.
a. Observation may be performed by any infantry unit.
b. Armoured Infantry and Reconnaissance troops may only carry out this function while operating on foot. 
c. Troops observing may not fire.

d. Mortars firing at units they can see do not require an observer unit.
39. Ranges. Barrages have unlimited range. Mortars have a range between 12cm and 96cm.
40. Number of shots. Weapons first determine the number of shots they may fire. Roll a die and consult the table below to determine the number of dice that are rolled on the casualty table.
	Dice roll
	Number of shots
	

	
	Barrage
	Mortar

	1
	0
	0

	2
	0
	2

	3
	2
	4

	4
	4
	6

	5
	6
	8

	6
	8
	10


41. The artillery casualty table. Weapons then roll the appropriate number of dice, checking on the artillery casualty table to see if a hit results.
	Weapon
	Target unit’s terrain
	
	

	
	Open ground
	Cover
	Entrenched or fortified

	Barrage
	3-6
	4-6
	5-6

	Mortar
	4-6
	5-6
	6


42. Saving roll. Apply the target saving roll. Heavy Weapons, Field Guns and Anti-Tank units have a saving roll of 2-6. 

43. Mortars. These have an HE of 8 against hard targets and require a 4 to 6 to hit.
44. Barrages. These have an HE of 10 against hard targets and require a 4 to 6 to hit.
5) Tank, Field Gun and SP Gun Fire 

45. Co-axial armament. Tanks, Armoured Cars and SP Guns always have one LMG in addition to their main armament (unless their main weaponry is itself a LMG or HMG). The co-axial armament fires according to the small-arms fire rules.
a. The LMG may fire in addition to the main armament
b. The LMG fires 45 degrees either side of the front of the Tank, Armoured Car or SP Gun. 

c. Moving and firing incurs a DRM of -2.
d. They may move half their movement allowance and fire.

e. Fire is resolved in this phase.
46. Rolling to hit. Whatever the target, tank-type guns must first hit it. Consult the table below, cross-referencing the range with the dice roll needed in order to score a hit. 
a. The gun crew must be able to see the target. 
b. ATGWs get a +1 DRM for accuracy, however, a score of 1 is always a miss.
	Range of weapon
	Dice roll to hit

	0-20cm
	2-6

	21-40cm
	3-6

	41-60cm
	4-6

	61-80cm
	5-6

	81-100cm
	6


47. Anti-personnel fire. For AFVs equipped with guns which have HE capability, if the target is hit, roll on the artillery casualty table the number of dice as detailed in the AFV tables (default of ten). 
a. Tank guns have the same effect as mortars.
b. Apply the target’s saving roll. Heavy Weapons and Field Gun units have a saving roll of 2-6. 

48. Anti-tank fire. For every hit on an AFV, roll a die and apply the following DRMs.
	Factor
	DRM

	Target has super-heavy armour
	-4

	Target has heavy armour
	-2

	Target has light armour
	+2

	Ultra-light gun
	-3

	Light gun
	-2

	Heavy gun
	+2

	Super-heavy gun
	+4

	Target hit on side armour and moved in previous turn
	-1

	Target behind cover 
	-1

	Target is hull down
	-1


a. Vehicles don’t count as being in cover unless more than half is invisible behind it.

b. Hull down. This may only be obtained by turreted vehicles on hill positions. 

i. All vehicles in hull down receive the DRM against enemy to their front 180 degree aspects only. 

ii. The vehicle must be stationary. 

iii. A vehicle is in hull down the turn after it moves onto a hill. 

iv. AFVs may not fire hull mounted guns and VMGs from hull down positions. 
c. Anti-tank casualty table.
	Dice roll
	Results

	1-2
	No effect

	3-4
	Target immobilised (may still fire). Target destroyed if already immobilised.

	5-6
	Target destroyed


d. Immobilised SP Guns may pivot on the spot and fire.

e. For destroyed vehicles roll a second dice. On a roll of six they go on fire. 

i. The vehicle burns for three moves. 

ii. Units may not go within 5cm.

