NEW RULES

In this variant all Arab Israeli War rules are in effect with exception of the following modifications:

I.A: WEC MODIFICATIONS

1) The Arab Israeli War Weapons Effectiveness Chart is adopted for this variant. The only modifications is that AA weapon type units, can attack non aircraft type units also. AA units attacks Armored units with halved strenght at 1-2 hexes, and quartered strenght at 3+ hexes. AA units attacks Non Armored uits at normal strenght at 1-4 hexes and halved strenght to 5+ hexes (see the new WEC included in this variant).

2) NATO armored units uses Note 5 options: i.e. doubled attack factor to 1-6 hexes. All other armored units (Warsaw Pact, Iraq, Iran, China, Viet Nam etc.) can’t exploit this option. 

3) Note 7 is to read as: In Situations after 1970 Soviets units are tripled, not doubled

I.B: AMPHIBIOUS UNIT

4) Units listed as “amphibious” on the UFT may enter a river hex even if there is no bridge in that hex.

5) To enter a river hex, an amphibious unit must start adjacent and expend its whole movement to move into the river hex.

6) An amphibious unit can move along the river at the speed of two hex per turn

7) An amphibious unit leaving a river hex expend half of its movement points.

8) Amphibious unit attacked while in the river hex defend with its defence factor halved.

9) Amphibious unit can enter in a swamp hex at movement cost of 5 MP.

10) Infantry units may enter in a river hex as per Panzer Leader rules VII.K.

I.C. ENGINEER VEHICLES (substitute for AIW Standard rule VII.B.2) AND BRIDGES
2) M-60 AVLB and MTU-2 are bridge-laying units. These units can place bridge counters during play. They may place bridges on clear terrain containing a trench counter hexes or on river hexes, and each bridge-laying unit can lay only three bridge per game.

a. The turn before the bridge is to be placed, the bridge-laying unit must move adjacent to the hex being bridged. On clear terrain hexes the bridge can be placed only on hex containing a Trench counter.

b. As per AIW Standard rule VII.B.2.

c. As per AIW Standard rule VII.B.2 

I.D. ENGINEER AND BRIDGES

1) Use Panzer Leader rule X.B.1.

I.E. UNIT REDUCTION (see the new CRT)

1) A unit is Reduced when it has been attacked, or attack, and get a R or RA results on the new CRT. The player of the reduced unit simply flip the counter and continue to use it on the ½ side. Unit reduced simulate the effect the loss of combat capacity caused by the enemy fire on the unit, but the unit keep its firing and movement capacity, although with reduced efficiency due to the losses taken in combat.

2) Combat unit reduced can move and attack normally, make overrun attack and CAT attack (at reduced rate)

3) Reduced unit that get another R or RA result are definitely eliminated from the board

4) Reduced unit that get a D or DA result are simply dispersed

a. Reduced battle tank unit indicate on the map the loss of some of its tanks with a ½ wreck counter

b. Reduced armoured unit can remove wrecks from the map spending two full turns in an hex adjacent to the wreck to be removed

5) Reduced engineer unit keep all functions of normal engineer units, but spend double time in

 
completing all actions

6) Staking value for a reduced unit is ½ point. So in an hex can stay a maximum of 8 reduced units.

7) Reduced unit of the same type and class can combine themselves to re-form a full strength platoon. To do that they have to stay in the same hex at the beginning of the friendly turn, and spend all the turn together in the hex (no moving, no attacking). At the beginning of the next friendly phase they are replaced with a full strength unit counter of the same type and class and can attack and move normally

a. There are no penalty for reduced units in re-form phase if attacked

8) Reduced transport unit can transport only reduced unit, or it will need two reduced transport unit to transport a normal unit

a. If one of the two reduced transport unit transporting a normal unit is attacked and destroyed, the carried unit is reduced, but can continue its movement with the other reduced transport. If one transport is dispersed, defending player can chose to continue to move the surviving unit with a reduced carried unit, or stop there and wait if the dispersed transport can reorganize itself and thus continue the movement normally

