NATO vs WARSAW PACT

(from  “Fire & Movement” N.4)

Scenario 1
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Maps from Panzer Leader

MEETING ENGAGEMENT 1973




 

Advanced units of the Soviets 19th Guard Tank Division encounter elements of the 2nd Bn. Royal Tank Regiment and the 1st  Bn. Royal Regiment of Wales screening the deployment of British and West German forces

SET-UP: The British player sets-up first anywhere on the Board. The Soviet player moves first and all Soviet units enter on the East edge of Board D at the beginning of turn one.

GAME LENGHT: 12 turns

BRITISH: 8 Chieftain; 1 Scorpion; 1 Scimitar; 4 FV432; 3 Infantry; 1 Close Support Inf (H)

SOVIET: 18 T-62; 6 PT-76; 6 BRDM-1; 3 BMP-1; 3 Infantry; 1 JSU-152

VICTORY CONDITIONS:

Victory is determined by the number of Soviet vehicular units which exit from the West edge of Board C by the end of game turn 10.

Soviet decisive: exit 17 or more units

Soviet marginal: exit 13-16 units

Draw: exit 9-12

British marginal: exit 5-8

British decisive: exit 0-4
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Scenario 2









           Maps from Panzer Leader

BREAKOUT 1973

Driving westward the Soviet 3rd Tank Army has encircled the British 4th Armoured Brigade whose only retreat route is held by a Battle Group of Coldstream Guards

SET-UP: The British player sets-up first anywhere on the Board. 

The Soviet player moves first and all Soviet units enter on the South edge of Board D at the beginning of turn one.

GAME LENGHT: 15 turns

BRITISH: 8 Chieftain; 1 Scorpion; 1 Scimitar; 6 FV432; 6 Infantry; 2 FV432 Mortar Carrier; 6 Striker; 2 Abbot

SOVIET: 9 T-62; 3 T-55; 3 PT-76; 9 BMP-1; 9 Infantry; 3 82 mm Mortar; 1 BTR-50PK; 2 100 mm AT; 4 BRDM-1; 

3 152 mm (H); 8 Truck

SPECIAL RULE: Before the British player sets-up at the beginning of the game, the Soviet player may destroy any or all of the bridges (except those in Grancelles, by placing a block counter on the bridge hex. Destroyed bridges are unusable during the game.

VICTORY CONDITIONS:

If there are undistrupted Soviet combat unit adjacent to three of the four Grancelles bridge hexes at the end of the game turn 15, the Soviet player wins. Otherwise, the British player wins.

NATO vs WARSAW PACT (PAG.3)
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Maps from Panzer Leader

THE GAP 1973

As the Soviet assault continued, a lightly defended gap appearing between the 18th Tank Division and the 81st Mechanized Division was the target of a counter-attack led by Royal Scots Dragoon Guards.

SET-UP: The Soviet player sets-up (A) units anywhere on the Board. British player moves first and all its units may enter anywhere on the West edge of Board C at the beginning of turn one. The Soviet (B) units enter in column on any single road hex on Board D on turn 2.

GAME LENGHT: 15 turns

BRITISH: 12 Chieftain; 1 Scorpion; 1 Scimitar; 10 FV432; 9 Infantry; 1 Close Support Infantry (H); 9 Striker; 3 FV432 Mortar Carrier; 2 Abbot; 2 M109

SOVIET: 

A units - 6 BMP-1; 6 Infantry; 2 100 mm AT; 3 BRDM-1; 2 Truck

B units - 18 T-62; 6 PT-76; 6 BTR-40; 3 BMP-1; 3 Infantry; 1 JSU-152

VICTORY CONDITIONS:

Victory is determined by the number of British vehicular units (not including Strikers) which exit from the East edge of mapboard by the end of game turn 15.

