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The low background boxes describe the ortant procedures to e: ate ground attack/defense success chances.
The QUICK CHECK box brings a simplified description of these procedures. RETREAT BEFORE GOMBAT (Rsc) DENSITY LOSSES MULTIPLIERS | AIR UNITS TRANSPORT WITH HELICOPTERS
PLAYERS MUST NOT TRY TO CALCULATE VALUES PRECISELY - the game would become boring. Uses Quality adjusted by odds to make Quality Checks. Yellow-Green - 1 to 1.4 Low Altitude ATTACK BY ANTI-AIR
Just take a quick look through the values and COARSELY ESTIMATE PROPORTIONS. R ettt S ummodted Quality Check Yellow- 1.4 t0 1.7 A low aititude equipment is sffected by both low and high anti-sir ire. Deperitalon | letonicistpport cr;:e:k
The Estimation procedures o] Ihe yellow boxes Aol NOT MEANT TO REPRODUCE IN-GAME CALCULATION - they are a hint on relative f units. (mis parameten) & High Altitude i gz i i e e
" ) N range - 1.7 to 2.0 igh - much low AA fire available and Unit
The bluish arrows point to boxes with more d Adjusted for faster units to a maximum of 2:1 A high altitude equipment is affected by high anti-air fire and a proportion density on the hex.
| CAUTION: Do not mistake DERENSE STRENGTH for DERENDING UNIT STRENGTH. The attacker aiso has a DEFENSE STRENGTH value used in combat s th chanco of he uni Red - at least 2.0 of low anti-air fire. Fly over wildemess, jungles, not the
. If odds , 100:1 - RBC. High Altitude Anti-Air Units enemy concentrations.
VERY IMPORTANT FACTOR G very likely. FERRY CAPABILITIES Join local Air Superiority combat, regardless of mission if their base is attacked. s
Only one RB is allowed.| | Minor Ferry Capabiliti £ Air S % o Cetoa e et Rt
= B K J linor Ferry Capabilities If Air Shock Level is less than 70 (including local AA) of 4:1 to be safe.
((2xBroficlncy)teadiness /3 IfSuccessiul, T whole Stack rereats. Tolal i hex » 20% (inluding moving i) | ArUnis will o defend fhei Aibases if atacked.
=((2x Proficiency) + readiness + supply) /4 The Defender must have at least 15% of the density Exempt from River Movement Cost| | Hazy locations
- - threshold to avoid the_flanked penalty during RBC. Totalin hex > 10% (incluing mong uni)| | ' Une Aack and Defense Strengihs mutipied by 66%.
Qualiy and morale are used game.Notice has twice he factors. ) _ Adds only 1 cint to Mo Cost Alweather equipmentunafecte
is th and te: troop fatigue. Recover more slowly ifunitmoved lastturn or is unsupplied. mm0mﬂ'e the Defender Deployment and Terrain Maior Ferry Capabities Overcast locations OR PM (um
Mcrale is lustouamy modmed by the. supp\y Ieve\oﬁhe unit. 8 Units with more than 'O/u can enter Air Units Attack and Defense Strengths multiplied by 33%.
- l l l L L L L L l Super Rier / Suez Cana locations and Allweather equipment- 66%.
D create a temporary crossing point for Local Air Superiority
REPOR IMPORTANT FACTORS Lotherunits. || Chance that an Air Unit will participate depends on the range to the unit's base,
& TIPS FOR EVALUATING RELATIVE STRENGTHS OF UNITS ||| EORCE PROFICIENCY CHECK _ SUPPLY the Force Eletronic SupportLeveland the units Qualiy.
& Proficiency, Readiness and Supply (1) - VERY IMPORTANT If a Random Check agains Force Proficiency AND a random Quality Checks
& | ->QUALITY CHECKS ARE USED THROUGHOUT THE GAME. AL CAERE N ES oL SUPPLYEXPENDITURE An Air Unit is susceptible to more Quality Checks.
