
































e Combat resolution
After ALL units are activated for the active player the close combat is resolved.

If a unit is in close assault, even if only one sub-unit “connected,” ALL sub-units
in both the attacking company and defending company are in close combat. Let’s
say that again because most games say that only units in literal contact are in
combat. In this game if ONE subunit is in contact when close combat comes
round then ALL the sub-units in that unit are functionally in the fight.

The other subunits of the attacking and defending unit just stay where they are at the
moment of close combat but are still considered part of the close combat. Once victory
is determined there will be some adjusting of troops as will be addressed later.

Discussion: ALL subunits roll for combat results whether they are in contact or
not as long as one sub-unit is in contact when it comes time for close assault.
Why? In this game there is no extra “charge” movement per se. However,
because of the unit cohesion rule which requires that sub-units remain relatively
proximate to one another, they are “close enough” to the enemy to be part of the
hand-to-hand fight when that comes round. Just think of it as a last minute rush
to reinforce those who have made contact.

To resolve combat, each sub-unit throws a die; each half-track throws a die; armored
throw three per subunit. ( vehicles such as cars and trucks cast no dice but suffer
casualties).

Attackers cause the number of hits consistent with the number of pips on all even dice.
(remember: defenders get a saving roll if they are in cover!)

Defenders cause the number of hits consistent with the number of pips on all odd dice.

e “The number of “hits” is the number of kills for foot figures; one per man; 2 hits
kills a vehicle; three a half-track, and five an armored subunit.

e AFTER deducting casualties, and removing eliminated sub-units (which may
cause moral chits), each remaining sub-unit throws a die or dice:

e ADD ODD die for EACH attacking sub-unit including half-tracks (but none for
trucks and cars) and three odd dice for each armored subunit and get a total.

e ADD EVEN dice for EACH defending sub-unit including half-tracks (but none for
trucks and cars) and three even dice for each armored subunit and get a total.
The defender gets an extra “point” for each level of cover for each sub-unit in the
who-wins calculation.

e Higher total WINS the close combat.
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LOSER withdraws 4 dice and is burdened by 1 moral chit for withdrawal and another
chit for losing the combat, the so-called “Oh Chit.”

e The winner of the close combat may acquire the territory vacated by the vacating
enemy.

A winning attacker may move into the vacated area OR the winning troops can stay
where they are or a combination of both.

A winning defender, at his option, may move up to 6 inches forward (i.e. The Local
Counter-Attack don’t you know).

Questions and Answers

Q. A defender is usually felt to be at the advantage, wouldn’t it be better to allow
the defender to count even pips and the attacker counts the odd. In the Army we
were always told to try and achieve a 3 to 1 superiority upon a defender, so |
think at it should apply here too?

A. Actually it is BOTH. You will see that,
as they go in, the attacker counts even die
for enemy casualties and the defender
counts odd BUT when it comes to
determining the actual winner of the close
assault — a separate, subsequent
calculation — the defender counts even die
and the attacker odd dice. In the final
hand-to-hand the defender has the
advantage.

D : Q. You say "Under all circumstances

Sl when faced with a “charge” an attacked
enemy unit can chose to W|thdraw If the enemy unit withdraws it throws four dice
and runs for it;" Does that mean the unit gets multiple retreats if it is charged
multiple times?

A. GREAT question....it has never come up because everybody stands and fights. BUT
the answer is no. You run for it and if you are attacked again you have to fight albeit
with the coward’s moral marker on you.

Q. If an attacker wins a close combat, can the entire unit move into the position, or is it
just the sub-unit(s) in contact?