British decisive: exit 17 or more units

British marginal: exit 13-16 units

Draw: exit 9-12

Soviet marginal: exit 5-8

Soviet decisive: exit 0-4

Scenario 13

Bieben: blocking battle in Germany 

A low readiness German infantry battallion, with U.S. Army armoured support, try to halt a Soviet assault to Bieben, a primary road hub in Germany
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Panzer Leader Maps

Set-up: 

Heer-U.S.Army, set-up first, on board C

Soviets, on board D

Soviets move first

Game lenght: 10 turns

Order of Battle:

U.S.Army: 4 M-60A3, 4 A-10 (one attack 25 A, and 4 attack 6 A)

Heer: 7 INF, 7 M-113, 3 Jaguar 1, 2 mine 1-1, 1 mine 2-1, 1 block, 13 Trench, 1 Roland 2

Out of Board artillery: 2 M-109 15 (H)

Soviets: 14 T-72, 4 BMP-1, 4 INF, 1 SA-9, 4 Su-7 80 (H)

OOB artillery: 2 BM-21, 2 152 mm

Reinforcements:

U.S.Army: 1 AH-1 Cobra (1 attack 48 G 12, 1 attack 12 A 6, plus its cannon attack factor 6 H 6), enter anywhere along West side of the Board on turn 1.

Soviets: 14 T-72, 1 ZSU-23, 1 SA-9, 4 BMP-1, 4 INF on turn 5 from East side of the board.

Morale: 

Heer: A

U.S.Army: B

Soviets: B

Note: Bridges in C L6, C K7 e D BB6 destroyed. Soviets can exploit a preliminary bombardment on turn 1 (see New Rules). Su-7 air attack have to be placed before NATO set-up. Write the hex to be attacked and the turn in which the air attack have to be made before NATO set-up.

Victory Conditions: The game stops immediately if the Soviets move any units in Grancelles (Soviet victory). If 19 Soviets tanks are destroyed is a NATO victory. If neither of the victory conditions are satisfied NATO wins at the end of turn 10.

Scenario 14

Bieben: NATO fight back

The Soviets push in their attack to Bieben, but now NATO’s forces can fight back with a well organized  US, German and French combined arms forces
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Panzer Leader Maps

Set-up: 

Heer-U.S.Army, set-up first, at 6 hex from East side of board C

Soviets, enter anywhere along East edge of board D. Soviets move first

Game lenght: 12 turns

Order of battle:

U.S.Army: 4 M-60A3, 2 M-163

Heer: 18 INF, 18 Marder (Marder are equipped with Milan ATGM, 30 G 8), 5 Leopard I, 

1 Roland 2

Heer: Out of Board artillery: 2 M-109 15(H)

Luftwaffe: 6 G.91R (45 H)

Soviets: 18 T-72, 12 T-62, 2 Mi-24 (one attack 30 G 12, 4 attacks 12 A), 2 BTR-40P, 1 BTR-50PK, 14 INF, 12 BMP-1, 2 BTR-60, 2 ZSU-23, 2 2S3-1 SPG

OOB artillery: 2 122 mm, 1 152 mm

Reinforcements:

French: 3 Gazelle HOT (one attack 48 G 12), enter at turn 4, from West side of the board

Morale: 

Heer: A

French: A

U.S.Army: B

Soviets: B

Note: Bridges on C L6, C K7 e D BB6 destroyed

Victory Conditions: The Soviets player wins if has at least one land unit in Grancelles at the end of turn 12. NATO wins in avoid the Soviets victory conditions. 

Scenario 15

Panzer counterattack

German panzer ambush the head of the 20° Armoured Division near Sack
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Panzer Leader maps

Set-up: 

Soviets set-up first on board A, on the roads, or in Sambleu, three units in each hex, to no more than 5 hex from board C and North of hex row G excluded. Infantry carried on BMP-1.

Heer, set-up everywhere on board C. German move first.