6) Anti-Tank Infantry Weapons
a. They have the same firing priorities as Tank guns

b. No ATIW or ATGM may be fired from intact buildings, enclosed fortifications, bunkers and pillboxes.
c. No ATIW or ATGM may be fired at dismounted infantry in the open or in soft cover. 
d. ATIWs and ATGMs may be fired at any hard cover target: buildings to destroy, pillboxes, fortifications and bunkers with an effect of 8 dice for HE.
49. Anti-Tank Infantry Weapons (ATIW). 
a. Roll to hit:
	ATIW
	Range 
	Dice roll 

	Light
	0-10cm
	2-6

	Heavy
	0-20cm
	2-6


b. Apply the usual DRMs (section 5), and add the following:
	Factor
	DRM

	ATIW
	+6


c. Roll dice and consult the anti-tank casualty table.

7) Anti-Tank Guided Missiles (ATGM)

50. Man portable ATGM. 
a. Use half the standard range bands with a maximum range of 50cm. 
b. Portable ATGMs count as Heavy Weapons with gun classification of Tank Guns (UL to SH).

51. Vehicle mounted ATGM. Their range is the same as tank guns. 

8) Close Assaults
52. Procedure. Dismounted infantry may attack an enemy by moving into contact with them. Units performing a close assault may not fire their weapons in the firing phase.
53. Assaults upon Heavy Weapons and Field Guns. These targets are automatically eliminated. The attacker suffers no casualties.
54. Assaults on buildings and fortifications. Heavy Weapons close assaulted in buildings, pillboxes, fortifications and bunkers are automatically eliminated. Troops occupying buildings are assumed to be defending against an attack from any direction so are not impacted by flank or rear attacks.
55. Assaults upon AFVs. Roll a die for every figure engaged. If any dice scores a 6, the vehicle is destroyed. The attackers suffer no casualties. For assaults against MICVs, a base is allocated to the vehicle to determine outcome, however, the base is still included in the calculation of the unit’s assault factor.
56. Assaults upon dismounted infantry. In this case, the enemy fights back. 
a. Each figure has a combat factor, which is the same as the unit’s morale level. Multiply this figure by the number of figures remaining in the unit. The final figure is doubled in the case of defending units that occupy cover.
b. Roll a die for each unit and multiply the score by each unit’s final close assault factor.
c. Compare the totals. The loser (the defender in the case of a tie) suffers the following consequences: 1-6 dead (roll a die). The victim does not have a saving roll for these casualties. Retreat a full move.
d. Mechanised infantry in MICVs, which are assaulted, must automatically dismount and cannot use the vehicle for protection.
57. Flank and rear close assaults: flank and rear attacks negate the value of cover for close assaults. 

58. Close assault casualties: if the difference between the final scores in a Close Assault are less than double for the winner, the winning unit takes 1D3 casualties without saving throws.

9) Special Rules
59. Buildings: each building can accommodate one unit of infantry or one Heavy Weapon (excluding mortars). 
a. The First four hits scored against the occupying unit (which are resolved as per the rules) are absorbed by the building. 

b. Small arms fire does not cause damage to buildings.
c. Any further casualties continue to be removed, however, a D6 is thrown and on an odds result the building is destroyed and catches fire and all occupants must exit next turn.

60. Pill boxes and bunkers: these are impregnable to small arms and need to be reduced by HE fire or demolition charges. 

a. They can be destroyed by an HE hit if the HE factor is 8 or above. 

b. After a hit is achieved one D6 is thrown; if the result is 6 then the structure is destroyed and any crew served weapon is lost. 

c. If destroyed a further D6 is thrown to indicate the number of casualties.
d. For weapons with HE factors of 10 add 1, and for 12 add 2, to the casualties roll.
e. Once destroyed, a pill box or bunker only counts as cover. 

f. Flamethrowers count as firing against fortifications, but need a preliminary throw on a D6. Evens is a hit, odds is a miss.
g. Pillboxes can hold one HMG base. 
h. Bunkers can hold two HMG bases or one Field Gun. 