A. The entire unit moves into position. This is one of the abstractions in the game and is
why we have no separate extra charge move. Let’s say most of my subunits are 10
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inches away from most of yours but one brave fellow has made it adjacent and stays
there when close combat comes round. Essentially all his fellows are considered to
have “moved up” to effective contact and your fellows have moved up as well which is
why we are in one big fight. If | win my guys are theoretically already there and thus
the entire victorious unit can move in. Again this abstraction is why there is no extra
charge move and such; its all built in.

e Who is the “attacker™?
It is conceivable that there might be confusion who is the “attacker.” In a close combat
melee, the attacker is the active player during the phase when close combat comes
round.

e Effect of casualties
There are no modifications for casualties on a sub-unit. A sub-unit is always at full
strength even if down to the last man. If you want to be a bean counter, go play
someone else’s game. Sub-units are required to consolidate casualties so there is

never more than one subunit with missing men.

Active Player Random Airplane or Off-board Artillery Event

Random Events

After the player has activated all his units and finished all close combat the player then
has the option of trying for off-board artillery or airstrikes. Roll two dice if you feel lucky
or your back is to the wall.

2 opposing player gets his choice of artillery fire or airplane strikes on the spot !.

3 low ammunition: on next activation phase the player casting the dice still gets his
normal dice for activation but only two of which can be used for fire, the other die or dice
may only be used for non-fire activities.

4-9 nothing happens

10 player casting the dice gets off-board artillery fire.

11 player casting the dice gets strafing run.

12 player casting the dice gets a bombing run.

Off-Board Artillery Fire

Roll one dice. The number of pips allows that many off-board artillery shells. These are
cotton balls thrown from behind the board WITH YOUR EYES CLOSED! Where they
land dictates enemy (or friendly!) casualties. Whatever the cotton ball touches when it
comes to rest is a possible casualty subject only to saves for being in cover.

Discussion: There are those who question the lack of different caliber off-board artillery
weapons. To accommodate these purists we believe that heavier guns should get
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bigger cotton balls. After 50 years of wargaming during which time | have seen a zillion
off-board artillery rules, this rule does the trick. No calculation of “drift” of shells and all
sorts of time-wasting foolishness. It is also fun.

Airplanes
e Strafing Run

Roll a dice; 1 or 2 is one plane; 3 or 4 is two planes and 5 or 6 is three planes. If planes
are shot down on earlier turns you cannot bring back more; three is the maximum.

Whenever an airplane appears for a strafing run, place a 36” tape across the battlefield
at any angle the player desires.

Every infantryman crossed by the tape is a possible casualty on a roll of 5 or 6 subject
only to a saving roll for being in cover.

A roll of 1 of the strafing die assumes the infantryman manages a return shot, which
strikes the strafing plane. Roll 1 die for effect: A return shot for effect of 1, 2, or 3is a
bullet through the wing, no effect. A 4 or 5 is a bullet in the vitals of the plane, the plane
breaks off the attack but can return on later turns if allowed. A 6 is a bullet in the vitals of
the pilot, the plane crashes and cannot return for remainder of the game (the maximum
you can acquire from now on is two planes)

The airplane can voluntarily terminate the
strafing run at any time.

Once the strafing run is finished the plane flies
| away and returns only when appropriate unless
it has been shot down by ground fire.

e Bombing Run.
This is exactly the same as strafing. But here,

each plane carries but one bomb. Pick a target,
drop the bomb:

1 the bomb misses and the enemy shoots the plane down; serves it right.
2, 3 or 4 bomb misses; in the confusion the plane gets away.

5 or 6 boom () target destroyed and plane gets away; who ever saw an enemy plane
shot down after blowing up its target?

Page 30 of 35



END of Turn Events

At the end of the turn determine if the victory conditions have been met; if not, fight on!

Organization of Armies.

In this game the most common company composition is 8 rifle squads and 4 heavy
weapon squads. Frequently we will augment the heavy weapons with as many as 6
heavy weapons such as 2 machine guns, 2 bazookas and 2 mortars.

Tanks companies are two to five vehicles but we always strive for three vehicles and in
rare cases four.

One to three on-board artillery pieces is a battery and is considered “company sized.”