Game lenght: 8 turns

Ordine di battaglia:

Heer: 12 Leopard I, 

Heer: Out of Board artillery: 3 M-109 15 (H)

Soviets: 19 T-72, 2 2S3-1, 2 BTR-50PK, 18 INF, 18 BMP-1

Morale: 

Heer: A

Soviets: B

Victory Conditions: Soviets get 2 points for each unit in Grancelles at the end of turn 2. One point for each unit in Grancelles at the end of turn 8; 3 points for each German unit destroyed. 

Germans get one point for each Soviet unit destroyed; 3 points for each Leopard unit out from North side of the board A at the end of the game.

Note: All Soviet unit in Grancelles at the end of turn 2 are promptly removed from the game

Scenario 16

Soviet assault to Leine River

Soviet 20° Armoured Division assault elements of various NATO forces guarding bridge and fords on Leine River
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Panzer Leader maps

Set-up: 

NATO, set-up first on board D

Soviets, in Grancelles. Soviets move first

Game lenght: 9 turns

Order of battle:

Heer: 9 Leopard I

Belgian: 4 Leopard I

British: 5 Chieftain

U.S. Army: 8 M-113, 6 INF, 3 M-150, 4 TOW

Out of Board artillery: 2 M-109 15(H)

Aircraft: 12 F-4 80 H

Soviets: 15 T-72, 2 ZSU-23, 2 2S3-2, 8 INF, 8 BMP-1

OOB artillery: 3 152 mm, 1 122 mm, 2 BM-21

Reinforcements: 

Soviets: On turn 4, from hex A Q10, enter: 12 T-62, 8 INF, 9 BMP-1, 1 Comb Eng, 1 ZSU-23. On  turn 5 enter, from A Q10: 7 T-64

Morale: 

Heer: A

Belgian: C

British: A

U.S. Army: B

Soviets: B

Victory Conditions: If at the end of the game the Soviets control bridge on D BB6 wins. If not NATO wins.

Scenario 17

Britons strike hard: 21° Royal Tanks Regiment and Royal Lancers in action

Tanks of 21° Royal Tanks Regiment and Royal Lancers get contact with elements of Soviet 20° Armoured Division between Alfeld and Hameln
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Panzer Leader maps

Set-up: 

Brititsh, set-up first on board C

Soviets, enter anywhere along East edge of the board D on turn 1. Soviets move first.

Game lenght: 12 turns

Order of battle:

British: 15 Chieftain, 2 Striker, 4 Scorpion, 5 Scimitar, 1 Spartan, 3 INF, 1 CS, 3 FV-432

Sovietici: 12 T-72, 16 T-62, 3 BTR-50PK, 8 INF, 1 Eng, 9 BMP-1, 2 ZSU-23, 2 BRDM-2, 1 2S2-2

Morale: 

British: A

Soviets: B

Victory condition: The british player get 2 points for each T-72 or T-62 destroyed and one point for each Soviet unit destroyed of other type. Soviets get one point for each British unit destroyed and 2 points for each unit that exit from West side of the board on turn 12.
Scenario 18
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Maps from Panzer Leader and PanzerBlitz

Airborne assault to Rivolto airfield, 1973

As the Soviet assault to Italy break through the Gorizia plains at the Italian-Slovenian border, a battallion of 103 Guard Airborne Division (the unit that seized Prague Airport in 1968) land on the rear of the main Italian defence line. The target of the paras are the Rivolto airfield, as a first step for an assault landing of airborne armoured forces, and the bridges on the river to prepare for the arrive of the spearhead of the armoured forces fighting the la land battle. The attack alert the Italian lightly defended airfield and the second line’s armoured (5° Gruppo Squadroni Carri Lancieri di Novara) and infanty forces (Batt. Alpini Vicenza) based nearby.

SET-UP: 

The Italian player sets-up first on the A map: Tanks in Grancelles (Codroipo), other units, INF dismounted, in Grancelles, Kuhn and Caverge; VAM (security units of the Air Force) on the airfield. 

The Soviet player move first: 

A units land on the turn 1 on the map D, using paratroopers rules from Panzer Leader with a modification (see Soviet Order of Battle on this scenario). 