61. Entrenchments and Fortifications. These are hard cover field positions: slit trenches and weapon positions, and individual concrete or timber and earth emplacements. Occupants are entitled to a saving roll.
62. Ruins. Ruined buildings classify as cover for firing and cover for observation (not buildings). They can be occupied in the same move without any delay. Mortars may occupy and fire from ruins. 
63. Bridges. Bridges count as hard targets for casualties. They are weakened after ten casualties worth of damage and destroyed after 15. Weakened bridges may only be crossed by infantry and heavy weapons.
64. Flamethrowers: these count as Heavy Weapons for casualties, movement and firing. 

a. Range of a man pack is 6cm, vehicle mounted is 9cm. 

b. When firing against dismounted troops they count as Barrages for number of hits and hit resolution. 

c. Saving throws are allowed. Against AFVs a D6 is thrown. If 3> closed down vehicles are destroyed, 2> open topped vehicles are destroyed.

d. Buildings attacked by flame weapons must be evacuated in the following turn. A D6 is thrown for infantry occupying fortifications: odds must evacuate.

65. Smoke: smoke is used to mask off an enemy position or to cover an advance.

a. No unit may fire through smoke. 

b. Mortars and guns capable of HE (including Barrages) may fire smoke as an alternative to normal fire. A smoke shell creates a ball of smoke 4cm wide by 1cm deep. 

c. Nominate the gun or mortar that is firing smoke, identify the target spot where the smoke is being aimed, then throw D6. If the result is 5-6, the smoke marker can be placed on the selected spot. 

d. In the case of a miss the smoke has no effect. 

e. At the end of the enemy’s next turn the smoke marker disappears.

66. Boats: boats can be used by infantry to cross wide rivers at 3cm per turn.

a. Infantry can get into or out of a boat with the same movement penalties as mounting and dismounting vehicles. If they have to carry their boats to the water’s edge their maximum move is 3cm.

AFV and Field Gun Statistics

	United Kingdom
	Speed
	Gun Size
	Period
	Gun Class
	HE
	Frontal Armour
	Side / Rear Armour

	Chieftan
	F
	120mm
	2
	SH
	12
	SH
	M

	Centurion
	A
	105mm
	1
	H
	10
	H
	M

	Scorpion
	AC
	76mm
	1&2
	L
	6
	M
	L

	Saladin
	AC
	76mm
	1
	L
	6
	M
	L

	Scimitar
	AC
	30mm
	1
	UL
	
	M
	L

	Ferret
	AC
	-
	1
	LMG
	
	L
	L

	FV432
	F
	-
	1&2
	LMG
	
	L
	L

	Light Gun
	-
	105mm
	1&2
	H
	10
	-
	-

	Abbot SPG
	A
	105mm
	1&2
	H
	10
	M
	L

	Soviet Union
	
	
	
	
	
	
	

	T-72
	AC
	125mm
	2
	SH
	12
	SH
	M

	T-62
	F
	115mm
	1&2
	H
	10
	H
	M

	T-55
	F
	100mm
	1
	M
	8
	H
	M

	PT-76
	A
	76mm
	1
	L
	6
	M
	L

	BTR-50
	F
	-
	1
	LMG
	
	M
	L

	BTR-60
	AC
	-
	1&2
	LMG
	
	L
	L

	BMP-1
	AC
	73mm RCL
	1&2
	L
	6
	L
	L

	BMP-3
	AC
	100mm
	2
	M
	8
	M
	L

	ZS2 SPG
	A
	122mm
	1&2
	H
	10
	M
	L

	D30 Field Gun
	-
	122mm
	1&2
	H
	10
	-
	-

	United States
	
	
	
	
	
	
	

	M60A1
	F
	105mm
	1&2
	H
	10
	H
	M

	M48A1
	F
	90mm
	1
	M
	10
	H
	M

	M113
	F
	-
	1&2
	LMG
	
	L
	L

	M114
	AC
	-
	1
	LMG
	
	L
	L


Modern War Wargames Armies 

Period 1: Western Europe 1970-80

NATO: UNITED STATES

Unit Type






Number per army

Mechanised Infantry Platoon






3-6

Heavy Weapons







0-2

Main Battle Tank







0-3

Field Guns








0-1

Reconnaissance








0-2

Barrage









0-1



Special Rules

· Mechanised Infantry Platoon: each infantry unit is composed of 8 M14 armed figures and one M60 MG (LMG). When stationary the M60 can function as a HMG for effect. One M72 LAW (Light ATIW) is present in each unit and a rifleman can be used in this capacity. They are transported in one M113.

