Ignorant Armies Historical Scenarios: On “Back to Iraq (BTI) Map”

Below are detailed a collection of three 8 to10 Turn historical scenarios that cover

different portions of the eight year Iran-Iraq War.  The first one “Saddam’s Gamble” 

runs from the outbreak of the conflict to the end of 1983. The second: “Wal Fajr: The War of Attrition” picks up in 1984 and runs to the end of 1986, allowing the players to get into the thick of the “War of the Cities” and the “Tanker War” in the Gulf right from the first game turn. The third historical scenario “Karbala: The ‘Final’ Offensive” takes the players through the final years of the war (1986-88) when Iranian strength was largely spent in bloody pushes at Faw and in front of Basra thereby opening the door for the successful series of Iraqi offensives in 1988. All hex locations etc. reference the Back to Iraq map. Unless otherwise stated each player controls all hexes in his nation at start.

Scenario 1: “Saddam’s Gamble”: The Iran-Iraq War 1980-83

Use the normal initial game setup and play through the end of 1983. The regular victory conditions and random events are used except that a “draw”(0 to1 VPs level) is considered an “Iraqi Moral Victory”. The game length is 10 Turns (Turns 1-10, running from 1980-III to 1983-III). See “Back to Iraq” setups in the optional rules section.

Scenario 2: “Wal Fajr”: The War of Attrition 1984-86

Game Length is 9 Turns (Turns 11-19, running from 1984-I to 1986-III)

Initial Victory Level: +2 VP Iranian

The following Random Events have already Occurred: 12,13, &14 1st Time, 25 1st Time, 33, 51/52, 54, 55-61 1st Time.     Victory Conditions: The regular victory conditions and random events are used except that a “draw”(0 to1 VPs level) is considered an “Iraqi Moral Victory” and note that some of the random events have already happened.

Setup: Iraqi Player sets up first, followed by the Iranian. Normal 1984 Reinforcements are available with the usual Iranian RPs. Iraqi Replacement rate is now 6 RPs per turn. 

Iran controls the following (eight) hexes inside Iraq: 2705, 2907, 2908, 2909, 3008, 3018, 3422, 3523. Iraq controls the following (three) hexes inside Iran: 2813,2814, 2815.

Accumulated RPs:  Iraq: 1 RP  Iran: 2 RPs  Salamcheh road is in place at hex 3528

“Fish Lake” note: Fish Lake is active, use that optional rule for the 2 hex-sides.

Iraqi Unit Setup:

New Units Available to be Built from RPs Box: Hammurabi Rep. Gd. Div, x4 Special Force Bdes (total five units)

Eliminated Units Box: KDPI Kurdish unit, 4-4-5 Armor Div., 1-2-2 Popular Army Div.,

x1 (2)-0 static unit, x1 (1)-0 static unit (total five units)

Available Assets Box:  x1 Entrenchment Marker, x2 chemical markers, x3 Iraqi Air units

                                      Saddam Hussein Leader counter

Static unit setup changes from initial(1980) start of war setup: All others are the same.

(2)-0  North Baghdad to hex 2812

(2)-0  Samara to hex 2807

(2)-0  Mosul to hex  3528

(2)-0  Karbala to hex 3221

(1)-0  Panjwin to deadpile

(2)-0  An Najaf to deadpile

Iraqi entrenchment hexes initial setup: x11 hexes total:

Hexes 3528, 3527, 3423, 3321, 2917, 2813, 3427, 3426, 3322, 2918, 2815

Iraqi Initial units on map:  x31 units total

Medina Republican Gds div. at its two step strength (6-4-5)

Baghdad  Republican Gds div. at its two step strength

Baghdad  Garrison 0-5-0 at its two step strength

X3 2-4-2 Infantry Divisions (all early mobilized x1 from 86 other 2 from 87

X5 4-4-5 Armor Divisions (all at two step strength)

X3 4-4-5 Motorized Inf. Divs (including the newly made up 5th MD)

X2 3-3-5 Motorized Div./Bde

X4  4+-1-5 Corps HQs

X4  2-4-2 Mountain Divisions

X3  4-2-5  Special Forces Bdes

X4 1-2-2   Popular Army Divisions

Iraqi Initial units on map:  At least one non-corps HQ & non-static unit must setup in each entrenchment hex.

All Iraqi Mountain Divisions must setup in Iraqi Kurdistan north of hex 2813.