B units land on the turn 1 on the map A, using paratroopers rules from Panzer Leader with a modification (see Soviet Order of Battle on this scenario).

GAME LENGHT: 10 turns

ITALIAN: 2 M-47; 1 Jeep 106 mm; 4 M-113: 4 INF; 2 MG; 2 Truck;  2 Jeep;  3 VAM; 2 G.91R air attack 25(H)

SOVIET: 

A units – 2 BMD-1; 12 Para (use the half platoon counters 4 I 6 4 1); 2 ASU-57, 2 UAZ, 1 ZU-23; 1 85 mm AT; 1 73 mm RG; 2 82 mm Mortar

B units – 4 Rejdoviki (airborne commandoes, use the half platoon counters 5 I 6 5 1)

C units – 2 Su-7 air attack 40(H); 1 Su-7 air attack 10A

Excluded Para and Rejdoviki, all soviet units land in reduced status. So use the  ½ counter face, i.e. one 82 mm Mortar is two ½ 82 mm Mortar, etc.). Follow Panzer Leader Paratroopers rules for regrouping. Para and Rejdoviki regroup as platoon (use the full strenght counter 8 I 6 7 1 and 9 I 6 7 1 counters).

SPECIAL RULES:

The first two turn are night turns. Follow the appropriate rules. 

The airfield of Rivolto is located in the hex H8, I7, J7, K6 and J8 on the map A, only J8 is a city hex, consider K7. as a clear hex.

Soviet 85 mm AT is equipped with IR searchlight that give it a +2 hex range at night turns, but a +1 die roll if fired at this extended distance.

ASU-57, GAZ and BMD (equipped with Sagger ATGM, AF 30 G, Range 12, only one missile shot available for each BMD), are D after landing to simulate the time for the crews to locate and activate them. 

MORALE:

Soviets B

Soviets Rejdoviki A

Italian B

VICTORY CONDITIONS:

Victory is determined by the number of units destroyed and, by capture of the airport or of the bridge in AJ2 by soviets.

Before set up the soviet player decide which target is more valuable for him and write it on a sheet of paper that keep secret. The capture of all hex of the airfield has a value of 15 point; the capture of the bridge is 3 point, 2 points more if each of the two hex at AK1 and AI2 are also controlled. If the soviet player reach its target the victory results go up of one step (i.e. from marginal to tactical), if not, it go down one step. One point for every enemy units destroyed, one point for every hex of the airport controlled by the two player.

Scenario 19
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Maps from Panzer Leader/Advanced PL
 Alternative map in place of A1/A3

Airborne assault to Rivolto airfield, 1973, second phase

After the Soviet assault to Italy break through the Gorizia plains at the Italian-Slovenian border, a battallion of 103 Guard Airborne Division (the unit that seized Prague Airport in 1968), landed on the rear of the main Italian defence line, seized Rivolto airfield, to use it as “airhead”  for armoured and infantry airborne units. The main aim is to consolidate and enlarge the “airhead” as the spearhead of the armoured forces fighting the land battle at the Italian-Slovenian border are approaching. The Italian units based nearby try to seal the “airhead” and wait for a strong counterattack from stronger forces.

SET-UP: 

The Italian player sets-up first 

A units set-up in D and A maps.

B units enter anywhere along the North edge on the A1 or A bis board on turn 2

The Soviet player move first: 

A units set-up on turn 1 on A and D maps. 

B units enter turn 1 transported by An-12 aircraft on Rivolto Airfield (to simulate the airborne landing simply put the units on the airport, infantry unloaded, in accordance with stacking rules (Units not allowed to arrive due stacking limits arrive the following turns). The units are not D but are enable to move again for this turn. 