· Main Battle Tank: these are M60A1 or M48A1 tanks

· Reconnaissance: these are one M114

· Anti-Tank Guided Missiles (ATGM): for every three platoons there is 1 x M47 Dragon 

· Heavy Weapons: comprise 1 x HMG, 1 x Mortar and 1 x ATGM

NATO: UNITED KINGDOM

Unit Type






Number per army

Mechanised Rifle Platoon






3-6

Heavy Weapons







0-2

Main Battle Tank







0-3

Field Guns








0-1

Reconnaissance








0-2

Barrage









0-1



Special Rules

· Mechanised Rifle Platoon: each infantry unit is composed of 8 SLR armed figures, 1 GPMG (LMG). When stationary the GPMG can function as a HMG for effect. One M72 LAW (Light ATIW) is present in each unit and a rifleman can be used in this capacity. They are transported in one FV432.

· Main Battle Tank: these are Centurions

· Reconnaissance: these are one Scorpion, Scimitar, Saracen or Ferret

· Anti-Tank Infantry Weapons (ATIW): for every three platoons there is 1 x Carl Gustav 

· Anti-Tank Guided Missiles (ATGM): these are Milan ATGMs 

· Heavy Weapons: comprise 1 x HMG, 1 x Mortar and 1 x ATGM

WARSAW PACT: SOVIET

Unit Type






Number per army

Motor Rifle Platoon







3-6

Heavy Weapons







0-2

Main Battle Tank







0-3

Field Guns








0-1

Reconnaissance








0-2

Barrage









0-2



Special Rules

· Motor Rifle Platoon: each infantry unit is composed of 7 assault rifle armed figures and 2 LMGs. One RPG-7 (Light ATIW) is present in each unit and a rifleman can be used in this capacity. They are transported in one BTR-60.

· Main Battle Tank: these are T-55 tanks

· Reconnaissance: these are one PT-76

· Anti-Tank Infantry Weapons (ATIW): for every three platoons there is 1 x SPG-9 

· Heavy Weapons: comprise 1 x HMG, 1 x Mortar and 1 x ATGW

Period 2: Western Europe 1980-85

NATO: UNITED KINGDOM

Unit Type






Number per army

Mechanised Rifle Platoon






3-6

Heavy Weapons







0-2

Main Battle Tank







0-3

Field Guns








0-1

Reconnaissance








0-2

Barrage









0-1



Special Rules

· Mechanised Rifle Platoon: each infantry unit is composed of 8 SLR armed figures, 1 GPMG (LMG). When stationary the GPMG can function as a HMG for effect. One M72 LAW (Light ATIW) is present in each unit and a rifleman can be used in this capacity. They are transported in one FV432.

· Main Battle Tank: these are Chieftans

· Reconnaissance: these are one Scorpion light tank

· Anti-Tank Infantry Weapons (ATIW): for every three platoons there is 1 x Carl Gustav 

· Anti-Tank Guided Missiles (ATGM): these are Milan ATGMs 

· Heavy Weapons: comprise 1 x HMG, 1 x Mortar and 1 x ATGM

WARSAW PACT: SOVIET

Unit Type






Number per army

Motor Rifle Platoon







3-6

Heavy Weapons







0-2

Main Battle Tank







0-3

Field Guns








0-1

Reconnaissance








0-2

Barrage









0-2



Special Rules

· Motor Rifle Platoon: each infantry unit is composed of 7 assault rifle armed figures and 2 LMGs. One RPG-7 (Light ATIW) is present in each unit and a rifleman can be used in this capacity. They are transported in one BTR-60.

· Main Battle Tank: these are T-62 or T-72 tanks

· Reconnaissance: these are one BMP-1

· Anti-Tank Infantry Weapons (ATIW): for every three platoons there is 1 x SPG-9 

· Heavy Weapons: comprise 1 x HMG, 1 x Mortar and 1 x ATGW

Period 3: Vietnam War 1965-72
UNITED STATES ARMY

Unit Type






Number per army

Mechanised Infantry Platoon






3-6

Heavy Weapons







0-2

Main Battle Tank







0-3

Armoured Cavalry 







0-3

Helicopters








0-3

Reconnaissance








0-1
Field Guns








0-1

Barrage









0-1



Special Rules

· Mechanised Infantry Platoon: each infantry unit is composed of 8 M16 armed figures and one M60 MG (LMG). When stationary the M60 can function as a HMG for effect. One M72 LAW (Light ATIW) is present in each unit and a rifleman can be used in this capacity. They are transported in one M113.