Both the Baghdad Division and the Baghdad Garrison units must setup in the

North Baghdad hex (2516). As Sulaymaniyah must have at least one non-corps

HQ/non-static unit in the hex. Remaining Iraqi units may set-up in any Iraqi controlled hexes. 

Iranian Unit Setup:

New Units Available to be Built from RPs Box:  x3 Rev. Gd Marine Bdes

Eliminated Units Box: x2 3-4-3 Rev. Gd. Inf. Bdes x2 5-7-3 Rev. Gd Divisions

x1 (1)-0 Static unit  x1 3-5-5 Army Mech. Div. x1 4-2-5 Armor Div.  x1 5-7-3 Army

Infantry div.

Available Assets Box:  Iran Air Force Marker, Iranian Attack Chopper marker

                                      Khomeni Leadership marker

Static unit setup changes from initial start of war setup: All others are the same.

(1)-0 Static unit from 3320 goes into the Elim. units Box

(2)-0 Static unit from Hamadan is in Mehran

(2)-0 Static unit from Bandar Khomeni is in Korramshahr

(2)-0 Static unit from Khorrambad is in Marivan

Iran Initial units on map:  x29 units total

Rev. Gd. Forces:  x11 5-7-3 Divs at full strengths x4 3-2-3 Bdes

Iranian Army Forces: x3 Corps HQs at 5+-1-5 strength, x1 Para Bde., x1 Marine Bde.

 x1 Spec forces Bde, x2 infantry Div at full strength x1 Mtn. Bde. x3 Armor Divisions

x2 Mech Div. note: 55th Airborne has conducted one para-drop thus far.

Iran Setup Requirements:

All eight hexes Iran controls in Iraq must be occupied by at least one Iranian non-corps HQ unit.

Additionally at least one non-corps and non-static unit must occupy these eight hexes

inside Iran: Mehran, Marivan, Korramshahr, 3522, 3119, 2913, 2915, 3627.

Remaining Iranian units may set-up in any Iranian controlled hexes or in the Iranian off-map boxes. 

Scenario 3:  “Karbala”: The ‘Final’ Offensive 1986-88

Game Length is 8 Turns (Turns 17-24, running from 1986-I to 1988-II, and optionally could be continued into 1989 per the optional rules with the variable war end-turn)

Initial Victory Level: +3 VP Iranian

The following Random Events have already Occurred: 12,13, &14 1st & 2nd Times,  21, 25 1st&2nd Times, 26, 33, 36-44, 51/52, 54, 55-61 1st&2nd Times. 

Victory Conditions: The regular victory conditions and random events are used and a “draw” (0 to 1 VP) is treated normally and note that some of the random events have already happened.

Setup: Iraqi Player sets up first, followed by the Iranian. Normal 1986 Reinforcements are available with the usual Iranian RPs. Iraqi Replacement rate is now 6 RPs per turn. 

Iran controls the following (13) hexes inside Iraq: 2705, 2907, 2908, 2909, 3008, 3018, 3422, 3523, 2603, 2604, 3020, 3425, 3426. Iraq controls this single hex in Iran: 2813

Accumulated RPs:  Iraq: 1 RP  Iran: 3 RPs  Salamcheh road is in place at hex 3528

Special Note:“War Of Cities SSM Ceasefire” is currently in effect for the first two turns of the scenario it will expire for the Turn 1986-III Turn. Both sides may freely break this ceasefire at the cost of a –1 VP swing to the first violator during the first two turns of the scenario. “Fish Lake” note: Fish Lake is active, use that optional rule for the 2 hexsides.

Iraqi Unit Setup:

New Units Available to be Built from RPs Box:  x2  4-2-5 Spec. Forces Bdes, the “N”

and “AF” Rep. Gd. Mot. Inf. Divs, Rep. Gd Corps HQ +8-1-5 (total 5 units)

Eliminated Units Box: KDPI Kurdish unit, x2 1-2-2 Popular Army Div( both are to be withdrawn Turn 1986-I) x1 2-4-2 Inf. Div. (from 1984 Reinforcements) x1 2-4-2 Mountain. Div. (total five units)
Available Assets Box: x2 chemical markers, x5 Iraqi Air units

                                      Saddam Hussein Leader counter

Static unit setup changes from 1984 setup: (2)-0 from elim units box to hex 2304

                                                                     (1)-0 from elim units box to hex 2613

x16 Iraqi entrenchment hexes initial setup: in hexes: 2504, 2807, 2910, 2813, 2714, 2816