GAME LENGHT: 10 turns

ITALIAN: 

A units: 1 Jeep 106 mm; 4 M-113: 3 INF; 1 MG; 2 M-47 (in Codroipo, Grancelles); 1 Jeep;  1 CC (security forces) in Sambleu on A3 map or A bis
B units: 3 Leopard 1, 1 M-113 M;  2 M-113; 3 INF; 1 Para Tuscania; 1 Jeep, 2 Jeep 106 mm RG, 1 Truck, 1 M-109

C units: 2 G.91R air attack 25(H)

SOVIET: 

A units (landed a day before as para) –1 BMD-1;  2 Para (use the half platoon counters 4 I 6 4 1); 1 ASU-57, 1 UAZ, ½  ZU-23; ½  73 mm RG; ½  82 mm Mortar, 2 Rejdoviki (airborne commandoes, use the half platoon counters 5 I 6 5 1), plus at least 2 Rejdoviki in AJ2,

B units – 6 BMD-1; 2 UAZ; 3 Truck; 1 120 mm M; 8 Para (use the half platoon counters 4 I 6 4 1), 4 Rejdoviki (use the half platoon counters 5 I 6 5 1); 1 ZU-23;

 1 BRDM-2; 1 BTR40 ATGM; 4 ASU-85; 1 73 mm RG, 1 Sagger

C units – 2 Su-7 air attack 40(H)

Excluded Para and Rejdoviki, all soviet units land in reduced status. So use the  ½ counter face, i.e. one 82 mm Mortar is two ½ 82 mm Mortar, etc.). Follow Panzer Leader Paratroopers rules for regrouping. Para and Rejdoviki regroup as platoon (use the full strenght counter 8 I 6 7 1 and 9 I 6 7 1 counters).

REINFORCEMENTS:

On turn 5, if the Rivolto airfield is still in Soviet hands, land (same rules as above), 2 BMD-1; 4 Para (use the half platoon counters 4 I 6 4 1); 1 ASU-85; 4 Rejdoviki (use the half platoon counters 5 I 6 5 1); 1 122 mm (H); 1 Truck.

SPECIAL RULES:

The first two turn are night turns. Follow the appropriate rules. 

The airfield of Rivolto is located in the hexes H8, I7, J7, K6 and J8 on the map A, only J8 is a city hex, consider K7 as a clear hex.

BMD-1 are equipped with Sagger ATGM, (30 G 12, only one missile shot available for each BMD). 

Soviet ASU-85 mm AT is equipped with IR searchlight that give it a +2 hex range at night turns, but a +1 die roll if fired at this extended distance.

MORALE:

Soviets B

Soviets Rejdoviki A

Italian B

VICTORY CONDITIONS:

Victory is determined by the number of units destroyed and, by capture of the airport or of the bridge in AJ2 by soviets.

Before set up the soviet player decide which target is more valuable for him and write it on a sheet of paper. The capture of all hex of the the airfield has a value of 15 point; the capture of the bridge is 3 point, 2 points more if each of the two hex at AK1 and AI2 are also controlled. If the soviet player reach its target the victory results go up of one step (i.e. from marginal to tactical), if not, it go down one step. One point for every enemy units destroyed, one point for every hex of the airport controlled by the two player.

Scenario 20

(adapted from Steel Panther MBT v.1.0)

Viet Nam: US Armour vs NVA; April 1968

	C2

	C1


Highway 19E, West of An Khe, South Vietnam.

Element of U.S. Army 69 Armoured advance in the mountain area West of An Khe where it meet Viet Cong units and element of NVA 95B Regiment. 

Maps from PL

Set-up: 

NVA Army: set up first on the boards; keep units position secret until spotted

U.S.Army: enter on turn 1 from hex C2 A3 and/or C2 A8, U.S. Army move first

Game lenght: 8 turns

Order of Battle:

NVA: 1 HQ, 2 Scout; 7 INF; 1 RPG Team; 1 MG; 2 Sagger; 1 73 mm RG; 2 82 mm M, 1 bunker 20; 1 Bunker 10; 1 Improved Position; 2 mine 2-1; 5 INF Viet Cong.