I.F. PRELIMINARY BOMBARDMENTS

1) A Preliminary Bombardment is a set of Indirect Fire attacks, if allowed in the situations, which have been recorded before the enemy player sets up its units on the board. The hexes attacked do not have to be spotted, and may be anywhere on the board. The attacking player rolls two die. The first to set wich hex is attacked, the other to attack the hex. With a die roll of 1-2, the fire reach the recorded target hex, with a die roll of 6 the fire is lost. With a fire of 3-5 use the Arab Israeli War/Panzer Leader artillery fire scatter rule. If the targeted hex contain enemy units, the unit(s) is attacked with 1/2 of the attack factor (add all attack factors) firing into the hex, taking account of all adaptable modifiers.

I.G. SMOKE (add-on for AIW rule II.B.1.)

Unit with infra-red sights (as indicated in the UFT) may see into, but not beyond, smoke hexes. No +1 die roll bonus for unit in same hex with smoke attacked with DF or OF by unit equipped with IR sights.

I.H. WIRE GUIDED MISSILES (add-on for AIW Optional Rules B.)

1. Wire guided missiles can’t be fired if the LOF passes through a wood hex (not only a blocking green hexside, but also a wood portion of the hex). To avoid problems with this rule consider “wood hexes” all hexes with a portion (also a minor one) of woods. Missile’s wires passing through woods and bushes causes missile to divert from its path. Unit firing from, or to, elevated hexes, do not take account of this rule (example: a TOW unit firing from a hill hex to a ground level hex, fires regularly, also if the LOF pass trough “woods” hex). All LOS-LOF rules are in charge.

2. Wire guided missiles can’t be fired if the LOF passes through a river hex. Unit firing from elevated hexes, to, another elevated hexes do not take account of this rule (example: a TOW unit firing from a hill hex to a target on another hill hex, fires regularly, also if the LOF pass trough a river hex).

I.K. BMP-1, BMD-1 AND MARDER WIRE GUIDED MISSILES 

Warsaw Pact’s BMP-1 and BMD-1, and on specific situation, German Marder IFV, can fire cannon shells or wire guided missiles, but not both in the same turn. After a BMP-1 or BMD-1 (or Marder, if specified by the situation) unit fire its wire guided missiles, automatically became “wire guided missiles depleted”. Place a WGMD counter on top of the unit. The BMP-1 and BMD-1 missiles Attack Factor value is 30, the range is 12 (Sagger). The Marder missiles Attack Factor value is 30, the range is 8 (Milan)

I.I. AA UNITS AGAINST GROUND TARGET (modification for AIW rules and WEC)

In this variant some Anti Aircraft units (cannon armed vehicular units, see UFT), can fire against ground target too. For such units the Attack Factor value is halved at a distance of 1-2 hex and quartered after 2 hex, against A target. The Attack Factor value is Normal at a distance of 1-4 hex against NA target and halved after 4 hex.

I.J NIGHT RULES
If in a situation is specified that there are night turns, some special rules have to be adopted. 

During night turn(s) the movement allowance of all units is reduced by 3 hex (i.e. a unit with MA of 8 hex reduce its maximum movement to 5). Units with MA in a range of 1-3 still move at least 1 hex per turn.

LOS, Line of Sight and LOF, Line of Fire, are reduced to a maximum of 4 hexes (i.e. a unit with an attack factor  range of 10 reduce its range to 4 hexes). Units equipped with IR sights extend their LOS and LOF two hex beyond the night visibility limit set for the specific situation, but add +1 to attack die roll.

I.K. HELICOPTERS
In this variant UH-1 and Mi-8 Helicopters can transport only 1 I class unit (only Infantry), not 3, but they still can transport 3 Sagger or Milan units. Mi-6 and CH-47 helicopters can transport Infantry and towed gun units. 4 INF unit or 2 towed gun or 2 INF and 1 towed gun unit OR 1 asu-57 can be transported by a Mi-6 unit. All other helo units can’t transport other units.
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