2917, 2918, 3321, 3322, 3423, 3325, 3427, 3527, 3528, 3529

Iraqi Initial units on map:  Total x38 units

Iraqi Republican Guards, Marines, & Special Forces: Total x11 units

Medina Republican Gds div. at its full three step strength 

Hammurabi Republican Gds div. at its two step strength (6-4-5)  

Baghdad  Republican Gds div. at its full two step strength

Baghdad  Garrison 0-5-0 at its full two step strength

8th Republican Gds Spec. Forces Div. at its one step strength (1-1-5)

x5  4-2-5 Spec. Forces Bdes

x1  1-1-2  1st Iraqi Marine Div at its one step strength

Iraqi Regular and Popular Army Forces: Total x27 units

X4 2-4-2 Infantry Divisions (all early mobilized x1 from 86 x2 from 87 x1 from 88)

X6 4-4-5 Armor Divisions (all at two step strength)

X3 4-4-5 Motorized Inf. Divs (including the newly made up 5th MD)

X2 3-3-5 Motorized Div./Bde

X4  4+-1-5 Corps HQs

X3  2-4-2 Mountain Divisions

X3 1-2-2   Popular Army Divisions

X1 2-4-2 Infantry Division (1984 reinforcements)

X1 1-4-2 Infantry Division (1984 reinforcements)

Iraqi Initial units on map:  

At least one non-corps HQ/ non-static unit must setup in each entrenchment hex.

All Iraqi Mountain Divisions must setup in Iraqi Kurdistan north of hex 2813.

Both the Baghdad Division and the Baghdad Garrison units must setup in the

North Baghdad hex (2516). As Sulaymaniyah & hex 2606 must each have at least one non-corpsHQ/non-static unit in the hex. 

Umm Qasr must be occupied by the Iraqi 1st Marine Div (at one step strength).

Remaining Iraqi units may set-up in any Iraqi controlled hexes.

Iranian Unit Setup:

New Units Available to be Built from RPs Box:  None, Box is empty.

Eliminated Units Box: Rev. Gds: x2 5-7-3 Inf. Divs x2 3-4-3 Inf. Bdes x1 3-2-3 Marine Bde. Iranian Army: x2 4-2-5 Armor Divs, x1 5-7-3 Infantry Div. (Grand Total: 8 units)

Available Assets Box: Iran Air Force Marker, Iranian Attack Chopper marker

                                      Khomeni Leadership marker,  Libya Scud Marker.
Static unit setup changes from 1984 setup: (1)-0 from elim units box to hex 2913

                                                                      (2)-0 from Shushtar to hex 3627

                                                                      (1)-0 from hex 4024 to hex 2703
Iran Initial units on map:
Revolutionary Guards:  x19 units total

X13 Infantry Divs 5-7-3s all at full strength

X4   Infantry Bdes 3-4-3 

X2   Marine Bdes: 3-2-3

Iranian Army: x14 units total: 

x3 Corps HQs at +6-1-5 strength, x1 Para Bde., x1 Spec forces Bde, x1 Marine Bde.,

 x2 infantry Div at full strength, x1 Mtn. Bde. x2 Armor Divisions, x3 Mech Div.

note: 55th Airborne as conducted one para-drop thus far.

Pro-Iranian Kurds: 2 units

x1 2-3-3 KDP unit & x1 2-3-3 PUK unit

Iran Setup Requirements:

At least one Iranian (not pro-Iranian Kurdish) non-corps HQ unit must be placed in each Iraqi hex controlled by Iran with the exception of hexes 3008 and 2603 (11 hexes total)

In Iran at least one Iranian non-corps HQ/non-static unit must be placed in Korramshahr,

Mehran, Marivan, and hex#s 3522, 3627, 3626, 3119, 2913, 2815. (9 hexes total)

The pro-Iranian Kurdish KDP unit must setup in a non-road mountain hex in Iraqi or Iranian Kurdistan within 4 hexes of a Turkish hex. This hex may even be in a nominally Iraqi controlled mountain hex as long as it is not Iraqi occupied.

The pro-Iranian Kurdish PUK unit must setup in a non-road mountain hex in Iraqi or Iranian Kurdistan within 5 hexes of Marivan. This may even be in a nominally Iraqi controlled mountain hex as long as it is not Iraqi occupied.

Remaining Iranian units may set-up in any Iranian controlled hexes or in the Iranian off-map boxes. 

