WEAPON EFFECTIVENESS CHART

	TYPES OF TARGET

	Type of Attack
	Weapon Type
	ARMORED
	NON ARMORED
	AIRCRAFT (8)
	Proximity and Sighting (1)
	Modify Die Roll by (2)

	
	
	1-2 hexes
	3-6 hexes
	7+ hexes
	1-4 hexes
	5+ hexes
	1-4 hexes
	5-6 hexes
	7+ hexes
	LOS/LOF and spotting
	Terain effects apply  (4)

	DIRECT FIRE AND OPPORTUNITY FIRE
	I
	Normal

                  See CAT (3)
	NOT ALLOWED
	Normal
	Halved
	Normal
	Halved
	Halved
	
	

	
	A
	Doubled
	Normal

               Doubled (5)
	Halved
	Halved
	Quartered
	Halved
	Quartered
	Not Allowed
	
	

	
	H,M, (H)
	Normal
	Halved
	Doubled
	NOT ALLOWED
	
	

	
	G
	Not Allowed

                    Normal (6)
	Normal
	NOT ALLOWED
	NOT ALLOWED
	
	

	
	AA
	Halved
	Quartered
	Normal
	Halved
	Normal
	Halved
	
	

	INDIRECT FIRE
	M, (H)
	Halved
	Normal
	NOT ALLOWED
	Spotting
	None

	OVERRUN
	A
	Normal
	NOT ALLOWED
	Normal
	Not allowed
	NOT ALLOWED (9)
	Adiacent+ expend 2 movement points
	Die roll minus 2, odds +1 Column

	
	I
	NOT ALLOWED
	Normal
	Not allowed
	NOT ALLOWED (9)
	
	

	CAT
	I
	Doubled

                     Tripled (7)
	NOT ALLOWED
	Normal
	Not allowed
	NOT ALLOWED (9)
	Adiacent
	Die roll minus 2

	AIR STRIKE
	A
	Doubled
	Normal
	Halved
	Halved
	Not allowed
	NOT ALLOWED
	(Range)
	NONE

	
	G
	Normal
	NOT ALLOWED
	NOT ALLOWED
	(Range)
	

	
	H
	Halved
	NOT ALLOWED
	Normal
	Not allowed
	NOT ALLOWED
	On top of defender
	

	
	(H)
	Halved
	NOT ALLOWED
	Normal
	Not allowed
	NOT ALLOWED
	On top of defender
	


1 In all types of attack the defending units must be within each attacking unit’s range of that attacking unit may not attack

2 Die roll modifications due to (the defending units’ occupying) town hexes, wood hexes, improved positions and fortifications are in effect for all types of attacks. (The die roll is not modified when the defender is an aircraft type target or the defender is in the process of overrunning. See notes 4 and 8 below). The CRT die roll is always -1 if the defender is attacked while dispersed

3 Infantry units making an opportunity fire attack use their CAT multipliers to calculate their effective attack strenghts if and only if they are firing at adjacent units that are in the process of overrunning those same infantry units

4 Towns, woods and improved positions do not modify the CRT die roll if the defending unit is attacked by opportunity fire just as it expends the two movement points to execute an overrunning attack. Also, overrunning units do not get the hull down shielding from attackers in the hex being overrun, although the overrunning units do get normal hull down shielding from ather attackers. Note that the overrun attack is modified normally – it is only in opportunity fire attack that town, etc. do not modify the die roll

5 In situations after 1965 NATO units are doubled

6. Wire guided missiles minimum range:  TOW, HOT (also on Jaguar 1), Milan (on Marder), Swingfire (also on Striker, FV438), minimum range 1; SS-11, Sagger, Swatter, Spatter (also on GAZ-69, BTR-40, BRDM-1, BMP-1, BMD-1), minimum range 2; Sheridan, M-60A1E2, minimum range 4
7 In situations after 1967 Soviets units are tripled not doubled

8 Towns, woods, forts and improved positions never modify the CRT die roll if the defending unit is an air unit (nor does the air unit get any additions to its defense strenght)

9 Only “down” helicopters can be attacked by these attacks. Treat the “down” helicopters as the target type most favorable to the attacker