- (B o ollsslinfsunglpowsrifsqtiment iieyiersisardlony tum ends. it g;’#‘&ewm e e Failure on hese addifonal Quality Checks will decrease its atiack stengths
- roops are low quality and ex! ELETRONIC SUPPORT CHECK (ESL) L 10 Points ber combat roun ed)  [pSombat Support tion Check in order t t.
Used a lot when checking if units will retreat or keep fighting. Passes ifaumber fom 1 -> Fiendly Force ESL s higher | | 5 Ponts (Ranged at hal st,s,.gm) Al Units mus pass @ Communication Check in order to suppo
i a number from 0 -> Enemy Force ESL. a ir Reconnaissance a
MORALE IS MULTIPLIED BY THE UNITS EQUIPMENTS STRENGTHS COMMUNICATION CHECKS NaeliEmbaned and AlUNIEIdolCy ‘The range depends on the range of planes and the number of planes.
IN COMBAT RESOLUTION. IR BB G s Roes CarE T experid supply when moting Weather in the phasing unithex aflectall unknown hexes; weather in the target
MORALE i P i CLTIIE . unithex,only aflects thathex. HAZY->-15% / OVERCAST ->-30% NAVAL WARFARE
Do & quick mental esnmfl‘lﬁg R S e Ee e The chance increases if the Friendly ESL > Enemy ESL. ,sfg,a,}szﬁgggp‘gi,',;gﬁgﬁy°g;:"m Blow Bridge Probability <
p A o Tha ! Also increases if the unit didn't move in the previous tum. Reflects the probability that the unit will blow the bridge once it gets to the
BretEienty e st s e he WEiGh of e cther ies. Attacks with large fractions of unite fil C” catio DESERTIONS it is Overextended and | | ridge location. Do notinclude local superioriy opposiion to get here. T ena e epead ) cTeario e ol a{'d Agility.
cks with jons of units failing Communication tart when the unit is Overextended an affect rengt
Checks will tsk'g?ongef, 8 its. supp\( level is below (100 - Proficiency)| | Air Units Ship bombardment M rmor and Durabil
Attack and Defense Strengths (2) PR T T I e Tir] Unit only recelve replacemen fnot The eflectvely bombarting a ship depends on the number of ¢
Sum of unit's equipments AP AT and Defense strengths. Use these values ARTILLERY, HQ AND AIR UNITS ONLY SUPPORT IF p\anes assigned to the bombardmentand e MO Aboe 66 damage points, don' serve as cariers anymore.
only as a quick reference, since they can be misleading. :‘;{‘m ;ﬁ"’:‘j’;‘:::_?:‘;‘g‘“" _q_sy_o_s_qy_mst Q IEPORT SQUADRONS The chance to hit depends on the Visibilty”, Pmﬁc\ency and Anti-Naval Strength MEL‘EDBIOQFF A [ e
[FORMATION QUALITY CHECK n is eliminat fewer | | ofthe Ar Unitconfronted with the ship's Agiity Carrier leavy Naval or Task Force - um Naval -
st || gttt et o | | STE RS sl el
i, Ordeis e » R NTin o upply Distribution Eficiency . = N
against an opposing unit. gﬁmﬁﬁgﬂgh?&mjﬁm;’ﬁﬂﬁ r:"'f awerage | | Befween 50% and 100% of authori *Visibility is a combination of Weather and nghnng Weather value is the ﬁﬂ‘F om:g:ta':‘lgmm IIW aﬁ'«lmﬁ:ﬁ%@ﬂﬁm@;aé anrtén;sumsd 10 have radar
the SDE will h: this 3 .
B > D;:,:‘;;bg:r;ggrhxg“;;gy,';”;‘sgg"g?,"ag'wsgggg'gagg g Passes if a Random Value from 1 to 100 < Formation Quallly ;“‘,“’,‘;‘,’{f Squadrons, the SDE wil as s ?::‘eg:o";‘a’g:‘ hex and attacker hex value Observer under cloud cannot obsene.
pieces of equipment will be exposed to your un OR if Number of Units with severe combat resuts < Ressuply i Have their Hit Probability decreased 4 times, but Damage increased 4 times IN PORT
The inverse is true when establishing your unit's pieces of equipment that will || | Random Number from 1 to Number of Units in Formation. Jﬂ%—ﬁ%‘ﬁfﬂ’-‘?‘*‘s jocated with or Naval unit AGILITY s halved.