Admittedly these organizations are essentially composite representations of tactical
‘combat groups” which are under close —if not actual, personal — control of a single
leader. In World War 1, at least, my sense is that this would be a company commanded
by a captain. In an earlier age tighter formations would allow a single commander to
exercise such dominant control of an entire regiment or perhaps as much as a brigade
in the American Civil War.

Above these levels the more senior commanders — the colonels and brigadier generals
in WWII -- have to be farther “back” and are not in the “firing line” as it were. They
communicate by radio and seldom have direct contact with their own troops once the
battle begins. This game assumes multiple “combat groups” who are tasked with
significant tactical objectives: take this town and the airfield beyond.

In a multiplayer game, a fellow commanding even a single company can have a good
time figuring out how to maneuver his subunits and which ones to fire at a given time.
However we have found the game far more enjoyable if each person has perhaps three
units under his command. This allows for some significant coordination problems
particularly were mixed units are prohibited for a single player. For example one player
can command three infantry companies and another player on the same side has two
tank units. The tanker may think he is General Patton and charge off with no infantry
support! An overall commander is desirable but certainly not essential.
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Leadership Figures

We designate at least one subunit in each unit as the
‘leader.” Such leader units — which otherwise operate for
all purposes as regular subunits-- do nothing more than
serve as the “center of mass” of the unit since a subunit
outside the leader subunit’s “control radius” is considered
isolated. If the leader subunit happens to take casualties
and evaporates, then simply “promote” the closest subunit
as the new leader and carry on. Thus there is no
advantage in targeting a particular leader subunit.

The control radius is, of course, a function of the leadership
and “quality” of the unit. A Russian militia leader needs to
keep his troops close so he can force them to respond. A
veteran American Ranger unit can be more spread out
since the leader doesn’t need to “urge” his troops on at
pistol point.

A subsidiary consequence of the leader rule is that a larger ; ‘
unit cannot simply string out in a single line across the
entire board since the unit cannot be longer than the diameter of the control radius of a
leader. This at least forces some “depth’ to a unit which is more in keeping with the
tactics of modern combat.

Designers Notes

My earliest rules — such as the Charge of
the Light Brigade — were primarily
devoted to combat in the mid to late
nineteenth  century  with  significant
numbers of battalions roaming the
battlefield. Trench warfare came next
which is where the off-board artillery rules
originated. More recently | toyed with
Pirates and even Ironclads when | was in
my “water mood.”

An impetuous acquisition of some early
WWII British and German troops put me square in the need of some tactical rules for
that period. | looked for some suitable rules and found most were vastly too
complicated. Other rules compelled the use of assorted-sized dice which has never
appealed to me. And so, like most of us, | rolled my own: rules that is.
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The limitation of six-sided dice dictated a host of charts and
variables which made my first attempts as complex as all the
other tactical games on the market. In a dream, | suppose, |
hit upon the full, even, odd dice convention that plays
prominently in the range and movement rules.

| then decided that dice could represent not only distance and
fire combat but that dice could substitute for time itself.
“Paying” so many dice to conduct an activity would permit a
delay in movement for example while the unit engaged in
some other event such as seeking cover. This took a long
time to conceptualize but once | understood the relationship
Y°“ °“'*'°J°b"’”””"’ the various factors became more apparent. The incidental

DDNT GET HURT benefit was the elimination of as many charts as possible.

Hitting on “three” as the “magic number” of dice per turn was by default. Fewer dice
made things too slow and more allowed a side to get too much of a jump on the other
side.

The fire rules are an evolution of my musket-era charts albeit with far more variables
that seem to be required in modern era games. We can agree | suppose that “shooting”
is what WWII games are all about. A single chart would be tolerated if it was devoted to
the killing of enemy units from afar.

The morale rule is a variation of that used in my other games. It is gradual and if you
want to run about with morale markers affixed to your troops so be it. Again there are no

charts and anybody can subtract one pip IT BH“TH[R

from every die as a penalty.