· Main Battle Tank: these are M48A3 tanks. Later in the war the M-551 Sheridan becomes the standard tank.
· Armoured Cavalry: these are M113 ACAVs
· Reconnaissance: these are one M-551 Sheridan.
· Heavy Weapons: comprise 1 x HMG, 1 x Mortar and 1 x AT Gun
· Anti-tank gun: these are 106mm RCL. They are treated as mobile AT Guns with HE ability. 
· Bunker busting: M72 LAW can be used for bunker busting. 

NORTH VIETNAMESE ARMY

Unit Type






Number per army

Rifle Platoon








3-6

Heavy Weapons







0-2

Main Battle Tank







0-2
Field Guns








0-1

Barrage









0-2



Special Rules

· Rifle Platoon: each infantry unit is composed of 8 AK47 assault rifle armed figures and one RPD LMG. One RPG-7 (Light ATIW) is present in each unit and a rifleman can be used in this capacity. 

· Main Battle Tank: these are T-54 tanks or PT-76 light tanks.
· Heavy Weapons: comprise 1 x HMG and 2 x Mortar

· Bunkers: NVA forces may deploy bunkers up to 50% of deployed units if following a defensive posture in the scenario. 
· Booby traps: NVA forces may deploy booby traps up to 25% of deployed units if following a defensive posture in the scenario.  
AFV and Field Gun Statistics

	
	Spd
	Gun Size
	Gun Class
	HE
	Frontal Armour
	Side / Rear Armour

	North Vietnam
	
	
	
	
	
	

	T-54
	A
	100mm
	M
	8
	H
	M

	PT-76
	A
	76mm
	L
	6
	M
	L

	M-46 Field Gun
	-
	130mm
	M
	10
	-
	-

	United States
	
	
	
	
	
	

	M48A3
	F
	90mm
	M
	10
	H
	M

	M-551 Sheridan
	F
	
	M
	8
	M
	L

	M113
	F
	-
	LMG
	-
	L
	L

	M113 ACAV
	F
	-
	HMG
	-
	L
	L

	106mm RCL
	-
	106mm
	L
	6
	-
	-

	M102 Howitzer
	-
	105mm
	M
	8
	-
	-

	M109 SP Howitzer
	A
	155mm
	H
	10
	M
	L


Helicopters. This was the first conflict to see the wide scale tactical deployment of helicopters.

1. Helicopters move 50cm per turn.

2. They can move 25cm and land or take-off.

3. They have the capacity to transport one infantry unit and one heavy weapon stand.
4. One M102 Howitzer can be transported by helicopter. 

5. They may only land in open terrain to disembark or embark troops.
6. It takes half a move for infantry units to embark or disembark. 
7. Heavy weapons and Field Guns take a full move to embark or disembark.
8. Units may not fire on the turn they disembark.
9. Units may not close assault on the turn they disembark.
10. Any move towards the transport counts as using up half of the move. Measure from the mid-point of the unit embarking. The dismounted unit needs half a move stationary beside the vehicle to count as mounting. The same conditions apply when dismounting.  
11. UH-1 Huey Gun-ships are armed with mini-guns in addition to door-gunners. These are comparable to a HMG and must be within assault range (20cm) to engage targets. The firing arc is 360 degrees.

12. General Utility Helicopters (UH-1 Huey) have door-gunners using 50 cal guns comparable to LMGs and must be within assault range (10cm) to engage targets. The firing arc is 360 degrees.

13. Helicopters count as MICVs for firing priorities.
14. Grounded helicopters or those which have landed are treated as MICVs for targeting, firing and occupant casualties.

15. Dismounted infantry units can fire at helicopters if they are within assault range (10cm). Roll 3D6 per unit.

16. HMG, ATIW and ATGMs can fire at helicopters if they are within assault range (20cm). Roll 4D6 per unit.

17. To register a hit need 5-6 on D6

	1 hit
	No effect.

