	
	NIGHT FIGHTING 

A Rules Module for
STORM OF STEEL 

A. Introduction. This module is designed to be used with the "Storm of Steel" set, and contain a number of rules that can be used together with any available supplement, by players who want to recreate the effects of fighting - or trying to fight - in the darkness of the night. All the rules in this module are off course optional.

B. Movement. In games set at night, there is no movement in detachments. All units move individually, each costing 1 Cpt. In addition to this, the movement rates of the units are no longer fixed, but determined at the moment of movement by a roll of dice:

Type 

Move 

HMG, mortars, light guns 

1d4cm 

Infantry, horse carts 

1d8cm 

AFV's moving 15cm 

5+1d8cm 

AFV's moving 20cm 

5+1s12cm 

Softskins, AFV's moving 25-30cm 

5+1d20cm 

Because of these movement rates, difficulty tests can result in a sum that is either nil or negative. This simply means that the unit may not move at all. (Any Cpts spent on that unit is lost.) In addition to this, vehicles taking a difficulty test are immobilized on a roll of 2-3 and 11-12.

C. Skilled night fighters. Armies historically known to be skilled at fighting at night, for example the japanese during WW2, or the chinese during the Korea war, add 1d6 to all their Cpts die rolls.

D. Fire Combat. In games set at night, fire attacks at short ranges (less than 10cm) are treated as if they were executed at normal range, normal range attacks (10-20cm) as long and long range attacks (over 20cm) are not allowed at all.

E. Spotting. Enemy units may not be fired upon by on-table units unless spotted. They are spotted if a friendly unit comes within 10cm of them if in open terrain, or within 5cm if in cover or covering terrain (entrenchment, bunker, bush, woods, forests, buildings) or if the enemy unit has earlier opened fire from its present position.

F. Moonlight. In battles set at nights with a full moon, enemy units are are spotted if a enemy unit comes within 20cm of them if in open terrain, or within 10cm if in cover or covering terrain (entrenchment, bunker, bush, woods, forests, buildings) or if the enemy unit enemy unit has earlier opened fire from its present position.

G. Flares. Individual units can be equipped with flares, for the cost of 1 point per unit. Units with flares may still not fire at long range, but they fire normally at normal range (i.e. without any die roll modification) and with the normal +1 modification on short range. Flares have no effect on movement, rallying etc.

H. Infrared systems. Units equipped with infrared systems (e.g. the german ZG 1221 as used in the systems of "Sperber", "Falke" or "Uhu") spot and fire as if it was daylight. Their movement is still as per the movement rules above.

I. Off-Board Artillery and Air Strikes. During night battles off-board artillery impact points may never be placed more than 20cm from friendly units. Air strikes are not allowed.

J. Starshells. When off-board artillery fires starshells, it is done at the discretion of the owning player, by declaring that one (or more) of his normal Off Board Artillery Bombardments, called upon by the support deck, is transformed into a starshell mission. This means that no units on the table are subject to attacks, instead the whole board is considered to be illuminated during the rest of that turn, and both players units may then spot and fire as if it was daylight. Starshells have no effect on movement, rallying etc.

K. Assault Attacks. In assault combat functions as normal, with one exception: in case of a tie both defender and attacker are eliminated.

L. Rallying. During night battles rallying is only possible on a roll of "6" if the army is not demoralized. Once an army is demoralized, no rallying is longer possible at night.

M. Random Events Cards. All cards dealing with weather are removed from the deck, and the following six new ones are added:

2x First Player "Friendly" Fire
Player One roll 1d6 for each of his units, until a "1" comes up. Then that unit is fired upon by the nearest friendly unit. 

2x Second Player "Friendly" Fire
Player Two roll 1d6 for each of his units, until a "1" comes up. Then that unit is fired upon by the nearest friendly unit. 

2x Turn ends
Reshuffle the sequence deck and start a new turn. 


  