The “cover” rules flowed naturally from the
need to avoid complex terrain modifications.
Instead of you going to the terrain, the
terrain comes to you as a function of the
time it takes to get into the several degrees
of cover.

At the end of the day the game was
designed for fun at our wargame
conventions or where some stalwart souls

want to engage in the pastime of our THIS WAR'S NOT WON BY A HAMNSIéHT ;
wonderful hobby. ’
Carry on.

David Raybin, January 2010, Nashville.
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Combat Captain FIRE CHART® October 1, 2009 David Raybin

e Sub-units from SAME unit may combine fire at a common
target if done at the same time.

e |F ALL three dice from SAME unit are used for fire, unit
gains an extra fire die per sub-unit.

e Number in chart is potential hits on Non-armor targets. One
soldier killed for each hit point. A non-armored vehicle
requires 2 hit points to kill; 3 hit points required for half-
tracks.

e Number in chart is Kill Number for armored Targets. IF a
further die roll is equal to or less than the Kill number then
target killed.

Weapons fire is measured from the center of the sub-unit
(or tank commander hatch) to the enemy stand or vehicle.

Short RANGE ALL DICE Count
Medium RANGE Only EVEN DICE Count
Long RANGE Only ODD Dice Count

Modifiers to Fire Points per firing sub-unit

Rifles Only vs. Infantry 0
Enhanced Small Arms vs. Infantry +1
Gun vs. Infantry +2
Crewed Machine Guns vs. Infantry and +6

Non-armored vehicles
ALL Stationary Guns vs. ALL Stationary

Targets on 3rd turn +2
Inferior Gunvs. Thin Armor -1
Inferior Gun vs. Armor -2
Inferior Gun vs. Superior Armor -4
Gun vs. Thin Armor +1
Gun vs. Superior Armor -1
Superior Gun vs. Superior Armor -1
Superior Gun vs. Armor +1
Superior Gun vs. Thin Armor +2

Other modifiers: -1 to EVERY die for everything for
EACH morale marker on shooter

SAVE ROLLS Hits save on die roll equal to the cover
level. Levels 1, 2 & 3 cover is 270 °. Levels 4 & 5 are 360.°

Variable Die Roll
11234 [5 [6
1[- - [-1-1-[-1T1
2 1-1-1-1-1-1-12
3sl-1-1-1-1-1-13
al-1-1-1-1-1-134
s51- - [-[-1- (115
6 |- |- -[- 121216
- 1-1-1-T1/217
Flgl-|-]-]1]1]21]Ss
I o - [-1-1T1212121]09
R Tol-1-1- 122 |3 |10
E |- -1 123 |11
20-1-T112 2 [3 |12
13- [- 112 [3 [3 |13
o (14| [-[2]2 133 |14
o 15]- [1]2]2[3]3 |15
L [26]- T1]2 13 133 |6
v L7 - (12 [3 ]3[4 a7
T (18] -2 ]2 [3[3]4 |18
s [19]- 2 ]2 ]3[4 [4 |19
201- 1212 (3 [4 |5 |20
211- 1213 [3 |4 |5 |21
221- 12 13[4 [4 |5 |22
231- 1213 [4 |4 |6 |23
241- 12 13[4 [5 |6 |24
251-1213 (5 |5 |6 |25
261- |2 13 (5 |5 |7 |26
271- 1213 [5 |6 |7 |27
281- 1214 [5 |6 |7 |28
291- 1214 [5 |6 |8 |29
30[- [2 14|57 |8 |30
31|- (214 [6 |7 |8 |31
32|- 1215 6 |7 |8 [32
33]- 356 |7 |8 [33
3a[- |4 |56 |7 |8 |34
35|- |4 (5|6 |8 |8 |35
36|- (4157 |8 |8 |36
37|- 145 [7 [8 |9 |37
38[- (4 |6 |7 |8 |9 |38
39]- |56 |7 |8 ]9 [39
40 5|6 |7 |8 |10]40
2 314 |5 |6