[T CNC S IMMIN || COMBAT RESOLUTION get exposed to enemy fire. ELIMINATION OF HQ OR OF ALL COMMAND GROUPS | | djacent 1o the unit. Tip from Manual \._| Repairis 10x fast
The same logic applies to Anti-Armor. fihe HQ or all the Command Graups assigned o/t (fany) | UNREAGHABLE LOCATIONS Ifthe enemy air force is much stronger than yours, keep your air units on Air T ATTACKS ON NAVAL UNITS (See AIR UNITS)
R R e So, DEFENSE sTRENGbTH can be ungers%nod as the capacity of are eliminated, the Formation Proficiency is reduced by 50 ﬁlooded M?’sg Bad}ar&dls g{mes ele. Superiority Missions and hope for the best Consider keeping your bestground TAL GUN NST H",
1t t t icent to a supplied location, wil
S e o D e SR RO OF UNITS EXPOSED T Fir || | NEW ELANKING RULE Toaohe T ok les. B ot E I eh o e oy 22 afreat breing o Number of Shots fred by coas depends on the Gun Anti-Naval 4
e T T If on, when the defender has two non-adjacent hexes that Unused Al Tahspor can supey "out ou” Value, Morale and Shell Weight. T welgm fer the shell, the less shots it willfire.
osoRom e e O o e e Ratlo™. e cart be sttacked from (or e);'aér;pit:‘ oneseaextoihe | |unts. Reduced 385%-+4azy; 68%.Orercast. COMBAT SUPPORT ATTACKING SHIPS.
i cunngcomoat, ol mukile O dus 0 Attacking unit Attack Strength and one friendly unit to the NE), then attackers o . The Number of Shats fired by an attacking ship depends on the Number of Ships, |
- DeTerding UniT s fones Sirenginx Terran befense Srergh aaTier | dogreos apart no longer causo a flanking attack. P e Dot L G ||Supporog Unis musipass a Communicafon Check. (e DA Lo o T Shbe. i At s Strameth, Morsia and Shal
GG for both sdes ca influence chances of RBC: Caloleediclalcu steiiTpppotionieiS(be srd oIS e IBpos D) FLANK AND REAR AREAS i ‘| | Artitlery will not support if Mobile, Retreated or Routed. Weight. The weightier the Shell, the less shots they will fire.
Estimate _Defending unit Attack Strength_x Average terrain mndlﬂerfor AP and & IEANSLQB]’.A&S.EL&HABLNQ
rercoriouconen s s Aacking uni Dotonse Stronar Terraiy eiense Strongih moditer |1 a untattacks non adiacont hoxes, it willsufler Flank B e v i KL |ARTILLERY SUPPORTING GROUND ATTACK ¢ L —_——, 1 the AntNe! Sirength of he
Syenath o io ussd {0 calculats ine proporion o g unit ha wi b6 oxpoamy {5 e epends onhe =155 iciency and the Anti-Naval Stren i
At ¥ o Sacktovl 4l or h deou 1005 matily Al Steeainefo omocLevt. || | Al TURGE SHAGKE ot tum are iank aitacks. Eocalonfactica) §§§§mmﬂ;ﬁ"ﬁ"°’a“‘y Ifthe Attacker Assault Ratio > 1 uni conironted with the target ships Agiiy: "
Notice that terrain Attack Strength Terrain modifier is alw ays applied to the defending unit. 'SCHOCK LEVEL EFFECT Formation. Any unused Rail, Air or Sea Defender unit will expend full supply when countering the ground unit attack; 'V|s|mmy is a comhlnsllon of Weslher and Lighting. Weather value is the average
& 2 Al Units strengths are multplied by ths \ate. Transport Capacity also contributes. Prevention from counterbattery fire from ranged defender is no longer guaranteed.| | of and attacker hex values.
COOPERATION LEVELS ‘THE "MORALE RATIO" AND BOTH ESTIMATES ABOVE GIVE US AN IDEA OF THE RELATI n also affects Quality Checl Excess Trucks and Horses can have a If the Attacker Assault Ratio < 100 PENErRATIQN AND DAMAGE
FREE COOPERATION BETWEEN ATTACKING E 5 r:s Tiy decrease If Friendly Schock Level > \ery strong effect on Supply Distribution. Chance equals this number that these benefits are partial. Depend on the Shell Weight confronted with the Ship's Armor Value and Durability!