U.S.Army: 1 HQ; 3 M-48A1; 1 M-48 Roller; 1 M-728 CEV; 3 M-113 ACAV; 1 M-113 ACAV 106 mmRG; 1 M-132; 1 M-125; 1 M-113A1; 1 INF; 1 Scout;  

1 UH-1B; 1 O-2A; 2 F-105 60 (H)

Reinforcements:

U.S.: 1 AC-47 on Turn 4; 1 AC-47 on Turn 6. Both enter from East side of the boards

Morale: 

U.S. Army: B

NVA: A

Viet-Cong: B

Note: 

NVA bunkers have to be placed on the maps C1 and C2, west of the river Y1-Y10 Keep the location secret until spotted. 

Cities are not present in this scenario. All city hex are wood hex and connecting side of city hexes are green side.

Spotter aircraft can mark target twice (place a smoke counter) during its time on the board. It can stay on the boards for 3 turns. The smoke last two turns. Every unit that can localize the smoke, can fire DF and IF against that hex (but not against a single unit in that hex, use the (H) fire rules) and aircraft attack can be done, but not against a single unit in that hex.

AC-47, not as normal attack aircraft, can stay, ad fire, on the boards for two turns. Its fire is against all enemy units in the target hex, all WEC and terrain modifications apply. 

Victory Conditions:
US Army: One point for each NVA and Viet Cong units destroyed. Five point for each bunker destroyed. One point for each U.S.Army units that exit from the West side of the boards.

Viet Nam: One point for each U.S. units destroyed; half point for each aircraft dispersed; five points for each bunker intact at the end of the game. One point for each U.S. units still on East of the river Y1-Y10 at the end of the game.

Scenario 21

(adapted from Steel Panther MBT v.1.0)

China vs Viet Nam, March 1979

Lang Son, China-Viet Nam border.

China Army advance in the hilly region of Lang Son. VNA Army try to delay the massive Chinese attack.
	 D
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Maps from Panzer Leader

Set-up: 

Viet Nam Army set-up first, on boards C1 and C2

China Army, enter anywhere along East edge of boards D and C1. Chinese move first

Game lenght: 12 turns

Order of Battle:

China Army: 5 Type 59-I; 2 Type 59-II; 4 S3I Malyutka; 4 82 mm M; 2 61 mm M; 2 Type 56 AA (ZPU-4); 1 Type 55 AA (37 mm); 2 CP; 14 INF; 2 MG; 3 ENG; 2 RPG Team; 3 Scout; ; 3 J-6 10 A; 2 J-7 10 A; 2 Q-5 40 H; 1 L-29 5 A

Viet Nam: 5 T-55; 2 76 mm AT; 2 BTR-40 ZPU; 8 INF; 1 RPG Team; 2 MG; 2 Sagger; 1 Bunker 10; 2 Bunker 20; 3 Improved Position;

Out of the Board Artillery: 2 122 mm  10 (H)

Reinforcements:

Viet Nam:

2 T-62; 2 PT-76 from West side of the Board C2 on turn 3; 
1 ZSU-23-4; 1 T-55; 1 PT-76; 1 M-48A1; 3 M-113A1; 3 INF; 1 Strela Team from South side of the board C2 on turn 6

Morale: 

China: C

Viet Nam: A

Note: 

Bunkers and Improved positions have to be set up on boards C1 and C2

Victory Conditions:
Scenario 22

(adapted from Steel Panther MBT v.1.0)

Khorramshar: Iraq vs Iran, November 1980

Following the Islamic revolution of 1979, in September 1980 Saddam launch the attack to Iran. Iraqi armoured forces strike hard and brake the Iranian border defences, approaching the important and strongly defended town of  Korramshar
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Maps from AIW

SET UP

Iraqi Army: enter from West side of the Board D at first turn

Iran Army: set up first on board C and whithin 5 hexes from East side of board B 

Iraqi move first

GAME LENGHT: 10 turns

ORDER OF BATTLE

Iraqi Army: 2 PT-54; 2 OT-54; 2 Su-100; 1 BM-14; 2 ZSU-23-4; 2 CP, 1 Scout; 1 BTR 50PK; 2 160 mm M; 6 INF; 5 INF Guards on 5 BTR-60; 2 MG on 2 BTR-60; 6 Sagger; 2 82 mm M, 4 Strela Team.