Variable Die Roll

1121345 6
a1 [- |5 |6 |7 |9 [10[41
2 - 15 [6 |8 |9 [10] 42
43 [- |5 [7 |8 |9 |10] 43
44 |- 16 |7 |8 |9 [10]| 44
451 - 16 |7 |8 |9 |11] 45
26| - |6 |7 |9 |10|11]| 46
471 - 6 [8 |9 |10]11] 47
8- 7 [8 |9 |10]11] 48
29| - 7 |8 |9 |10]12] 49
50 [- |7 |8 |9 |11|12] 50
51 [1 |7 |8 |9 |11]12] 51
52 [2 |7 |8 |9 |11|12] 52
Flss |3 [7 |8 |9 |11]12] 53
L 54 [4 |7 |8 |9 |11|12] 54
S 55 |5 [7 [8 |9 [11]12] 55
56 [6 |7 |8 |9 |11|12] 56
57 |6 |7 |8 |9 |11|13] 57
58 [6 |7 |8 |9 |12|13] 58
5|59 |6 [7 [8 9 [13]13] 59
060 |6 [7 [8 |9 [13]13] 60
161 |6 |7 |8 [10]13]13] 61
162 6 [7 [8 |11[13]13] 62
T 63 |6 [7 [8 |12]13]13] 63
s |64 |6 [7 |9 [12]13]13] 64
65 |6 |7 |10|12|13|13] 65
66 [6 |8 |10 12|13 |13] 66
67 |6 |8 |11|12]13|13] 67
68 [6 |9 |1112|13|13] 68
69 |6 10|11 12|13 |13] 69
70 [6 |10]11 |12 13 [14] 70
71 |6 [10[11 12|14 14| 71
72 [6 |10]12[13 14 [14] 72
73 6 |11]12|13 |14 14| 73
74 |6 |12[12[13 14 [14]| 74
75 |7 112]12 13 14 [14] 75
76 |8 |12]12 |13 14 [14]| 76
77 |9 [12]12]13 14 [14] 77
78 |10 (1212 (13|14 [14] 78
79 [11]12] 12|13 14 [14] 79
80 [1212] 12|13 14 [14] 80
10213 45 |6

Variable Die Roll

1 (2345 |6
81 12121213 |14 ]15]81
82 |12]12]12[13|15]15]82
83 |12]12]12]14|15]15]83
84 |12]12[13]14|15]15] 84
85 |12]13[13|14|15]15]85
Flge |12]13|13]15]15]15] 86
| 187 |12|13]14|15]15|15]87
RIgg |12]13|14|15]15]16]88
Elgo |12]13]14|15]16]16]89
90 121314 |15]16]16]90
91 121314 |15]16 17|91
92 |13]13] 1415|1617 92
P93 |13]14|14 15|16 | 17|93
‘f 94 |13[14[15|15]16|17]94
N 95 |14 ]14]15]15]16/17]95
- 196 |14]15[15[15[16[17]96
g |97 [14]15]15[15]17 [17]97
98 |14[15]15 |16 |17 [17]98
99 1415161627 ]17]99

100 Automatic  Kill 100

All British and American infantry regulars and all German
infantry troops use Enhanced Small Arms.

All hand-held anti-tank weapons (bazookas) are considered
inferior guns. The range is 8”.

“Guns” are tank cannon, anti-tank guns and on-table artillery.

Mortars are not effective against armor. Mortars (or a spotter)
must have line of sight to target

Troops and vehicles block line of sight as do houses and
higher terrain. Forests block line of sight. Units can only
“see” enemy units on edge of forest. Line of sight where both
sides are IN a forest is 8 inches; treat ALL fire combat in a

forest as if it were in long range.
WEAPON RANGES
SHORT MEDIUM LONG

Bazookas 8 -

Rifles and Other Small Arms 8” 16" 24’
Mortars and Crewed Machine Guns 12” 24” 36"
Cannon 16" 327 48”

Vehicle mounted Machine Guns use Small Arms Range