T e Srnoinh = 20 Peinae Songin 4 Marei oy Sho READINESS RECOVERY o < SHIP REPAIR
LMITED CooPERATION e e | RoTEAT |15 !nrdé(Lnd\ng CAP. Average = 25 Shook Level > 100~ H’“e in combat may reduce. Generally e amount noaded to fully C“We increase that the attack will be treated as a bombardment. The time taken to repair s imersely proporiona (o Durabiity, Ammor, AP, ARA.
o 2 for S sauipmon: Geienave Sronatn - ock Lewe WD e e IEeD Al players need to understand s that o ensure full benefits, kecp the efiective Typically about e olowing weeky rates
o ceRean “Morale Ratio® = 42180 Y y reog: Air Units - strongly affected by Proﬁmency. strengths of the forces actually assigned to ground-assault the defenders at Carrier - 5 | Battleship - 1 | Heavy Cruiser - 5 | ngm Cruiser - 5 | Destroyer - 14
Dafencinau Eapoare o Fes Readiness is limited to no more than unit | | least equal to the size of the defenders’ defense strengths. SURFACE INTERDICTION
171110 x 3] = 17/25. (Use only modifier to non-static, unless a lot of static equipment is involved.) & K than
67% Attacking unit Exposire to Firs: oA N Supply Level or 33%, whichever is higher. RTILLERY EFF! AGAINST PREPARED DEFENSIVE P! Chance based on value of the moving stack among detscted stacks.
x fe uss the average AP and AT strength modifiers. MAJOR RIVERS AND ESCARPMENTS Tied to the Weight of the Shells. Heawy artillery may seem weak (due to low rate AIR INTERDICTION also. Chance is reduced with range.
FORMATION SUPPORT SCOPE 32l modifter] or the depominator & lot of satic squipment isinvolved i vy artillery may AIR INTERDICTION
NTERNAL SUPPORT GAME CALCULATIONS SEPARATE AP AND AT VALUES AND THERE 15 A SQUARE ROOT B Bt e depend on Gt (A i & 2 i B 2 e S s G el Tip from Manual
INVOLVED, BUT WE DONT NEED TO GO THERE.
i Rl e D e e e e BlocTen e i Excarpments T T i
ASSAULT RATIO {01, Sincs e rumberswoud e ionor mutiplied by ‘nggé'ﬂéwﬁ}‘”nﬁ&e"m”;. Tt things —
FoRCE suPRORT o i i o shachng Fartified L Dept Dept ¥ Bacage |Marsh [Ba atands [Dunes wits_[open asia pirbase
B Anti-Armor must check for hit and penetration. DEFENDING UNITAL 5 - s @ a5 2 s e
PENETRATION chance is determined by the relation between the a5 a5 3 15 15 3
firing INDIVIDUAL EQUIPMENTS ANTI-ARMOR and the target DEFENDING UHITAP X E; X X b X
INDVIDUAL EQUIPMENTS A ARMOR L - " as s
No_use in having a ot wer from the sum of individual Ok -
that don't have, mdlwduall]g surtable weapons to beat opposing armor DEFENDING UNIT
DEFENSIVE STRENGTH OF
o frough e description (1) o your units T oL '\;:E Tote] QErmieaime  E K 53 3 £ k8__II® a__|® £ B __Jra 22 k2
QUICK CHECK (SIMPLIFIED EVALUATION) it Ao St ) ofy = STICEQUIPMENT
o through the descngnon of the target units prevailing arm % 6 x2 a5 2 pd.5 |2 pA.5 |65 kel 2 |5 x5 x5
PROPORTION BETWEEN YOUR MORALE AND OPPONENT'S MORALE and nots ths and check the ratio (An(l-Armor/Armor) DISENGAGING UNIT
PROPORTION BETWEEN YOUR ATTACK STRENGTH AND OPPONENT'S DEFENSE STRENGTH| /1 ratio has 100% chance of penetration; 1/2 has 25%; 1/4 has 6%. RECONNAISSANCE {+ 0.5
PROPORTION BETWEEN OPPONENT'S ATTACK STRENGTH AND YOUR DEFENSE STRENGTH| FINALLY: far night/Heavy
Your Unit Attack: 1 o ’ K: 20 10,20 When allocating forces, consider the level of PERATION between units e H25 52,5 52 x2 %2.5 %3 %3 %L.5 %L.5 %3 *¥2.5
‘our Unit Dgac 5 pponent's. ttacl o 20 Remember that a single non cooperative unit will resuit in penality. oTRER P [ P . [ P o | oh v v |ov o |ov v o-rrov |oAe @R