Out of the Board Artillery: 1 180 mm – 16(H); 1 130 mm – 14(H); 1 122 mm -13(H); 1 BM-21 –18(H)

(Only CP can spot for Indirect Fire)

Iran Army: 2 HQ; 2 M-60A1; 2 Chieftain; 2 106 mm RG; 3 75 mm RG; 2 57 mm RG; 3 81 mm M; 2 37 mm AA; 1 40 mm AA; 1 57 mm AA; 2 Scout; 12 INF, 1 MG; 

3 mine 2-1; 3 mine 1-1; 6 Improved Position 

2 F-4 Phantom 80 H; 2 F-5A 20 H

Out of the Board Artillery: 2 105 mm  -10 (H). Only HQ can spot for Indirect Fire

REINFORCEMENTS
Iraqi: 2 T-55 from West side of the Board on turn 2; 

2 T-55 from West side of the Board D on turn 3; 

2 Su-100 from West side of the Board D on turn 4; 

1 OT-64C from West side of the board D on turn 5.

Iran: 4 M-60A1 from East side of the Board C on turn 3; 

MORALE

Iraqi: C

Iran: C

NOTE:

Considers all brown hex sides on the boards as yellow hex side.

Considers hexes M9, N9, N10, O8 and O9 on the board C as city hex (to simulate the Khorramshar outskirts)

VICTORY CONDITIONS

Iran: One point for each Iraqi units destroyed, half point for each Iraqi units on the B board at the end of the game
Iraq: One poit for each Iran units destroyed; five point for each Khorramshar hex controlled at the end of the game.
Scenario 23

(adapted from Steel Panther MBT v.1.0)

Iraq-Iran: Iranian Armour to the front, January 1981

Susangerd, Iran

This is the first major Iranian counterattack against the invading Iraqi forces. Elements of Iranian 16 Armoured Division advance in the marsh area of Susangerd to engage Iraqi armoured forces 
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Maps from Arab Israeli War

Set-up: 

Iraqi Army set up on board C

Iran Army enter on turn 1 on road Q1-Q10 on the board B, in column, unstaked, infantry on tanks and APC or trucks. Any vehicular unit that exit the road while on the board B it is immediately immobilized (can spot and fire, not move). In this situation the B board is part  of the large swamp region in the south part of the Iran-Iraq border.

Game length: 11 turns

Order of Battle:

Iraqi Army: 16 T-55; 2 ZSU-23-4; 2 76 mm AT; 4 107 mm RG; 2 ZPU-4; 3 RPG Team; 3 BTR-60; 3 Cascavel EE-9A; 4 MiG-23 40 H; 4 Su-7 50 H

Iran: 7 M-60A1; 7 M-48A5; 1 M-48 Roller; 1 M-113; 10 INF; 1 Scout; 2 40 mm AA; 1 M-150; 2 Truck; 1 Sagger;
Reinforcements:

Iran: 4 Chieftain; 3 M-113; 2 INF; 1 INF AT enters on road Q1-Q10 on the board B on turn 2; 1 Cobra armed with TOW missiles (40 A 12, only one shot available), rockets (12 A 6, only one shot available) and standard H weapons (no limits for these weapons), from East side of the Board on turn 2; 

3 Chieftain enters on road Q1-Q10 on the board B on turn 3;

Morale: 

Iraqi: B

Iran: B

Note: 

Consider all brown hexes as yellow hexes. Consider all slope hexes as swamp hexes.

Victory Conditions:
Iran: One point for each Iranian units on board C at the end of the game; one point for each Iraqi unit destroyed.

Iraq: One point for each Iranian unit destroyed; half point for each Iranian unit on board D at the end of the game.