	2 hits
	Suppressed. Two suppressions and the helicopter is grounded. It lands in its current position. Landing in difficult terrain results in a crash. Grounded helicopters may not take-off until one turn has passed. Suppressed helicopters may not fire in their next turn.

	3 hits
	Damaged. The helicopter must attempt to leave the board immediately. Two damages result in a crash. All occupants are eliminated unless they roll a save of 6 on a D6.

	4 hits
	Destroyed. The helicopter explodes mid-air.


M113 Armoured Cavalry Assault Vehicles (ACAV) 
1. ACAV versions mount two machine-guns in a shielded turret. 
2. These count as one HMG for fire effect.
3. They may fire at any target within 90° of their frontal facing.
4. Moving and firing incurs a DRM of -2.
5. They may move half their movement allowance and fire.

6. To man the externally mounted machine guns these count as having a crew of two. 

7. If all two are eliminated the vehicle cannot operate its weapons. 

8. Crew casualties are recorded if the externally mounted machine guns are being used.

9. APC crew may also be suppressed by enemy fire. 

10. Because of the shield turret the crew count as if in fortifications for anti-personnel fire.

Booby traps. 

1. These operate in the same way as minefields. 

2. They must be placed within a terrain feature. 

3. US Forces with special training may detect these at automatic location range of 10cm by rolling 5-6. 

4. Other units cannot avoid booby traps. 

Air Strikes and Air Support

	Terrain type
	Number of pieces
	Dimensions
	

	
	Vietnam
	Width
	Depth

	Hills
	1-3
	20cm
	10cm

	Roads
	0-1
	3cm
	-

	Rivers
	0-1
	4cm
	-

	Open jungle
	1-3
	20cm
	20cm

	Dense jungle
	1-2
	20cm
	20cm

	Towns
	0-2
	16cm
	16cm

	Paddy fields
	0-2
	20cm
	20cm


1. Open jungle is treated as woods. 

2. Dense jungle is treated as woods but movement is further reduced to half of open ground rate or difficult terrain rate, whichever is lower. Observation chance tests are reduced to 6. 

3. Paddy fields count as rough ground.

Period 4: Falklands War 1982

UNITED KINGDOM ARMY

Unit Type






Number per army

Rifle Platoon








3-6

Heavy Weapons







0-2

Field Guns








0-1

Reconnaissance








0-2

Barrage









0-2



Special Rules

· Rifle Platoon: each infantry unit is composed of 8 SLR armed figures, 1 GPMG (LMG). When stationary the GPMG can function as a HMG for effect. One M72 LAW (Light ATIW) is present in each unit and a rifleman can be used in this capacity.

· Morale. The Royal Marines and Parachute Regiment are Elite, the Foot Guards are Regular.
· Reconnaissance: these are one Scorpion light tank or Scimitar armoured car.
· Anti-Tank Infantry Weapons (ATIW): for every three platoons there is 1 x Carl Gustav

· Heavy Weapons: comprise 1 x HMG, 1 x Mortar and 1 x ATGM

· Anti-Tank Guided Missiles (ATGM): these are Milan ATGMs 

ARGENTINE ARMY

Unit Type






Number per army

Rifle Platoon








3-6

Heavy Weapons







0-2

Field Guns








0-1

Reconnaissance








0-1

Barrage









0-1



Special Rules

· Rifle Platoon: each infantry unit is composed of 8 rifle armed figures and one LMG. One RPG-7 (Light ATIW) is present in each unit and a rifleman can be used in this capacity. 

· Morale. Conscripts are Second Rate. The remainder of Argentine forces are Regular.
· Reconnaissance: these are one Panhard AMC-90.
· Heavy Weapons: comprise 2 x HMG and 1 x Mortar

AFV and Field Gun Statistics

	United Kingdom
	Spd
	Gun
	Class
	Frontal Armour
	Side/ Rear

	Scorpion
	AC
	76mm
	L
	M
	L

	Scimitar
	AC
	30mm
	UL
	M
	L

	L118 Light Gun
	-
	105mm
	H
	-
	-

	OTO-Melara 105mm Howitzer
	
	
	
	
	

	90mm Recoiless Rifle
	
	
	
	
	

	Panhard AMC-90
	
	
	
	
	