fense: 15, Defense: 10 10 15 Non cooperative units are more likely to pull out of attack earilier and

increase the chance that combats will take longer.
RECONNAISSANGE LEVEL will increase all unit's strengths on the first
mes 19.

GUERRILLAS "G+ -> mare effactive | G-~—>lass effactive | “GX~—>willnat aperate

rale: 80 THEATER RECONNAISSANCE "R 4 ->mure likely tn ubs erve (als o large concentration of motarized equip.) | "R-"—>less likelytn ubs erve (alsn hazy or muercast)

Morale: 42

[YE CAN SEE THAT THE OPPONENT HAS AN ADVANTAGE ON THE RATIO 20115 = 413 \)’°“"d of combat. Ex: AP - 5/ Recon. - 30%, AP becor #atack from RIVER, SUPER RIVER, CANAL, SUEZ CANAL r DEEF WATER —> All strengths x 0.7
[AND ON THE MORALE RATIO 80/42 - 2. SO WE CAN EXPECT A HIGHER PROPORTION ASSAULT RATIO - pay attention, since it can have an impact on the chance oa p
ASSAULT RATIO b niy the strangest madifier is in effect. Daploymens are butoniyas S1Depl Mod.J» pquare afterrsin mod )}
OF YOUR UNT'S EGUPENTS BEING EXPOSED T0 FRe of retreating from combat (RFC). As a rule of thumb, more than 3:1 odds
maion unns (lass s x 2)/ ARTILLERY Tanking dawn® s rengihx 1.5)

WS TAKE ALOOK AT THE TERRAIN MULTIPLIERS, WHICH WAY GIVE A BOOST TO THE i i 3
ATTACK AND DEFENSE STRENGTHINTHE ABOVE % OFFONENTS UNT xS ‘for the ﬁ“acker w\I: lower Defender unit Quality for Qua\liy Checks purpose;
AT 57 BONUS, HS ATTAGK STRENGTI1 NGREASES, INCREASING Th E G T b e T T e e

MINOR ESCARP MENT —> units attacking thmugh (Imsses x 2)- Artillery and HOnot aflected

0713 RATIO I CoN EXPECT YaUR NI 10 SE NORE EXPOSED 70 AR I TH CoBaT o100 B0 w0 gy, 70! Ratie 18- Checkwilluso 2 S Ov-Openvision | KV -Restricted wsion - Unless you have very a (s, restricted vk and npen vision reduces hit prabability. Heauy precipitatian is restriced vision.
|CHECK YOUR UNIT'S PREVAILING AT EQUIPMENTS ANTI-ARMOR AND ARMOR VALUES
COMPARE WITH YOUR OPPONENT'S UNIT PREVAILING ARMORED EQUIPENTS ARIOR BATTLEFIELD TIME STAMPS
FIRING UNIT ANTIARMOR | TARGET UNIT ARMOR 11 100% GHANCE: 12 - 26% CHANCE, After all combats are resolved, the player-turn will advance to the combat round of the MEDIAN length combat. Combats that lasted longer than the round of the new combat phase will be accounted for by placing a TIME STAMP in those hexes.
%ﬁ;ﬁ%ﬁwﬁs‘ gf!éhgﬂg fR;Og;Eg'E'(‘:ﬁ;';"‘g‘ESOU'PMEW 1S ADEQUATE TO Any unit that enters a hex with a Battlefield Time Stamp will have its movement points reduced until its unit time stamp is at least equal to that of the hex.
BT G T A E e ey T A E G Combats planned for a hex with a Battlefield Time Stamp will start on a combat round as if the player-tum is the same as the hex's time stamp. All units that participate in a combat that results in a Battlefield Time Stamp have their time stamps
[GRAHLL HOLD GROUND WHEN ATTACKED OR SUSTAI AN ATTAGK increased {o the resulting time stamp of the batlefield.

UCKLY ESTUATE ASSAULT FATIO. A RATIO GREATER THAN 1 WL FAVOR DEFENDER If a defender was prevented from retreating from a combat by non-participating adjacent enemy units then the combat's Battlefield Time Stamp is the greater of the time stamps of the blocking units and the time stamp of the last round of the combat.
e Whenever a defender is forced to retreat-before-combat (RBC) by a unit with a Time Stamp greater than the Player-Tum's Time Stamp, there is a Battlefield Time Stamp created in the hex equal to the time stamp of the overrunning unit.
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